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Date: Sat, 17 Jan 1998 02:03:38 -0500 (EST)

From: Joshua Jarvis jj@keene.edu
New NPC Mr. Virrrn the metalugist.
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"Welcome cutter, what shall it be today. Oh I see you mined some fine 

Arborian gold, or is it pyrite. I can identify it .... for a price. Oh 

not much, just part of your sample. You can trust me, after all if it's 

real you can mine more and make ten times the profit, if it's fake I save 

you alot of fine work. Mmmmmmm, I love the taste of gold. Now, now, I 

need to eat for a living you know. Now if you just sign this paper giving 

me a mere ten percent of the profits from this venture I will provide you 

with equipment to mine with, good equipment. Have you ever heard of a 

divice from the prime called a dredge ....."

Virrrn (said with a purr to his voice) or MR. Virrrn as he likes to be 

called, is a rust dragon. But he seems smarter than most rust dragons, 

some say he is just that, merely a smart rusty, others say that his 

adeptness at wheeling, dealing, and peeling hides his low intelligence 

under a veil of trickery. Others say he is a feind in disguise. Whatever 

the truth Mr. Virrrn is one of sigils most unusual buisiness owners. He 

gets his meals from identifying metals (he can tell the quality and type 

of mineral by taste) and by cutting deals with his customers. His store 

is stocked with all kinds of mining devices, obscure ones too. It is 

unknown how and where he gets them though some suspects he uses portals 

to bytopia and several prime worlds to go on raids, others say he has 

connections with the black market. Though he is young for a rusty 

(hence his small size) he is awfully tricky, a more experienced 

knight of the cross trade is hard to find (not in Sigil of course).

The rust dragon is almost never seen wandering the streets of Sigil, how 

he gets out of his shop is a mystery. Some say he's secretly representing 

the acherai in Sigil, some say he fled from them, others say he works for 

both the black market and the acherai working the two against each other, 

going from acherai slave to master by conning the two groups. This is 

unlikely but in sigil few things are what they seem to be.

ChAoS: the trusty Rusty.

Date: Sun, 18 Jan 1998 00:07:08 -0600

From: kelleys@ucsu.Colorado.EDU
 (Scott Kelley)

Recent SIGIS articles!


[ARTICLE (AUTHOR: Scott Kelley)]

GREAT MODRON MARCH BEGINS 189 YEARS EARLY!!!

by Maija Intwood, culler

Outlands (Automata) -- Two days ago, the citizens of the rigidly ordered

gate-town of Automata were sent scurrying in a blind panic as thousands of

little marching monodrones suddenly burst from the gate to Mechanus and out

into the streets. Normally, Automata is entirely prepared for the March -

the burgermeisters prepare a tremendous party and celebration in honor of

the March with citizens lining the main streets in eager anticipation of

the Modron's arrival.  And it is easy to predict and prepare for, because

it happens as regular as the clock-like Modrons themselves, once every 17

cycles (roughly 300 years).

But you can't really prepare for it very well when the berks crash the

party 189 years early!  According to residents, when the March started

pouring out of the gate, the town erupted in chaos. "It was almost like a

riot in Sylvania!", said Tollem Vex a long-time resident of Automata. "Well

that may be a bit of an exaggeration, but to this town it might as well

have been. I swear, for awhile we were all worried that our little burg was

going to slip off into Pandemonium! Personally, I think it was only the

presence of the Modrons themselves that kept this from happening."

Celia Mellen, a scribe at the Council of Order Complex, said she and her

colleagues found themselves throwing down their quills and running to see

if the chant was true, to Baator with regulations! "None of us, the scribes

I mean, had ever acted so irresponsibly and unorderly.  Even when the chant

came in that the Modrons were about - and so early! - we waited for orders

from our high-ups.  But after two or three minutes of continuous pounding

(forgive me for not being more precise) that had to be marching, not to

mention the screaming and yelling, we just busted outta our kip and into

the streets!"

But when the scribes got near the gate itself, the march was almost

impossible to see for all the chaos. "When we rounded the main council of

order building," said Mellen, "there were so many sods going barmy all

over, it was almost impossible to see the march itself!  The law was trying

to keep berks in line, and were very firm with a few of the real

addle-coved bashers, but it was almost a riot out there.  But when they

finally got the crowds settled, the march was still pouring out of the gate

and was magnificent to behold!  [At this point Mellen began to shed some

tears of joy.] I never thought I'd ever live to see the March.  I can't say

I know why the Modrons left so early, but, for my own sake, I am very glad

they did."

And that was the curious thing that absolutely no one in Automata had an

answer for.  Why did the March leave so early? Were there no clues, no

hints that the Modrons would start off so early and so out of synch?  None

of the high-ups we were able to interview had any explanations, except for

a curious one suggested by Tom de Lapp, a 5th level clerk in the Council of

Order Complex: "Everyone is asking 'Why did the Modrons leave so early?'

and 'How come they are so out of synch?'. But we all know that the Modrons

are infallible, and utterly perfect beings of law which they follow to the

letter.  Rather than look to the Modrons for errors, I suggest that we all

re-examine our calendars and clocks to make sure we are right in saying

that they are early. Error on our part, not the Modron's, is the most

likely situation."

It seems highly unlikely, however, that calendars all across the Multiverse

were that far off. Surely, the rest of the Multiverse will have its own

explanations for the situation with the Modrons, but the dark of the March

may be much darker than anyone cares to admit.

[Interview of the Doomguard after the hasty, inexplicably early start of

the Great Modron March. Authored by "Sir David Byrne o' Twist"

<sirtwist@usa.net and Scott Kelley <kelleys@ucsu.colorado.edu>]

SIGIS EXCLUSIVE INTERVIEW: DOOMGUARD SPEAKS OF THE MARCH AND THEIR PLANS TO END IT

Communicated by  Daemon Chaas, political correspondent

Sigil (The Armoury) -- After the inexplicable, off schedule and almost

chaotic (!) start of the Great Modron March, the high-ups in SIGIS rushed

me off to the Armoury to uncover the chant on the Sinker's latest plans.

It's well known around the Cage that Factol Pentar is keen on dead-booking

the march, but now that the sods have struck out early (Powers know why) we

wondered whether the Doomguard high-ups had any change of heart on their

earlier plans.  I was able to schedule an interview with the Armoury

spokesman, Sir Twist, who gave me some real insight into the Sinkers plans.

<I>1) The well-known chant around the Cage is that the Doomguard, under

Factol Pentar, want badly to put the Modron March in the dead-book. Now

that the March has begun are you ready to engage those plans?</I>

Well, cutter, it ain't just Pentar that's wanted to put the March under

wraps. It should be well known (particularly after the publication of that

tome "The Factol's Manifesto") that all the Factols of the Doomguard have

been preparing the Sinkers for the day when we will prove to everyone that

even the juggernaut motion of the Modrons is nothing next to Entropy. Lady

Pentar believes that it is now the right time to do so, especially since

the Modrons are apparently out of synch.

<I>2) Can you comment, at least generally, on any of the maneuvers and

tactics you might use when you tackle the March? </I>

Chaos, berk, chaos. We're going to be spreading lots of it. All out

attacks, subversive under-covers, and more. But any details would mean I'd

have to show you the inside of the Mortuary.

<I>3) What is your factions position on why the Modrons might have begun the

March so early and off schedule? </I>

If you stand in the lower courtyards of the Armoury, you'll think that it's

just more proof that chaos is supreme and has entered even the mind of

whatever it is that controls Mechanus. Further up in the ranks, though, we

feel that there is some other sinister purpose behind the March.

Whatever it is, we don't think that it's part of the deal when it comes to

messing up the Modrons themselves, so we're not going to bother with

it...unless it wants to come out and visit Entropy first hand, of course.

<I>4) If the fact that the March has begun so early helps justify your

faction's belief in the inevitability of decay, why bother ending the

March? Isn't it just a nice example you can point to? </I>

But even if the next March happens on schedule, that'll mean that most of

us will miss our chance to have a go at it. Two hundred years is a long

time to wait. Besides, most of us want some direct involvement. We've been

cooling our heels ever since Tir Na Og, unless you count this falling out

with the Dustmen.

<I>5) Do you have any concerns that the Modrons might be expecting your

assault and are preparing for it? </I>

From what we've been able to find out about the March, the modrons are so

single-minded about the flogging affair that they keep walking, no matter

what. Pretty stupid, if you ask me. That's the quickest way into the

deadbook, sitting still. But even if they are ready for us, so what? It's

just one more obstacle, and we do anticipate outside interference.

<I>6) If the Doomguard plan an assault of the Modrons then it is

possible, maybe even likely, that some other factions are planning

to defend the march (i.e., the Guvners, the Harmonium..).  Do you suspect

this to be the case? What would you say to these bashers? </I>

Oh, yes, we certainly hope that the Hardheads get involved. All high and

mighty "we're right, and you're wrong." And whether or not we succeed in

disrupting the March, I'm almost certain (and I think Lady Pentar'll agree

with me) that this'll spill over into the Hall of Speakers when it's all

over. However, we've got allies that'll be showing up at different stages

of the battle. Should even the odds.

<I>7) Wherever you might tackle the Modrons, there will certainly be other

bashers (locals) milling about.  What will you do about their possible

interference or their resentment about you barging in on their territory?

Are you concerned about the Powers whose realms you might be invading? </I>

Outside interference? Of course it's going to happen! That's what I've been

talking about, berk. If anybody believes that this is going to be a stroll

in the figurative park, then they're in for a rude shock. However, our ways

with dealing with the more major threats to our goal are a bit close to our

tactics, so I'm going to have to bar it here.

<I>8) A lot of Cagers think Factol Pentar is a bit (and please don't take

offense at this since it is only some chant I heard and don't myself

believe) addle-coved for wanting to dead-book the Modron March. Can you

give us some more insight into her reasons for doing it? </I>

Well, first off, I think I already mentioned that it's the goal for any

cutter that takes up office as Factol. They're given a life-long quest to

stop the Modron March. I guess it's because the March is the ultimate

symbol of Law and Order. It's unstoppable, always on time. It represents

everything that we're against! It's the only thing that hasn't changed

since history was first penned. And it's going to go down the tubes sooner

or later. Hopefully, it's going to be sooner. It's not impossible, believe

me. Not one of the people that have been selected for this campaign believe

for a second that they're gonna fail. We're going to spread the ultimate

chaos. The slaadi are going to look like new-born elf babes compared to us.

[Article and Advertisement found in SIGIS  authored by Alex Roberts

<alexander.roberts@kcl.ac.uk>. SIGIS may be found at http://mimir.net]

SENSATES IN ROW WITH CELESTIAL SECT OVER ORGY

A row is brewing this week among several sects and factions over the

Sensates' announcement that they will be holding the Aphrodisia, or

Festival of Love, in five weeks' time. Quite apart from the fact that the

Guvners are objecting to the short notice, the Excelsior-based sect of the

Archonites are protesting about the disruption of a sacred season. The

Archonites, whose main church in Sigil is St. Azrael's, Rue Morgue, near

the Mortuary, celebrate the season of Hopetide during the same period.

Relations between the Sensates and the Archonites have been lukewarm at

best since the sect debuted in the Cage over a hundred years ago. The

Sensates regard the Skywatchers (as they are known) as being

over-conservative and prudish, and the Archonites return the favour by

claiming that the Sensate creed is inherently incompatible with their own.

The suffragan bishop of Sigil, the Reverend Julia Spesinfracta, said

yesterday that 'Whilst all Archonites would agree with me in saying that

ill-will is undesirable, we consider it extremely poor judgment on the part

of the Society of Sensation to choose so sacred a time to hold what is

essentially a wild debauch.' Challenged that the Archonites merely hated

all celebration, the Rev. Miss Infracta replied that 'Archonites love

celebration. Indeed, we will in just over a month be celebrating the hope

that we have of a universal revelation of truth. But we consider it

inappropriate to indulge in sensual pleasures as a means of rejoicing. It

distracts from the spiritual truths that we all seek. And this year in

particular is an unfortunate occasion for these two events to clash.'

Speculation is rife amongst the Factions of Order as to the meaning of this

last sentence, as it is thought that the Archonites recently held a secret

synod at Tradegate, the decisions of which have not been published.

The Aphrodisia, which is a celebration of physical attraction as much as a

tribute to Aphrodite, is a high point of the Sensate calendar, so much so

that three years ago it was held twice within six months. Erin Montgomery

was unavailable for comment as we went to press, but it is likely that she

will proceed without reference to the Archonites.

[ADVERT: (AUTHOR: ALEX ROBERTS "to be presented as smartly as possible")

<--- Hear this Jon? A comment by Alex Roberts;-)]

SOPHIA

An oratorio by Tuleman Ralesil

In anticipation of the Archonite festival of Hopetide, St. Azrael's church

is proud to present a new work by acclaimed composer Tuleman Ralesil,

celebrating prophecies of the coming of Wisdom. All are welcome. Tickets 1

gp in advance, 15 sp on the door.

Performances: Every day this week at 7AP. Performance lasts approximately

three hours.

Performed by the High Sigilian Orchestra and Singers, conducted by the

composer, with Gudrun Eisenteufel (meta-soprano), Salpietro Granieri

(tenor), Rebekah Hause (contralto) and Amile Lestion (bass).

ARTICLE (AUTHOR: Scott Kelley)

HAL'OIGHT CALLED BEFORE HEARING ON PIT FIEND MURDER

by Daemon Chaas, political correspondent

Sigil (Clerk's Ward) -- On the 3rd day of [         ], the Cages' best

known higher planes, Lord Spiral Hal'oight, was called before judges in the

City Courts to answer questions concerning the murder of a noble class pit

fiend that occurred in the merchant's case [Ed. note: see previous issue of

SIGIS]. Hal'oight enlisted the aid of a well-known defense attorney known

as "Sly" Nye, famed for his elegant arguments punctuated by barrages of

Chaosmen "babble-speak". The fact that the aasimar scragged Nye for his

counsel suggests that Hal'oight may be in pretty deep - either that or he

wants to threaten the Guvners with painful Nye antics that commonly drive

the justices barmy.

In the preliminary hearing, Hal'oight answered the questions put to him by

the Observer judge known as the "Eye of Justice". After a long question and

answer sessions directed by the eye (only occasionally interrupted by Nye's

misdirections) several of the darks in the case came clear.  The victim of

the assassination was a Baatezu noble known as Naberius who was declared by

Blood War informants as missing in action as little as two weeks ago.

According to Hal'oight, Naberius came to his kip to attend a reception

Hal'oight threw for a number of high-up business friends.

SIGIS was later able to verify that this gathering did indeed occur and was

held to celebrate a rich trade deal Hal'oight negotiated with a Bytopian

merchant operating out of Yeoman.  None of the bashers we spoke with who

were at the party recollected a Pit Fiend in attendance, though there were

several Devas of some repute. Apparently, the fiend known as Naberius came

disguised as a human trader from Fortitude under the alias Cesarion.

During the hearing, the Eye asked Hal'oight about his relationship with

Cesarion. "I have known Cesarion for a little over a year," replied

Hal'oight. "We met during one of my visits to Fortitude. He seemed a

pleasant enough fellow interested in doing a little business. Of course, I

had no idea that he was a pit fiend. Never did." What type of business?,

asked the Eye. "Cesarion wished to find a ready source of high quality

metals. For some sort of building project in Arcadia," said Hal'oight.

The really intriguing part of the hearing came, however, when the Eye

questioned Hal'oight about the events immediately surrounding the death.

Hal'oight said 'Cesarion' left the party to 'wander around the galleries'

no more than ten minutes before he was discovered dead in an upstairs

stateroom. "During this time, no one noticed his absence - the only

incident I remember was some crystal glassware crashing to the ground, but

I wrote this off as the mistakes of a clumsy servant."

Other guests of this reception we spoke with, however, had quite a

different story to tell. One guest, who wished to remain anonymous, told

SIGIS that she had seen Hal'oight accompany Cesarion up the stairs to a

back hall state room. "[Hal'oight] came back a few minutes later leaving

his friend upstairs. I didn't see this Cesarion for this rest of the

evening, and we were ushered out rudely by Hal'oight's bashers not but a

few minutes later. Very gauche indeed!"

What Hal'oight might have chatted with Naberius about remains unclear,

since this little fact never came up in the hearing. But what really

puzzles the Guvners is how any basher could possibly have put a Pit Fiend

in the dead-book in less than ten minutes, while a full house of guests

remained relatively undisturbed. Another hearing was scheduled for a week,

allowing both the Guvners and Hal'oight to ponder the case and its

implications.

ADVERT (AUTHOR: Scott Kelley)

EARTHBOUND EXPEDITION

Hardy, brave and loyal cutters sought for an expedition into the Plane of

Earth to seek out rich veins of precious metals. Top jink paid for services

(half up front!) plus a cut of the profits. Must be <I>very capable</I>

with magic or weaponry and immune to claustrophobia!

To get the job, the applicant must pass a series of strenuous mental and

physical tests given by the employer. Wizards specializing in Earth

Elemental Magic are especially desired and will be paid triple rate!!

If you have what it takes, a load of jink is yours for the taking.  Just

get yourself down to the Great Foundry during peak hours in the next two

weeks, and ask for Forgefair.

Date: Sun, 18 Jan 1998 02:27:01 EST

From: Rasgon Rasgon@aol.com
Sigil 3500 years ago


I took some time thinking about this, and here we go:

The town-- Landmarks and such would be completely different.  It would be less

scummy.  Some of the gemstones that once decorated the entire ring might still

exist. The Lady of Pain and the dabus remain constant.

planes as a whole-- The Sumerian pantheon and the Cthuhlu mythos are among the

most powerful on the planes.  The Chinese pantheon is wild and known for

impetuous, ill-considered behavior.  The Greek Pantheon is lead by a power of

Time, Kronos.

Factions: this is a perfect opportunity to examine the dead factions.

The Expansionists

The Communals

The Dustmen-- or living dead.

The Incantifers

The Free Flora Collective-- a sect made up of intelligent plants; one of the

"faxions" from Dragon #216

The Decorators-- likewise.  They believe in imposing fashion sense on the

multiverse.

The Herbivorous Assembly-- Dragon  #216.  They believe in the supremacy of

plant -eating creatures.  Sworn enemies of the Flora Collective.

New old Factions:

Linguists: language is the key to power.  This faction invented truename

magic, and maybe even truenames.

Liars: the archenemies of the Linguists, these cutters believe that obscuring

things is the true route to fulfillment.

Hierarchials (toadies): believe that everyone has a higher-up, someone better

than they.  Believe that harmony can be found by following a higher-up.

Similar to the Harmonium.

Paradoxalists: believe that red is green and yellow is blue.  Down is up and

the destiny of all mortals is to go back in time and kill their grandparents.

Orthodoxans: a sect from the Prime whose sole mission is to destroy the

Paradoxal abomination.

Defilers: a sect from the beautiful green world of Athas, who have found a

wonderful new form of magic.

Bringers of the Dark: a fanatic group who will eventually manage to create

Ravenloft

Torchbearers of Blellow: a Paradoxalist splinter group who believe that it is

possible for opposites to reconcile themselves.  Based in the Outlands.

Relativists: believe all the factions are right; in relative amounts.  They

are in charge of tracking the status of the 50+ factions.

Godmakers: a group devoted to creating their own god.  Lead by a young mage

called Vecna.

Technologists: a sect from the world of Blackmoor, excited about the

possibilities of their new art.

Followers of the Flaem: a sect from the world of Alphatia, convinced that fire

is the greatest of all elements.

Followers of Air: sworn enemies of the Flaems, they insist air is the most

important and most useful element.  These two won't destroy their homeworld

for another thousand years.

Orcuds: a Dustman splinter group who believe that tanar'ri are closer to True

Death than undead are.  Their factol is a handsome pit fiend named Orcus.

Infernanators: founded by the god Enki, these cutters are convinced that all

fiends should be wiped off the face of the planes.

Heralds of the Silver Void: believe that all planes originated in the Astral

plane. They're convinced they must return there for universal harmony to

resume.

Aetheric Faithful: like the Heralds, only they believe the first of all planes

was the Ethereal.

Clueless: at this time a full faction, the Clueless believe that all other

planes are merely projections of the Prime Material, and ought to be returned

there.

Netherian Godwatchers: Similar to the later Athar, the Netherese look for a

way to slay a power.

Smiths: a race of short, stocky beings strong in elemental magic.  Chant has

it that the Smiths are suffering from hubris, and their patron Reorx is

visiting them with a curse.

Abyss of All: believe that all planes are actually layers of the Abyss, and

the Mondomegaloverse is a cruel joke.

Aoskans: followers of the god of portals.  No one thinks they'll ever amount

to anything; what good is a god of portals in a berg that has more than it

needs? How redundant!  They should stick to prosthelizing in the Prime, where

they need a few more ways into town.

Date: Tue, 20 Jan 1998 11:36:14 -0800

From: cmccomb@interplay.com
(McComb Colin)

Fiendish invasions


This is one of the nine known ways baatezu convert a world. There are three 

variants to this scheme.

In the first variant, the fiends approach a person of little note through 

his baser emotions, such as lust, avarice, or envy. The baatezu are barely 

in the world at this point, instead attuning themselves to this person's 

mind and spirit, subtly altering his actions and driving him, one small 

step at a time, toward damnation. Their temptations are, at first, easy to 

resist, for they have no lock on the poor sod's spirit. Once he (or she, to 

be fair; as often as not, it is the women who are the first conduits into a 

world) has given in to temptation but a single time, though, the baatezu 

gain a small grasp on his spirit. They treat the human mind as a 

combination lock, working it through its various mental and emotional 

tumblers until they find a match. Once they've found that match, it is 

exceedingly difficult to make them let go -- it's said that only the 

intercession of powers, celestials, or an amazingly strong will can release 

their stranglehold. Of course, that might just be propaganda, but it's 

definitely a feat to eliminate fiendish impositions in one's life, once a 

body has invited them in.

In the main, however, the fiends slowly turn a sod toward their way of

thinking. Gradually, his excesses begin to seem normal. His vices become 

tame with repetition. His mind becomes dulled with boredom - he seeks 

stronger stimulation and more intense experience. Soon he gives up his will 

and becomes the willing tool of his desires. And through these desires the 

fiends open their gateway further.

        The mortal lures his friends into his vices, and teaches them of 

the delights he has found. Together, they create a band that seeks ever 

more in order to satiate its greed - and its unwitting evil. Their evil 

becomes a disease, spreading from one to another, until all in an area are 

affected, until the evil permeates the area.

And the gateway opens further.

The second method is through someone of moderate import. These folk, it's 

commonly believed, are out mainly to impress their neighbors, to raise 

their standing. What better way than through a show of wealth? Nothing too 

ostentatious, of course, but enough to *get ahead* in their eyes. 

Advancement, after all, is something to be desired... to be seen as 

superior to the rest of the social class is a fine goal, yes? To throw the 

best parties, to own the most successful business, to live in the finest 

home... these are modest ends, or so it seems.

The baatezu believe in fulfilling these goals. Increasing a trickle of luck

amongst the shopkeepers and the merchants, allowing the coffers to fill a 

tad more quickly, raising the level of commerce and industry are fine ways 

of allowing a merchant to feel that he is truly above his fellows, that his 

ways and his life are truly better than those of his compatriots. That 

pride is his downfall.

The fiends seize on this pride and turn it to their advantage. He must

display his wealth... and he must find it in ever-increasing amounts. He 

may, in fact, decide that his "imaginary" soul is worth a few coppers a 

month more.

And the gateway opens further.

The third way is the way of the rich. Some say this is the easiest route of 

all for the fiends to follow. Through dreams, the baatezu whisper to the 

wealthy and powerful of ways to increase their power and their wealth, ways 

to bring just a little more of the world under their control. We see where 

this is going, yes?

        The gateway continues to open.

Once the gateway has opened far enough, the fiend instrumental in the 

mortal's corruption can step through, belief made physical. It sets about 

the corruption of a few more mortals, so that it'll have a pocket of 

darkness with which to create a true gateway for its companions. Once it 

has achieved a portal through which its fellows can travel in physical 

form, they all set about the fortification of their position -- so that 

they may create a more secure footing in this world. And once a fiend of 

sufficient might is raised into the material world, it can call on its 

fellows. They lie low for a time, granting minor miracles and dark delights 

to their followers, increasing their blighted hold on the hearts of those 

who dared follow them, and then begin to expand once again.

The successful invasions are those in which the cancer spreads through the 

other regions much as it started, in essence creating several pockets of 

fienddom. These pockets can then join together, under the command of a 

general (who usually remains in Baator, coordinating the efforts of the 

cells -- and who in turn may be under the command of a sublieutenant of an 

undersecretary of one of the Nine). Sometimes, when a world is not deemed 

as important, or if it's deemed as ripe for the picking, only a single cell 

is required before the fiendish armies arrive through the gates the first 

arrivals have constructed ... and then the battalions march across the 

world, slaying those who will not accept their rule and subverting those 

who stand against them. 

Observers have noted several occasions where the obvious fiendish army, 

with its banners and swords, is defeated, its soldiers sent packing, its 

human commanders chased across the length of the world -- only to have the 

more subtle, insidious mental and spiritual effects of the fiendish 

invasion to lay the entire world open to the baatezu. Layers within layers, 

you see, and layers within that, ensure their eventual victory.

Eventually, of course, the world turns... and most often (or so the fiends 

would have one believe) it slides through the Astral and into Baator.

These three ways are mere examples, of course. Sending dreams of darkness 

and magical rituals undreamed of to sorcerors, for example, or granting the 

desire of a small man for revenge - these are other routes to the infection 

of the mortal heart. Lust, greed, envy, sloth, wrath, pride, and gluttony 

- -- these are all the weak parts of the mortal spirit.

They don't call them the deadly sins for nothing, you know.

These gateway souls are among the most damned in Baator. They understand 

their wrong. They understand their mistakes. Some of them suffer more 

mightily for the evils they have committed. Others rejoice in their 

darkness... and these are the ones who begin to descend the hierarchy of 

Baator. Some of them reach the status of barbazu or erinyes... and those 

are the ones with willpower that would have astonished the fiends who 

corrupted these spirits in the first place. Rare is the one who advances 

beyond lemure... and rest assured, all those fiends look back at their 

mortal forms and laugh at their pitiable desires. They've found something 

far beyond what their souls could have dreamed in life.

"The devil made me do it."

"No... the devil only showed you how."

Date: Tue, 20 Jan 1998 22:32:43 PST

From: "James O'Rance" jorance@hotmail.com
PS Skills and Powers Kits (long)


Now for those Planescape kits...

These kits were designed to supplement those provided in Player's 

Option: Skills and Powers, and can be added to the kits available in 

that book, many of which are also appropriate for Planescape characters. 

These kits are not written in the same way as the kits in the Complete 

Handbook series, however, and should not be combined with them. These 

kits are most appropriate for Planescape characters designed with the 

character point design process.

Blood War Mercenary

  This kit is not recommended for good-aligned 

characters, for such people are uncomfortable working in the employ of 

the fiends. But for those who are looking to make a little jink and 

don't mind where it comes from, the Blood War is full of opportunities 

for warriors, messengers, and spies. A true Blood War mercenary is 

prepared to fight for either faction - tanar'ri or baatezu - but some 

support only one, and others are as treacherous as a yugoloth. Mortal 

mercenaries tend to form their own units rather than join the ranks of 

fiendish armies; many take specialist or covert missions.

        Social ranks: Blood War mercenaries come from many different 

backgrounds, although most are from the lower classes of planar society. 

Roll 2d6 to determine the social rank of a character.

2d6 roll

Rank

2-5

Lower Class

6-10

Lower Middle Class

11-12

Upper Middle Class

        Requirements: Blood War mercenaries must have a minimum 

Constitution/Fitness score of 12, as military life on the Lower Planes 

requires a robust body. This kit is open to dwarves, half elves, half 

orcs, half ogres, githyanki, githzerai, humans, and tieflings. Paladins 

and rangers may not take this kit, and druids require special permission 

from the DM, as do Good-aligned characters.

        Weapon proficiencies: Any allowed to the PC's class.

        Recommended nonweapon proficiencies: direction sense, heraldry, 

disguise, armourer, bowyer/fletcher, endurance, survival, 

weaponsmithing, spell recovery, reading/writing.

        Equipment: Blood War mercenaries possess one free weapon, which 

may be constructed of non-magical planar metals such as Baatorian green 

steel. Other than this, the character may purchase any weapons, armour, 

and equipment allowable to his class, although they must be of the most 

robust quality to survive the rigours of the Lower Planes.

        Recommended Traits: Alertness, Fast Healer, Inherent Immunity 

(any), Keen Eyesight, Light Sleeper, Precise Memory.

        Benefits: The character has had enough exposure to the various 

fiendish races to be able to identify baatezu, tanar'ri, and yugoloths 

in their natural forms. Major subspecies of the fiendish races may be 

named with an Intelligence/Knowledge check. Furthermore, the PC will 

know which weapons are effective against certain types of fiends - cold 

iron against tanar'ri, for example.

        Hindrances: Mortals who fight in the Blood War are rarely 

welcomed on the Upper Planes, suffering a -2 penalty to all reaction 

rolls there. In addition, Blood War mercenaries must be prepared to move 

on at a moment's notice, whether to take a new job or escape vengeful 

enemies of their last employer, and may never own more than they can 

carry on their person or mount.

        Wealth: Maximum for the character's class, all in the currencies 

of the Lower Planes.

Elemental Planar 

  Not all planewalkers live in Sigil and the Great 

Ring. Most berks know that the Inner Planes are places of raging 

energies, impassable, crushing rock, or deadly fumes; what they don't 

know is that there are burgs that defy the conditions of the plane and 

provide an environment in which mortals can survive.

That's where the elemental planewalkers thrive. These cutters are in 

love with the power of the elemental planes, and learn how to brave the 

hazards which can be found there. Some are servants of powerful genie 

lords or worshippers of the elemental powers, whilst others are simply 

travellers who have settled in one of the livable regions of the inner 

planes. A few were even born in an Inner Plane.

        Social ranks: Elemental planewalkers come from all levels of 

society, although it takes a lot to gain the respect of the genies. 

Thus, PCs have two social ranks: that of their birthplace (if not an 

Inner Plane) and how the genies treat them:

2d6 roll

Rank

Genie Rank

2-3

Lower Class

Property

4-6

Lower Middle Class

Servant

7-10

Upper Middle Class

Lower Class

11-12

Upper Class

Lower Middle Class

        Note that PCs who have not taken this kit will be considered one 

rank lower by the genies.

        Requirements: Elemental planewalkers may be human, planar half 

elf, or genasi. Some celestials, such as monadic devas and asuras, 

travel to the Inner Planes frequently, and so PCs may also be aasimar, 

although these are rare.

Characters may be of any alignment or character class.

        Weapon proficiencies: Elemental planewalkers can use any weapons 

allowed to their character class. However, some weapons are more 

effective on particular planes - nets and spears on the Elemental Plane 

of water, for example - and characters should take this into account.

        Recommended nonweapon proficiencies: Deep diving, endurance, 

etiquette, heraldry, modern languages, riding (airborne), survival, 

swimming.

        Equipment: Any equipment that the character owns must be capable 

of surviving the elements. Elemental planewalkers prize magical items 

such as rings of fire resistance, elemental compasses, rings of free 

action, wands of corridors, and potions of waterbreathing - which allow 

easier travel in the Inner Planes.

        Recommended traits: Inherent Immunity/cold, Inherent 

Immunity/heat, Music/Instrument, Music/Singing.

        Benefits: Elemental planewalkers are aware of the hazards of 

their chosen plane, and how  best to cope with them. As a result, they 

gain an automatic saving throw vs. the natural phenomena of any one 

Elemental, Para-elemental, or Quasi-elemental Plane. The character 

receives no additional resistance to similar effects on other planes - 

for example, an elemental planewalker from the Quasi-elemental Plane of 

Minerals is not resistant to the petrifying gaze of a basilisk or 

medusa; nor is a character from the Elemental Plane of Fire protected 

from flame elsewhere.

        Note that the character is still subject to any side-effects 

associated with a successful saving throw - for example, the elemental 

planewalker in the Plane of Fire still suffers 5d10 points of damage per 

round unless otherwise protected.

        Hindrances: Elemental planewalkers know little about the 

cultures and issues of the Outer Planes, and are considered Clueless by 

many planars: they suffer a -2 penalty to reaction rolls from NPCs in 

the Outer Planes. Furthermore, Intelligence and Wisdom checks are 

penalised by -2 when in the Outer Planes, to reflect how out-of-place 

the character is there.

        Wealth: Standard as per the character's class.

Factionman

   Although most planars belong to a faction or sect, few 

characters start out as much more than Namers within their faction - low 

ranking members who have either yet to distinguish themselves in the 

service of their cause, or do not have the devotion which higher ranking 

members possess. However, some characters are the exception to this 

standard, being well-respected members of their faction. These 

characters are called factionmen.

        A character with this kit is a dedicated and successful member 

of his chosen faction at the start of play. Some may be prodigies who 

entered the ranks young, and have consistently worked hard to get where 

they are today. Others are more recent recruits, whose raw charisma and 

drive have pushed them through the ranks at an unheard-of rate. In 

either case, factionmen are generally popular and well-known members of 

their fellowship (although some may receive the envious attention of 

those below them).

        Social Ranks: Factionmen come from all walks of life, although 

those from the upper class tend to predominate. Roll 2d6 to determine 

the character's rank.

2d6 roll

Rank

2-3

Lower Class

4-6

Lower Middle Class

7-9

Upper Middle Class

10-12

Upper Class

        Requirements: A factionman requires a minimum 

Charisma/Leadership of 15. This kit is open to any planar character, 

except those who do not belong to one of the fifteen main factions.

        Weapon proficiencies: These characters may select any weapon 

proficiency allowed their adventuring classes. If the faction has a 

preferred or commonly used weapon (such as swords in the Doomguard), 

then the character will be proficient in it.

        Recommended nonweapon proficiencies: Ancient history, 

cryptography, etiquette, heraldry, local history, reading/writing.

        Equipment: A factionman may equip himself however he desires. 

However, most will purchase a faction badge, uniform, or similar 

identifying mark worth at least 20 gp (the exception being members of 

the Revolutionary League).

        Recommended traits: Empathy, Glibness, Lucky, Precise Memory.

        Benefits: The character is a valued member of his chosen 

faction, and begins the game with as a factotum (or equivalent status), 

with all of the benefits which that rank holds (see The Factol's 

Manifesto for details). The character also gains a +1 bonus to reaction 

rolls with NPCs of his own faction.

        Hindrances: The character's meteoric rise in the ranks of his 

faction has been noticed by the enemies of the faction; the character 

receives a -4 penalty to the reaction rolls of NPCs belonging to opposed 

factions (for Athar characters, for priests of specific gods), to 

reflect the chance that these people will recognise the character and 

seek to oppose him.

        Wealth: Factionmen begin with the maximum amount of gold allowed 

their character class.

Knight of the Lower Planes

   These characters were not only born upon 

one of the lower Planes, they thrive there. Such characters do not have 

to be evil, but usually show what can at best be described as a morally 

dubious outlook. Knights of the Lower Planes are familiar with the 

cities of the infernal realms and their inhabitants, and may worship one 

of the evil powers. In Sigil, Knights of the Lower Planes are most often 

found in the Hive, Lower, and Lady's Wards.

        Social Ranks: A knight of the Lower Planes will often come from 

one of the lower classes, but this is not always the case - there are 

aristocrats and respected members of the community who were born in 

Gehenna or Baator. Roll 2d6 to determine the character's social rank.

2d6 roll

Rank

2-7

Lower Class

8-9

Lower Middle Class

10-11

Upper Middle Class

12

Upper Class

        Requirements: The character may not be of a Good alignment. This 

kit is open to planar half elves, humans, and tieflings. Paladins, 

rangers, and druids may not take this kit.

        Weapon proficiencies: These characters generally choose weapons 

for their ability to inflict pain or for their fearsome appearance. 

Scourges, ceremonial daggers, large swords and maces, and bizarre 

polearms are favoured by characters who take this kit.

        Recommended nonweapon proficiencies: Blind-fighting, disguise, 

endurance, modern languages, mountaineering, religion, spellcraft, 

survival, weaponsmithing.

        Equipment: The character may buy whatever equipment he desires, 

as long as it is robust enough to weather the conditions of his favoured 

plane. This can increase the cost by 25 to 100%.

        Recommended traits: Allure, Glibness, Inherent Immunity/any, 

Lucky.

        Benefits: The character calls one of the Lower Planes home (not 

necessarily the one in which he was born). Whilst on a particular layer 

of that plane, the character will suffer no ill-effects due to normal 

environmental conditions (such as the burning ground of Gehenna, or the 

disease and apathy of Oinos). On other layers of that plane, the 

character receives a +1 bonus to all of his saving throws.

        Hindrances: The character is considered to be a minion of evil 

by many good-aligned powers, little better than a fiend. Thus, a knight 

of the Lower Planes can be turned by priests of an Upper Planar power as 

though they were undead of equivalent hit dice (a 5th-level character is 

turned as a 5 HD undead). Knights of the Lower Planes cannot be 

"dispelled" by turning attempts.

        Wealth: Standard as per the character's class.

Planar Explorer 

  Characters with this kit are those cutters who choose 

to travel the Planes by exploring each in detail, rather than making 

short visits via the lady of Pain's portals. Planar explorers make more 

use of planar pathways and gatetowns than they do of Sigil; they believe 

that portal-hoppers are nothing more than tourists who pop into a 

location, interfere with the status quo, and leave again before they 

suffer the ramifications of their actions. On the other hand, planar 

explorers see themselves as seekers of the true secrets of the 

multiverse. Portal-hoppers are often hired for short, urgent missions by 

the high-ups of the planes, but if a guide to the Beastlands is needed, 

or a caravan needs guarding as it traces a path across the Outlands, it 

is to planar explorers that they turn.

        Social Ranks: Planar explorers tend to be slightly lower on the 

social scale than normal; those characters of the upper classes who take 

this kit are often academics or second sons with few responsibilities 

and a desire to make something of themselves. Roll 2d6 to determine the 

character's social class:

2d6 roll

Rank

2-6

Lower Class

7-9

Lower Middle Class

10-11

Upper Middle Class

12

Upper Class

        Requirements: Planar explorers must have a minimum 

Intelligence/Knowledge and Wisdom/Willpower score of 12. This kit is 

open to all character classes and races.

        Weapon proficiencies: Any allowable to the character's 

adventuring class.

        Recommended nonweapon proficiencies: Ancient history, direction 

sense, endurance, fire-building, local history, modern languages, 

navigation, orienteering, seamanship, survival, weather sense.

        Equipment: Planar explorers rarely stay in one place for very 

long and so try to carry all that they own with them. Extra-dimensional 

containers such as bags of holding, flatboxes, and portable holes are 

much prized, as are steeds that are capable of surviving in many 

different environments.

        Recommended traits: Internal Compass, Inherent Immunity/any, 

Keen Eyesight, Keen Hearing, Obscure Knowledge.

        Benefits: The planar explorer is familiar with the inhabitants, 

dangers, and havens of three planes (of the player's choice). With a 

successful Intelligence/Knowledge check, he can determine which 

direction to travel in to find a destination or portal that he's heard 

of, recognise uncommonly seen residents of the plane, determine the 

nature of a planar resident that he meets, and survive without food, 

water, and special equipment for a day. Depending upon the nature of the 

plane, penalties might apply to the roll (at the DM's discretion).

        Planar explorers will be familiar with all of the planar 

pathways, such as the rivers Styx and Oceanus, conduits, colour pools, 

Mount Olympus, Yggdrasil, and the gatetowns.

        Hindrances: The character has been in a variety of dangerous 

locales in the past, and generally suffers from a range of ailments 

caused by inimical conditions throughout the planes. At the beginning of 

play, the player should select (or roll) a chronic condition that the 

character suffers from:

d100 roll

Condition

1-25

Periodic insanity (5% non cumulative chance per day of being subject to 

the effects of a potion of insanity, 24 hours duration)

26-40

Phobia of one fiend or celestial type (baatezu, aasimon, yugoloth, etc) 

- - when encountered, the character must make a Wisdom/Willpower check or 

flee the creature.

41-55

Plane-touched - the character takes 2d4 points of damage from either 

holy or unholy water.

56-75

Penalty of -4 to all attack rolls, saving throws, and AC when in three 

related planes (eg, three chaotic, three upper)

76-95

Disease - 5% noncumulative chance per day of being affected by an 

irritation spell (rash version; lasts 1d4 days)

96-00

DM's choice.

        Wealth: Planar explorers begin with the maximum amount of gold 

allowed their character class.

Portal-Hopper

  A portal-hopper is a character who travels the multiverse 

extensively by travelling through Sigil's portals. Such characters may 

be explorers, smugglers, messengers, or specialists who hire their 

services to the highest bidder. They are rarely conventional traders, 

who usually travel along planar pathways with caravans of goods, and few 

stay in one place for long.

Portal-hoppers are usually native to Sigil, but this does not have to be 

the case; they hail from throughout the multiverse, even from the Prime 

Material Plane! All that is required to be a portal-hopper is an 

understanding and frequent use of portals, far beyond that of the 

average cutter. Most portal hoppers have been wandering the planes from 

a very early age.

        Social ranks: Few portal-hoppers come from stable families, and 

most have a very questionable background. The rare upper class character 

is probably the black sheep of his family, or had accidentally left home 

through a temporary portal at a very young age.

2d6 roll

Rank

2-7

Lower Class

8-10

Lower Middle Class

11

Upper Middle Class

12

Upper Class

        Requirements: Portal-hoppers must have a minimum 

Wisdom/Intuition score of 12. This kit is open to all races and classes 

except rogue modrons and wizards (whose lengthy training period excludes 

the kind of travel required to become a portal-hopper).

        Weapon proficiencies: Portal-hoppers may use any weapons allowed 

to their character class, and often learn strange weapons from all over 

the multiverse. Easily carried weapons are preferred for greater 

mobility.

        Recommended nonweapon proficiencies: astral running, local 

history, modern languages, reading/writing, survival.

        Equipment: Portal-hoppers need to be able to carry all of their 

belongings with them, and prefer magical items such as bags of holding 

and portable holes. Quite a few carry contraband on their person for 

quick cash, or pouches of different currencies. Occasionally they get in 

trouble with the local law, forcing them to move on through the next 

portal...

        Recommended traits: Alertness, Glibness, Inherent Immunity/Cold, 

Inherent Immunity/Heat, Lucky, Obscure Knowledge.

        Benefits: If the character knows the details of, but does not 

possess, the key to a portal, he can attempt to improvise a key to 

activate it regardless. Portal-hoppers use odds and ends, spare spell 

components, and visualisation to attempt to open the portal; if the 

attempt fails, the character can't attempt to open that particular 

portal again for 1d6 days. The percentage chance for success is equal to 

the character's Wisdom/Intuition score, plus 2% per level. Portal key 

improvisation takes 1d4 rounds.

        Hindrances: Portal-hoppers are addicted to wandering. They 

cannot spend more than a couple of weeks in a given city or region 

before the urge to move on strikes. Furthermore, their often illegal 

activities usually catch up with them if they remain in one place for 

too long...

        Wealth: Standard as per the character's class.

Prime Blood

  Not every character from the Prime Material Plane should be 

considered Clueless, berk. Some are powerful wizards or adventurers who 

command respect for the  incredible power and skill that they possess; 

others are less influential cutters who began their planewalking careers 

a little more educated than most, and who have adapted to planar life 

unusually quickly. Prime bloods fall into the second category. Although 

they were not born on the planes, Prime bloods have learned the darks of 

planar life without going barmy or getting themselves killed in the 

process, and many choose to remain on the planes rather than return to 

their Prime Material worlds. Most Clueless have the opportunity to make 

something of themselves eventually; Prime bloods simply do it a lot 

sooner than others. Most people respect them for that.

        Social Ranks: Prime bloods tend to be educated folk who learned 

about the Planes and decided to see them personally. Roll 2d6 to 

determine a Prime blood's rank.

2d6 roll

Rank

2-4

Lower Middle Class

5-9

Upper Middle Class

10-12

Upper Class

        Requirements: Prime bloods must have a minimum score of 15 in 

their class's prime requisite; only the most talented can leave their 

worlds to make an impression on planar society so easily. Prime bloods 

can be of any race or class that is available in their Prime Material 

world. Characters from Athas (the Dark Sun setting) cannot take this 

kit.

        Weapon proficiencies: These characters can select any weapon 

proficiencies allowed their adventuring classes. Many prefer the common 

weapons of their home world, but they are not restricted to them.

        Recommended nonweapon proficiencies: Ancient history, ancient 

languages, etiquette, modern languages, reading/writing, religion, 

spellcraft.

        Equipment: Prime bloods sometimes possess equipment from their 

home worlds which is rare or unavailable to planars (gnomish inventions 

from Krynn, red steel from Mystara, fire arms from the Rock of Bral). 

These characters use whatever Prime Material Plane contacts that they 

might possess to gain an edge over planars.

        Recommended traits: Empathy, Glibness, Lucky, Obscure Knowledge.

        Benefits: Prime bloods may begin the game belonging to a faction 

or sect of their choice, thus gaining the benefits of their faction in 

addition to those of a standard Prime Material character. In addition, 

the character's demeanour fits in with planar society, and so the Prime 

blood will never be considered Clueless by NPCs.

        Hindrances: Many planars are peery of a confidant, well-lanned 

Prime, and will assume that he is more dangerous than he might seem. 

Thus, the character suffers a -2 penalty to reaction rolls with NPCs who 

are unsure of his temperament and abilities.

        Wealth: Prime bloods begin with the maximum amount of gold 

allowed their character class.

James O'Rance

http://www.geocities.com/TimesSquare/Arcade/2894/planescape.html

(my website)

http://www.nectar.com.au/wyvern/clandestyne/

(Clandestyne)

Date: Wed, 21 Jan 1998 06:33:07 -0500 (EST)

From: Joshua Jarvis jj@keene.edu
Secret Yugoloth Recruiters Revealed!


I'm toying with an idea, I hope it doesn't upset or offend anyone, I'm 

juggling with politcal correctness and incorrectness, I don't want to slip.

The Seven Deadly Recruiters Of The Blood War.

The Yugoloths pull the strings of the bloodwar, and to keep the war going 

they need lots of larva. To get larva they need to spread evil and create 

petitioners. How do they do it? They modify fiends and send them as 

agents of the blood war. They have seven, each based upon a sin. However 

the sin they deal with has to be their for them to magnify, they are not 

able to create pride, greed, or hate.

PRIDE: Perhaps the worst of the lot is pride. Pride is very much a helper 

agent. Pride makes people effected from greed be happy that their company 

makes money at others expense. After all they have nothing to be proud of 

but their money. Pride makes people so proud of themselves that they 

belittle others and think them less than himself. He makes people 

effected by hate be proud that they hate 

and think it is a good idea when it is evil. Some in technological worlds 

have described pride as "throwing clay pigeons for hate to shoot down". 

This describes the fact that pride exaggerates peoples pride in any 

difference making it easy for hate to target them. It is said that if 

pride found a world of clones where the only difference was blue and 

brown eyes, pride would make they blue eyes march the streets with blue 

face paint, wearing blue, and eating only blue foor so hate can shoot 

them down. If anything you hate is personified chances are that Pride was 

a person using that name. Hateful wartime slang against nations that 

sounds like a persons name? Chances are pride was that person. That "man" 

mentioned in the quote on page 13 of the malevolent book on page 15 of 

PoC? Probally pride helping hate in his job of spreading spreading hate and 

disdane among the revolutionaries by making the governments or something 

too proud of itself. Pride can appear as anyone, his feind form is 

usually a nondescript person, nondescript in the fact that anyone can fit 

his form but the more one tries to recall who it is the more he starts 

recalling himself. This little trick is either thought to reflect the 

fact that we are all different and all the same at the same time, or 

reveal the pride in himself (either making himself a target or by 

thinking himself better than others) that pride spread.

HATE: Hate is another yugoloth altered feind. His human form either a 

very charismatic person, or a person appearing to all who view him as one 

they hate. Hate takes the worst in people and makes it stronger. He 

points out any difference and makes people loathe it. He usually tries 

for the maximum effect, such as war between major nations. But causes 

people to give in and shoot crossbow bolts at carts in a crouded street 

in medieval road rage as well. Hate needs a perceivable difference to 

make his powers work, that's why he avoids creatures with hive minds who 

know no other beings different from himself. Hate is in charge of 

predjudice, often using differences he has pride magnify. Hate works 

against the other Agents of the Yugoloths as well, making people strike 

against a company owned by greed for example. Hates feind form is usually 

a red feind version of his human form with small blunt horns, something 

all can hate.

LUST: Lust finds the sexual taboos of a nation, and twists them, excells 

them, challenges them. After all, if you can convince them to break one 

taboo what stops you from making them break others? Or so she says. Lust 

is rarely altered from her origional form, usually a sucubus/incubus or a 

erinyes. It seems in even the most "loosly moral" cultures lust can find 

one taboo or other to break.

GREED: "Money? Power? It can all be yours! Who cares about others. My 

company is poisoning the entire population of Aranolia yet what should I 

care? If they knew this they would just protest putting hundreds out of 

work." Greed, the the merchant king, the used ship sales man. His hair 

slicked back and the voice that can make you give away all you own, or 

make you resent all he has. Greed often works with envy, after all if 

greed takes it and wants more, envy will make others feel the desire for 

what he has.

GLUTTONY: "People are starving in the streets? But we have a surplus. Why 

I can't just give them food. No, then I will be in the same predicament 

they are in. Now please pass some of that imported caviar, and the roast 

turkey, and the smoked salmon, and the ......." Greed is usually obese in 

both his fiend and human forms. He inspires others to take more than they 

need, especially when those who need can just look them in the face.

ENVY: "Hey! He has all the money, shouldn't you have it all, shouldn't you 

be better off like him." Envy, the balancing point for greed, making 

others desire what they don't have, especially when others do.

SLOTH: "Rest, relax. The fields won't fall barren from one day of neglect, 

and so what if you wanted to read your novel yesterday it rained earlier 

this week. What are the chances of two droughts in a row?" The laziness 

that slays nations, the bane of Bytopia. Sloth crushes nations and drives 

individuals to ruin. Sloths fiend form is a large humanoid sloth with 

terrible curved claws.

POWERS: The powers of the seven deadly agents of the yugoloths are mostly 

unknown. They can enhance the emotions they are assigned to and use them 

to spread hell. And if killed they usually reform in the grey waste 

(Unless their performance displeases the Yugoloths and they replace 

them.) These forces are some of the many that help generate petitioners 

for the blood war.

ChAoS: What do you think sirs?

Date: Sat, 24 Jan 1998 16:39:12 +0100 (MET)

From: Walczak Bartlomiej bwalczak@warlock.zdz.krakow.pl
Surprise 

This manuscript was found in the remains of burned kip of Rask-Two-Tails,

a planewalker who disappeared mysteriously a few days ago.


My name I do not wish to be knwon since it would disturb my peace


and divert me from my path. Even those words I thereby scribe are a


serious disturbation.


I have been battling with my consciousness for a very long time, 


but I feel that the Multiverse deserves the knowledge.


You have probably often wondered why so many a blood disappeared


for ever after stepping through a portal leading to the Plane you


called the Mechanus. Your magic told you well - these were neither


traps nor fakes. 

Those of you who disappeared still live - do not be afraid. Yet they will

not come back to you now nor ever. They are walking their path towards

enlightenment and strive to attain peace and union with themselves. Their

hearts are yet impure and full of haste. There is hope in them although

they still have a lot to learn. And so do I.


But I digress. The trap lies in your mind. Somehow it had happened


that the knowledge so many once posessed is now lost. And since it


disappeared, we too are doomed and this treatise is my desperate


attempt to recreate what was destined to be forgotten.


You, who are wondering why I do not speak straight know this - the 


secret I have been, we all have been hiding, for many a century, 


more than any of you can imagine. And the fate of a whole layer


depends on what I'm trying to say.


I have spoken the word "layer" and it is no mistake. My story is


about another layer of the Plane called Mechanus. Thus I want you


to hear it.

Eons ago, when the Multiverse was young and still being shaped, there

existed two layers of Mechanus, called then by another name - Nirvana. The

first one was Serenia, the second one was to become Mechanus.


Serenia was then a very big place - an infinite one. Its calmness


and peace was what brought it to its glory. And then to its doom.


All the deities of Indian and Chineese pantheon resided on Serenia 


then. We all were striving to achieve the state of Nirvana - purge



our souls of every emotion and stop the action. To exist without


the need for the constant reincarnation. To attain the peace for


ever.


We did not act in any way. We sought transcendention within


ourselves, not outside. And such a state we almost achieved.

But then suddenly we felt we were losing our power. Mortals no longer

visited Serenia. We wondered why, and we have found out. Such was a

strenght of this layer that no one ever wanted to leave. And thus mortals

thought that those who come to Serenia, die.


This made us glad at first, for mortals always were so unpatient


and disturbing. But then the anger grew between us and our quest


for the ultimate peace was broken. We did not know what we should


do.


The Chineese and Indian moved to the Mechanus, seeking compromise


between the strict order of mind and the peace of soul. They 


failed.


We stayed and resumed our quest. We were almost succesful. And


thus we began to fade.

We have forgotten one thing - the faith and the belief. Such are the laws

of the Multiverse that Outer Planes do not exist without belief. And we

do not exist without faith. And we are almost forgotten now.


My brethren will call me a traitor but I am not one. My soul


cannot stand the dissolving and fading Serenia which has been


my home for eons. Soon it will all disappear and if I don't do


something about it, the priceless knowledge of transcendention


will be lost and there will be no hope for attaining peace.


Thus I write those words and call a time of troubles and turmoil


to come upon Serenia. We will not attain peace, but at least


we will not be forgotten.

.-------------------------------.----------------------------------------.----------------------

!
   Source of Power
! Feniks: bwalczak@warlock.zdz.krakow.pl ! ! 

!-------------------------------'---------------------------------------------------------------!

!
  

"Be not Dismayed"                   by anonymous!

!Be not dismayed by those who mock   Seek grains of truth in every voice         !

!And all endeavors noble scorn             Be not thou fain to these eschew            !

!Abandon not thy honor's flock             But when tumultous thy choice      
    !

!From lofty virtue be not torn
          To thine own heart thou must be true     !

'------------------------------------------------------------------------------------------------'

Date: Sat, 24 Jan 1998 17:07:57 +0100 (MET)

From: Walczak Bartlomiej bwalczak@warlock.zdz.krakow.pl
Lecture on the Inner Planes

It's a shame that such bloods as yourselves are so close-minded about the

Inner Planes. It's a shame that such a sod like me should teach you The

Way That Things Are. Shame on you, berks!


I have noticed that your imagination fails you when you think


about the Elements. From all your description I have learn't one


thing - third dimension is as alien to you, as your philosophies


to me.


You say "Elemental Sphere" yet you do not understand it. The Plane


of Fire is the Plane of Fire you say. At least you know that it


connects with earth and air. And that you can freely move between


the Elemental Planes.


So I ask you - what happens when you go to the inside of the


sphere? What are you staring at, gape-mouthed? Plane of Fire is


the Plane of Fire, yes? Wrong, berks. It's time to give you a


lesson on the third dimension of the Inner Planes - the Creation


and the Destruction.

Some of you guessed well, that the Inner Planes are the stuff of the

planes. Right. And I tell you - Prime Material began its existence in the

center of the Inner Planes. There, where all the Elements meet, starts the

Creation - and from there the stuff is transported towards Prime.


You ask me how do I know? Ha! Just look - when you move towards


the center of the Elemental Sphere you encounter more and more


pockets of different elements. And remember - in the middle all 


the opposing elements meet. The energy created there is so 


overwhelming that no being can be there and live it.


No, I ain't been there, but close enough to know what happens


there. And I tell you - whole universes are being created there.


And through the Ethereal they move towards Prime.


On the contrary, when you move outwards, you move towards the pure


Element. And each pure Element is the destruction. Wanna bet? None 


of your puny protection spells will work when you confront the


Pure Element.

It is not a joke. It's not something you can toy with. It's a primal

force. No being at all can withstand such a confrontation. Not even

Elementals themselves.


Elemental sphere is infinite, berks, although it has its


boundaries. And remember - if you end up on an elemental plane


and you still live, then you are between the Destruction and the 


Creation. If you die, you have nothing more to worry about.

Good journeys I wish you and may you find the moderation in the Inner

Planes.

Date: Thu, 29 Jan 1998 20:20:59 -0500 (EST)

From: Joshua Jarvis jj@keene.edu
Excerpts from the Slaadinomicon.

Slaadi line attacks (Is that like slaadi line dancing?) are not as rigid 

and lawful as people think they are, here are the general events that 

happen during such an attack.

1. A slaadi mob appears. They may massup up in front of their opponents 

or challenge them.

2. A challenger shows himself. Slaadi like personal glory and they love 

war heros. The largest most experienced (In his own mind) slaadi declares 

the first attack. If he is a proved champion he can attack without 

trouble, if he hasn't been challenged in a while or isn't proven (in the 

minds of the others at least) or through chance. He may be challenged.

3. The challenger faces off against the champion (or the equivalent), 

here it may erupt into an "every slaadi for himself" brawl. (allowing the 

challenged potential victims to excape) but more often one slaadi 

challenges the other. The challenge is sometimes but not always a battle. 

Other challenges include the following: dance contests, singing 

(especially among red slaadi), throwing herring at each other,rock 

scissors paper, and telling jokes. More commonly gaping is used, mainly 

because it isn't so distracting to their chaos shaping. (they are smart 

enough to know not to let limbo kill them while merely claiming 

dominance.) Gaping is when the opposing slaadi look eye to eye and have 

their mouths gape open. The slaadi who is taller (and thus is looking 

down with the mouth open in the I am going to eat you mode) or has the 

bigger mouth wins, the other backs down. If not the "winning" slaadi 

tries to eat the other slaadi, or sometimes it doesn't, or sometimes win 

or lose a slaadi eats a challenger anyway.

4. Form a line near the champion: NOTE: lines often undergo strange 

movements, many dance types have been based upon this, most notably the 

slaadi hop. The line itself is restless as slaadi fight and challenge for 

position (cowardly slaadi often shove slaadi from the back of the line in 

front of them to delay death.)

5. DECLARE HERO: Slaadi like having their own personal hero almost as 

much as they like being heros. Many adventurers have gone from being a 

slaadi target to a slaadi hero. It is important to note that slaadi who 

depose a current hero or champion become a new hero or champion. Many 

adventurers have accounts of being treated with a heros welcome complete 

with chaos shaped food and lodging only to be constanly challenged by 

tougher reds and their blue, green, grey, and death kin.

NOTE: Any of these steps can appear out of order or not appear at all.

- ----------------SECTS OF THE SLAADI----------------------------------------

Slaadi develope beliefs like everyone else, here are a few of them.

SELFISTS: All their is is me, I am everyone. Me and Limbo, Limbo and me. 

All I see is merely the chaos trying to decieve me but I know I am 

myself. I have seen the chaos solidify and take forms so I can never know 

if anything is truely real, as such I shall proove it fake until I have 

proof of its reality. Limbo tricks my senses so I am all I can trust. I 

may be all that their is.

     The selfist view seems to be a combination of Signer view, the 

ramblings of some mortal named Descarte, and the opposite of modron view. 

(all their is, is me instead of us.)

RANDOMISTS: They expect your every move, so do the unexpected. Never let 

your foes know what you will do next and don't let your friends know 

either, they may turn on you.

     Randomists seem to have a more paranoid version of Xaosist mentality.

HEROISTS: We all need to grab the fun of combat, be a hero. If not 

associate with the hero and become a hero that way. Titles are up for 

graps if you defeat their previous owner.

ChAoS

Date: Thu, 05 Feb 1998 10:34:07 -0500

From: Jeremy Warren jwarren@bucknell.edu
 Collectors of Knowledge

This is a new group that I created within an existing faction.  A few of my

players helped me create it as an explaination of those more adventurous

Gunvers.

Let me know what you guys think about it.

The Collectors of Knowledge

The Collectors of Knowledge (or Collectors as they are known inside their

faction) are a small sect within the Guvners.  Unlike most Guvners the

Collectors are field agents.  They travel the planes in search of

knowledge.  Taking notes about anything and everything they see.  The

Collectors, are simpathetic to the Sensates believing that in order to gain

true knowledge you need to experience things for yourself.  Believing that

you can glen far more information that way than you possible could from

reading a dusty old tome.  The Collectors of Knowledge are generally the

Guvner adventurers.  Rarely sitting in judgement in the city courts or

found researching at the Guvner palace on Mechanus.

They often hire out their services to others in order to explore unkown

areas of the planes.  They also hire groups of adventurers as guards for

specific missions (after all the information is no good if they don't get

back alive with it).  Like the Sensates they often employ the use of

recorders (see Factol's Manifesto) to keep journals of their experiences in

a more secure from than a book which could easily be damaged in travel.

Thanks for taking the time to read my semi-incoherent ramblings.  Feedback

is most certainly welcome.

Jeremy

  Jeremy Warren

  jwarren@bucknell.edu

  http://www.bucknell.edu/~jwarren

"I don't want the world, I just want your half."  -TMBG
Date: Thu, 5 Feb 1998 23:45:38 +0100

From: "=?ISO-8859-1?Q?Andr=E9s_Piquer_Otero?=" anpro@cros.es
The Birds and the Frogs


Here is my first e-mail on PS scenarios based on plays by Aristophanes.

They are meant for an evening or two of light-hearted adventures where the

DM may leave some  trends to lead to a bigger plotline of his own.

THE BIRDS

It can be set in some of the town of a divine realm with human or demihuman

supplicants and worshippers. They must follow the custom of burning

sacrifices (incense, food offerings...) to the gods. The basis of the story

is that gods take some form of nourishment or at least pleasure (like

expensive perfume) from those fumes, like an "anticipation" of supplicants´

merging. Well, a band of wandering intelligent birds or birdmen (lead by an

avian demi-god, perhaps) organize a toll-bridge between the villages and

the abode of the gods where they intercept all the fumes and ask the gods

to pay if they want them to be released. PCs can be hired or commanded to

assault the cloud city of the birds and stop their activities.

THE CLOUDS

The Sensate organizer of a theater of opera festival is desperate because

none of the living playwrights he knows satisfies him (demanding guy); he

wants the PCs to travel to a Lower Plane and retrieve the soul of a grat

poet of old (akin to Shakespeare or Sophocles, perhaps one of them if the

DM allows "fantastic Earth" to be a part of PS). The poet had some kind of

sinful vice, and now rests in a Lower Plane (better if not one where

supplicants turn into manes or lemures or are constantly minced and boiled

by fiends; Hades´ realm would do fine). He has kept his memories due to his

unusual creative power. PCs must travel there, masquerading to avoid

problems (as supplicants or proxies); they may even be forced to "suffer

punishment", but only for a time, they are living and not bound to the

plane. When they find the poet, they find big role-playing problems: first,

they must persuade the ruling god of the dead to steal this supplicant

away... the god concedes, but only if they part with the best poet EVER.

This is difficult, because another genius claims to be better, and PCs must

judge, perhaps being forced by the whimsical god to "revive" some of the

plays of the competants with their actions (this can be deadlier than the

Gray Waste: imagine PCs being spelled into some scenes of a "virtual"

MacBeth or Oedipus King). They must prove the glory of their target and

mock (by comically twisting the plots) the scenes of his competor without

being beheaded or burnt alive (why did that blasted Sensate choose to

perform a tragedy?). This story works nicely in a Greek Underworld: most of

their supplicants suffer punishment which is not mortal, only boring and

repetitive, and would be interesting from players who have a liking for

theater and literature in general. I DM it myself and we had a great time

with the PC party disguised as a proxy of Hermes leading a bunch of drowned

pirates to Hades, being forced into having to fill a bottomless jar and

then performing MacBeth (the final scenes) turning it into an absurd

comedy.

Virgilios Nikomenos

Sinker Poet and Playwright

Date: Wed, 11 Feb 1998 13:30:34 -0700 (MST)

From: KELLEY SCOTT T <kelleys@ucsu.Colorado.EDU>

Adventures in Metaphor/ Queen of Angels


Hello Bloods:

Has anyone out there ever ever run an adventure based on metaphor or dream

images?  

I'm thinking about running part of an adventure where the

characters learn the history of some Powers by "interacting" with these

Powers indirectly through metaphor. I'm trying not to make it too hoakey

or obvious and would like some advice.(This is a long post, but I think

you might find it interesting so hang in there if you can ;-).

Here's what I'm thinking:

I just finished reading a *fantastic* book by sci-fi author Greg Bear

called "Queen of Angels" which describes a fantastic psychological

phenomenon Bear calls "The Country of the Mind" which I believe is very

applicable to Planescape. In Queen of Angels, future psychologists

discover that in every human psyche there exists a fundamental underlying

"Country" of the self.  In this country are collections of people and

place images from the persons past that, in a sense, have created the

overall personality. 

Anyway, using sophisticated nanotech and visual imaging techniques, the

researchers are able to travel through this country, and do so in the case

of a serial murderer, where they discover all sorts of incredible visual

metaphor.  

For instance, when they enter the murderer's mind at first, they enter a

vast and empty desert that stretches eternally in all directions (sound

like an Outer Plane already doesn't it?) with three parallel highways

running off into infinity.  After what seems an aeon of travel, the

mindwalkers find themselves at the edge of a tremendous canyon lined with

crystalline structures, and at the bottom of this canyon rests an enormous

city.  This city, it turns out, is a representation of the criminal's home

as a youth and resembles New York City, with dirty diesel buses and

subways, and people running all around. Many of these people and places

represent events or experienced emotions or important figures in the

person's past...etc.  Without getting into too much detail (don't want to

ruin the book!) the murderer's Country turns out to be devastated - skulls

line the streets, people are flung off buildings to death on electric

wires, all the living are like mindless zombies and so forth.  (You'd have

to read the book to get the full sense of this, and it is well worth the

read!)

So what does this have to do with Planescape?  Several things:

1) First it occurred to me that the Realms of the Outer Planes (homes of

the Powers) are a lot like these Countries - I think they could almost be

described as "Gods Countries" where the 'psyche' of the Power is spread

out before all and takes the shape of the Powers will.  This makes the

impossible possible!  An Abyssal Powers realm should take the appearance

much like that of the murderer's in Queen of Angels, with death,

destruction and hatred all around.  (Unlike mortals, the Powers are able

to manipulate their Countries and externalize them.) 

2) This idea could be used to "Adventure in Metaphor": in this way,

mortals would be able to interact with the Powers in a more direct fashion

even though they can't really comprehend the Powers as they are.  There

was a couple of pretty neat Star Trek: Voyagers (I'm not a big fan of the

show, but these were neat) where they interacted with the god-entity known

as Q, and the Q-continuum.  Because the crew (mortals)  couldn't actually

comprehend the Q, Q allowed them to see the Q existence in metaphor.  In

one show, the Q were at civil war and they allowed the Trek crew to

experience this war as the "American Civil War" where the forests of the

South US was the Universe, and exploding stars were rifle shots.

[There was another episode that showed the trouble with the Q, which was

stagnation and boredom, by bringing the Trek crew to a dusty old house in

the desert where the Q sat on swings or played pool by themselves, or just

rocked away on a chair.]

So I was thinking about running an adventure this way.  I want to try and

explain some important history of a Player's God (Qadi, the snake god) 

through an adventure in metaphor.  

The Plot:  The basic story is that Qadi and his evil twin Repra were once

servants of an Elder God and kept in the Prison Plane of Carceri. During

this time, Q and R found followers across the Planes and grew in Power but

were not find the key to Carceri and overpower their master. But slowly,

the Master's power faded from the Multiverse and he "died" off to float in

the Astral.  Qadi saw the opportunity and used his worshippers to free

himself through some portal stones in Tir Na Og (The Stones of Draetilus

actually). The bitter and arrogant Repra refused the help of mortals to

free him, and tried to slip out with his twin's help.  Qadi saw the evil

in Repra and refused to help, leaving Repra behind to rot in Carceri (and

of course, Repra hates Qadi with an unparalleled passion.)

The Metaphor: 1) Qadi would be some kind of golden snake-man, or

shapechanger. 2) Much of the adventure would take place in a green, rain

belted woodland with Celts and Druids running everywhere (who would

actually be the Celtic powers themselves). 3) the Stones of Draetilus

would be part of a stone circle. 4) Carceri would be a deep Cavern in a

hillside where Qadi and Repra are encased.  5) the Cave would be inhabited

by a Cyclops (Titan), A serpent (Repra) and a tremendous cat-like beast

(Malar).

Well you get the idea.  Has anyone here done adventures like this or with

dream images or something?  I want to make it as real as possible so that

the full weight doesn't hit until the end of the adventure.  If you have

any suggestions as to how I could run the adventure without giving it away

or making it too silly I'd appreciate the advice.  (Is there anything in

Dead Gods like this?)

Cheers! -Scott

- ------------------------------------------------------------------------------

Scott T. Kelley




Phone: 303-492-8956

CB 334





Fax: 303-492-8699

N122 Ramaley Hall

        
kelleys@ucsu.colorado.edu 

Dept. EPO Biology

University of Colorado

Boulder, CO  80309-0334

Date: Wed, 11 Feb 1998 23:16:41 -0500

From: "Flame" <flame@ican.net>

new psionic class on the planes


Well I just finishing running the Tales from the Comet and though that I

would use the new race of tech-heads to introduct a new psionic class for my

PC to play with. The Rael(thats the new race) dont know of magic and so I

made some of them psionicists, but because of their tech lvl, these

psionicists are much different from those ever seen in the planes. I have

taken this class from the Rifts book and tried to convert it best I could.

The reason they start train people  in these new psionic way is to help the

planes if it ever gets invade again. SO they choose a few young that show

psionic powers and train them in these new powers. I will first post the

class and then I will post the new powers for. All the powers are from th

Rifts book and the idea came from that book to.

Take a look and please tell if you think this class is unbalance compared to

the normal psionicists. Also they know a new disciple called Phase.

Phase Mystics

Required: all stats of 12 as well as 14 Con, 15 Int and Wis. The reason for

all stats to be 12 is that these defenders of the planet must be the cream

of the crop, above avg in all ways.

Prime Stats: Con, Wis, Int If the have 16 in Con, Int, and  Wis gains 10%

exp.

Races: H-E, Dwarf, Human, Elf

Lvl Limit: elf(10), dwarf(12), H-E(10)

Powers:1. Do the their great training by races not of this world they add +1

to str and dex, but these can not go over max of race.(note that these could

bring them to the min need to me one. Also note that these are NOT their

prime stats.)

2.  The pick two powers from the new Phase Powers and gain one power at each

advancement

3.   Choose 1 science and 2 devotions from any of the following:

Clairsentient, Psychometabolic, Psychokinetic. They follow the psionicist

chart with respect to the disciple they get. They get one power at each lvl

and can pick a science or a devotion every 2 lvl.(so they get a devotion at

lvl 2 and can choose a science instead of a devotion at lvl 3.)

4.  Do not need to have perquisites of powers.

5.  Because of the beliefs of their trainers they do not believe in magic

and because of this belief they get MR of 3%/lvl but only as long as they do

not believe in magic. IF they start to believe in magic the MR stops going

up for them. They cannot lower it and it works against magical items and

healing as well. The first time they need magic to live or use a magical

item themselves they MR stops from then on and never goes up again.

6.  The get fighter attack  and fighters con bonus.

7.  The have trade an attack to use a phase power, so if they have two

attacks they could you a phase power and still attack once. BUT ONLY FROM

THE PHASE POWERS, not the other psionics.

Disadvantages:

1.  The get NO SAVE for any dmg related spells. If the spell does not cause

dmg they get a save but with a   -3 to it. So fireballs and lightning Bolts

REALLY hurt them. The should still roll a save to see if their items need to

make saves(with the -3). If the fail the save all items also must make

saves.

2.  The must follow a code. Here are the rules

Live life for Freedom, Justice, and all that is good.

Never Attack an unarmed foe

Avoid using torture to get info

Show respect to authority

Protect the innocent

Never abandon a friend or an ally

Never betray a confidence or comrade

Loyalty to one’s friends and those who lay their trust in you

Protect your planet for invaders

The last one is the most important since that is why these psionicist are

one the planet, to stop any and all invaders my any means. This is the only

time were they are allow to break the code.

Alignments: N-G, L-G

Thac0: As priest

Saves: As psionicists

Bonus Prof: Modern Lang, Riding Land, History. Can take martial arts at one

least CP(if you use that)

Can pick from warrior, thief, psionicists, but must pay extra from general.

The are not allow to muilt or dual class

HD, armour, advancement, PSP are as psionicists

Date: Sun, 15 Feb 1998 19:23:29 -0500 (EST)

From: Joshua Jarvis <jj@keene.edu>

The Fall of the fly lord and the splintering of sects.

When a nearly godly being falls to evil, chaos ensues. For powerful 

beings such as animal lords, they usually keep each other in check. (Prey 

on the evil) But Bezial the Fly Lord was once a powerful force in the 

beastlands. He was among the oldest beast lords and a demipower of 

decomposition. Bezial was corrupted however by a Tanar'ri and grew to 

like the ways of evil. This lead to a war of sorts as the natural order 

of the beastlands tried to right itself. The Mercykillers, the Verdant 

Guild, and the animals themselves clashed in battle with the fly lord and 

his chasme allies. Among the sects helping to fight Bezial were:

THE CONSERVERS: The conservers believed that hunting isn't wrong as long 

as it is done within the balance of nature.

THE PURISTS: The purists believed that everyone had some good in them, 

even fiends. They believed that causing harm is evil and the only way to 

fight evil is to activate the goodness hidden within it.

THE SPECTICALUS NATURIS: They believed in the spectacularness and glory 

of nature and the fact that everyone must be enlightened to it. They 

didn't care if it was a head in their personal tropy room or a nature 

walk in the city.

THE HARSH RETRIBUTIONISTS: They believed that life sucks because it enjoys 

sucking. The world is a nasty place and bad things happen to good people. 

They don't enjoy it, they just realized it to be a fact that the 

multiverse had yet to grasp.

The mystic forces levied against Bezial (which eventually drove him to 

the abyss) were so strong that it warped and mixed beliefs forming the 

following.

THE DEGREEISTS: The Mercykillers, with a bit of purists beliefs thought 

that justice and retribution was evil, yet necessary for good. And in 

some cases you had to give into evil to stop evil. This sect is devoted 

to "the lesser of two evils". They enforce an evil to promote good.

THE PEACEABLES: The Verdant Guild plus The Purists caused a belief that 

nature is inherantly good. It's just what people do to nature that is evil.

They view nature as a peaceable kingdom. They would rather see a child 

die than an insect (or put the two at equal value.)

THE CULT OF THE BLOODY CLAW: Verdant Guild plus the Harsh Retributionists 

caused a place that believed all nature (including people) is without 

morals save those percieved by the individual, and morals change from 

person to person. The mindless harshness of natural animals is the only 

way to go because it is without morals or "polluted belief from sentients."

THE WARDENS: Devoted enemies to the Wild Hunt.  The Specularis Naturalis 

plus the concervers lead to a group that believes nature is a spectacular 

place, yet we can still use its resources. Hunting isn't evil, even 

trophy hunting, as long as it doesn't threaten the population of a 

species. Nature is a wonderful thing, how can you experience it if you 

don't use it.

Date: Thu, 19 Feb 1998 16:22:24 +0800

From: "Shizumaru" <shukry@mbox3.singnet.com.sg>

Subject: [PLANESCAPE] - New goddess (Kinda Long)

Hi I have a new goddess I have introduced IMC and hope that youll find her

useful too. Send me feedback will ya...

Peorth

Other Names: Gorgeous Lady, Lover of Roses, Our Maid of Eternity.

Symbol: A pink rose in full bloom

Colors: orange to red

Portfolio: Eternity, Forever, Immortality, Romantic Beauty/Love.

Home Plane: Arborea (Ossa)/ Island of Roses and Evergold

Peorth's Avatar

29td level Druid/ 26th level Cleric

Alignment: Chaotic Good

Str: 12

Int: 20

Wis: 21

Con: 15

Cha: 25

Dex: 22

Avatar Descriptions

Peorth appears as a woman of mid-twenties (around age 26), she can usually

be seen wearing black tank tops and a brown jacket. She can also be seen

carrying roses. Her hair is black and long, she ties it in a pony tail just

behind her neck and let the rest flows like river down her waist. She has a

diamond marking on her forehead and a diamond marking on each side of her

eyes.

Peorth's God Status

Greater God

40th level Cleric/ 31st level mage

AC: -3

HP: 520

HD: 31

Attacks: 1 attacks at 4d6 points of damage

Major Sphere: All, Charm, Divination, Healing, Necromantic, Elemental

(Earth), Sun, Plant, Weather

Minor Sphere: Astral, Summoning, Numbers, Wards

Powers

Powers Unique To Peorth

- -bestow immortality to any mortal, the blessing may be taken away anytime

Peorth feels like it.

- -can raise 2d3 (max 24) charisma to any of her followers for one day.

- -can disintegrate any 3d30 evil undead once per day. Save vs. death magic

to negate.

Powers Granted To Priests

- - when joining the priesthood, the priesthood gains the benefit of

longlivity as though they have drunk potions of longlivity, if any member

leaves the priesthood, the effects wears off.

- - spells in the sphere of Charm and Sun have their casting time reduced by

half (minimum 1 round) and those that require material component may ignore

them. Instead roses are replaced as material components.

- - immune to physical aging

- -at 5th level able to cast music of the spheres once per day

- -at 7th level able to cast Confusion once per week

- -at 10th level able to cast Transport via plants  twice per week

- -at 18th level summon 2d6 earth elementals to protect the priests.

Motivation

Life is too short (say the humans at least) play hard. Unfortunately some

find that they have wasted their lives just playing or just working. So why

don't we live longer?? Peorth controls this department. Her job is to

ensure that the mortals lead a fulfilling long life. Others claim that they

have cheated death by descending into undeath, more horrifying, they have

cheated life itself, for they can no longer be considered alive or dead.

Peorth finds all undead distasteful and are at odds with gods of undeath

such as Thasmudyan and Morigion who claims to grant immortality to their

fellow worshippers only to cheat them of their rewards. Peorth's priest

never truly die, they live at a very long age and despite that they still

look as if they are in their prime (eternal youth), when they "die" their

spirits forms into light aasimons who serve Peorth for eternity. A dream

for many such priest.

Proxy

Peorth has a devi proxy called Gorgeous Rose. Gorgeous Rose has thick curly

blond hair and she is kinda unique because instead of wearing some sort of

cloth or clothing, Gorgeous Rose wears thick rose stems which covers only

the parts which needs to be covered. I have a picture of her and Peorth

together, you can request for it to me via private email

(shukry@mbox3.singnet.com.sg)

Gorgeous Rose

Aasimon, Devi, general

Str: 10

Int: 18

Wis: 18

Con: 15

Cha: 25

Dex: 19

Powers: Standard general deva abilities and she can cast any priest or

wizard elemental earth spells. In relation to the casting time and maximum

number of spells she can cast she is regarded as a 10th level mage, but in

relation to damage and duration she is considered a 50th level mage.

Attacks: Gorgeous Rose uses a silver dagger +4, double damage vs. undead.

The dagger can cast holy word ten times per day.

Date: Thu, 19 Feb 1998 22:46:43 -0500 (EST)

From: Joshua Jarvis <jj@keene.edu>

Styx Fish.

I was pondering on a really old question that was posted here during the 

fall. The question was, does the river styx have fish and are they 

forgetful? Here is my explanation of what I feel styx fish would be like.

MEMORY: This isn't a big issue. Very few fish have good learning skills. 

Most cannot learn to avoid lures that look nothing like what they see in 

nature. If learning to avoid a neon colored object on the waters surface

that hooks you more than once says anything about their memory, then Styx 

fish would not need to have memory. Studies on fish learning show that 

most can learn to avoid an object with an appropriate danger stimulus. 

(Learning to swim to a safe side of a tank to avoid a shock that comes 

with a cork hitting the water.) The Yellow perch cannot even learn that. 

So styx fish do not need memory skills.

SURVIVAL AND SENSES: If you feel the pollution of the styx with corpses, 

blood, 

planar waste (from blood war weapons factories and failed magic potions), 

and various other lower planar filth is too much for the styx fish to 

see, let alone survive in. You are mistaken. Like some species of 

catfish, styx fish can survive high toxicity levels. In the worst places 

styx fish can gasp air like lungfish. Styx fish in acheron (where the 

styx doesn't stay in a riverbed, but insteads flows sideways over the 

cube until the river changes course further upstream) can get stranded 

without water. These fish can burrow into the scant river sediments 

(dried blood and such) until it turns metal, orcs/goblins dig them up, or 

the river returns. Some of these styx fish cannot be petrified in the 

more detrimental parts of the plane, instead they lurk in the metal/stone 

until the water returns. Then they secrete a enzyme that eats through the 

metal/stone until they are free. Styx fish can have up to as many as 

seven senses.

SIGHT: Sight is the least important, because in most places the styx's 

water is so murky that light doesn't make much of a difference. Those 

rare places that are relatively clear have visually acute fish. Some of 

which, like the archer fish, have eyes that can compensate for water/air 

distortion and accurately attack prey/victims that are not in the water. 

In the worst stretches of the styx fish either develope bright lights, or 

lose sight entirely. Some species are completely eyeless. Others have 

light amplifying eyes like the walleye, dual (above the water/below the 

water) pupils like the four eyed fish, and eyes with phosphorescent 

patches behind them like the flashlight fish. (some say that a few styx 

fish have unique eyes unlike those of fish on the prime such as raised or 

stalked eyes.)

SMELL AND TASTE: To some catfish these are the most important senses. 

Sharks also rely heavily on smell. They can detect as little as one drop 

of blood per (I forgot the amount, it's been so long since shark week) 

drops of water. Many styx fish, like some catfish, have tastebuds on 

their skin. In regions where non-toxic (to the fish) organic substances 

are abundant (near the mouth of the river of blood for example.) styx 

fish swim with their mouths open feeding on the ambient nutrients. Again, 

like catfish, styx fish are sometimes drawn to scents that repulse 

humans. (blood, rotting meat, etc.)

HEARING: Since sound travels better through water, styx fish have 

excellent hearing.

TOUCH: Some styx fish feel with barbels on their face.

ELECTROSENSE: Sharks can detect the electrical impulses from their prey. 

Some fish on the amazon river can create their own electric guidence 

systems. Other species can detect this electric guidance and feed on 

them (one species of electric fish feeds almost exclusively upon the 

tails of other electric fish. They can regenerate their tails so it's a 

renewable resource.), the electric eel and torpedo ray go as far 

as to use their current as a defense/hunting weapon as well as guidance.

VIBROSENSE: Almost all fish have a lateral line running down their sides. 

This line detects vibrations in the water. The fish who feels these 

vibrations thens acts upon them. (defense responses, attacking prey, etc.)

FEEDING STRATEGIES:

FILTER FEEDERS: Instead of filtering plankton, some styx fish filter 

blood and other organics from the river.

PREDATORS: Many styx fish hunt down their prey with lethal percision. 

They often use built in luring methods such as, "fishing pole 

appendages", lights, fins that look like fish, and appearing as something 

of value (such as a portal key). Other styx fish wait in ambush for their 

prey, or follow the bloodway armies.

HERBIVORES AND OMNIVORES: Since plants are either rare or dangerous in 

the lower planes, the herbivores tend to be rare (and often dangerous). 

The omnivores have the best of both worlds. These are most often 

encountered as fish who don't care what they eat, not fish that eat both 

meat and plants. (since plants are rare in many lower planes.)

SCAVENGERS: The corpses of dead feinds feed many a fish.

PARASITES AND OTHER FEEDING TYPES: Lampreys and other blood suckers occur 

more often than one would think. (especially with rivers of blood and 

bleeding dead feinds ending up in the styx.) Other fish are like the 

cookie cutter shark which uses it's unique mouth to cut out a nice 

circular slice from its victim.

CAMOFLAGE: Styx fish usually have protective coloration (those that don't 

tend to be toxic). Often looking weedy or rocky. Others change color like 

a chameleon due to chromatopores. Some blend in perfectly with the 

bottom, yet have toxic spines clueless people can step on.

BREEDING: Depending on the species styx fish may or may not migrate to 

breed, lay eggs, change gender, or build nests. Any prime fish breeding 

behavior is found in the styx and a few extra ones with evil twists exist 

as well.

NASTY FISH FROM THE STYX

STYGIAN ANGLER: This nasty fish has raised eyes to see out of the water 

when its body is submerged. It has a flexible pole like structure that 

rises from its forehead. The end of this can be changed to resemble any 

product, usually a spell or power key. This fish hides using its 

chromatopores until a victim is lured into range, then it attacks.

CANIAN COLDFISH: The fish of cania have high sugar content in their blood 

to prevent freezing. They cough up ice crystals to keep their gills from 

freezing. These fish are harmless to most beings larger then a rat. 

Baatezu have learned however that their skin contains a toxin that can 

put a living victim into a zombie-like state. (not undead, just under the 

baatezu's control.)

RAVAGER OF SHOALS: Many who buy passage on the maraenoloths rafts comment 

on "the nice little fishies following the boat." little do they realize 

(especially those who encourage them by purposefully throwing food to 

them) that these planar piranha are a major food source of something much 

worse, The Ravager Of Shoals. Ravagers are large, nasty, fast moving 

fish. They look like a cross between a tuna and a barracuda. They move 

fast, strike hard, and are large. Agressive ravagers leap from the styx 

to attack people on the rafts as well. To a ravager meat is meat. Giant 

ravagers also exist. They mainly eat smaller ravagers but also capsize 

boats and feed upon their passagers.

THROAT LURKER: The throat lurker is nasty. Living proof never to drink 

the water of the lower planes. Throat lurkers are small, barely noticable 

(roll suprise), fish which can puff up like blowfish. They also extent 

their fin spines. This tends to cause the fish to lodge in the drinkers 

throat. The fish then proceeds to eat at the victims throat from the inside.

ChAoS: They say I have a death fish.
Date: Mon, 23 Feb 1998 02:29:43 -0500

From: "Flame" flame@ican.net
Tattoo Magic-Long


Strange humans and half-elves have been appearing in the Planes whith

strange powers connected to tattoos. The seem to be slaves of powerful mages

of the Prime World Toril. They can summon weapons and beasts to defend

themselves and have great powers. But when questions WILL not give any info

out.

I got this class from Rifts and though it would fit nicely into a country of

mages on FR called Thay. Tell me what you think.

Tattooed Man

Tattooed Men (T-men) are the recipients of many magic tattoos. The typical

T-Man was captured by the Thavians, taken from their families, forcibly

given the magic tattoos(a painful Process), trained in the use of them,

subjected to indoctrination in order to conditions them for their new life

as warrior slaves, and sold into slavery. Only those that show psionic

potential are taken and tattooed since the tattoos use a persons psionic

energy to power them.

Alignment: Any non-good.

Min Stats: Str 12, wis and int 13

Prime: Str

Races allowed: Human, half-elves, elfs(but elves with these tattoo have a

harder time, see below)

Lvl limit: elf(9), H-E(12)

There are five categories: Simple Weapons, Magical Weapons, Animals,

Monsters, Powers. Like the normal psionicist at lvl one he has one category

to start with. He must pick simple Weapons and each time the table for

psionicists says they get a new disciple  then he get the next group Magical

Weapons. And then Animals and Monsters and finally Powers. Then his

Master(DM) pikes 5 tattoos from Simple and the PC picks 2. A side note that

the number of tattoo, if 7 or more tattoos are put on a person he loses ALL

MAGICAL POWERS like casting spells and innate powers.

Each time a tattoo is put on his body he takes dmg depending on the kind of

tattoo. Each Simple Weapon and animal tattoo do 2d6 dmg and for 1d4 days

had -1 to str, dex and AC, as well as losing one melee attack. Each Magic

Weapon and monster tattoo do 4d6. The person loses ½ his melee attacks, and

his MV is ½. He loses ½  his bonuses for high stats like str or dex for

1d4+1 days. Each power Tattoo does 6d6 and for 24 hours he cannot hold down

food, the body is a racked with constant nausea and weakness and MV is 3. He

loses ALL attacks but one and loses ALL bonuses for 24. The 2nd day he get

half his melee attacks, ½ MV, and all bonuses are half for 1d4+3 more days.

All these are for EACH tattoo, so 2 monster tattoos do 8d6 loses ½ his

attacks twice, MV is ½ twice ect.  Children and teens  take half-dmg from

the tattoo magic since they are the most resilient and suffer the least.

Elves do not make good T-Men. Here are the penalies for elves with Tattoo

magic:

2x dmg from tattoo magic

2x recover days

Each magic and monster permanently reduces Str by one and ages him ten

years.

Eaxh power tattoo permanently reduces  Int by one and ages him 30 years

All effects of the magic is half, duration, hps of animals, damage done by

the magic.

To activate the tattoos all you do is touch the tattoo you wish to use. Each

takes ½ an attack so they can activate 2 for one melee attack.( if use C&T

activation takes a ½ move) Each tattoo takes an amount of PSP to activate.

All tattoo are permanent and can be use endlessly. The only restriction is

that each specific tattoo can create only one of whatever the tattoo

depicts. IF already in use cannot make another one with the same tattoo.

Also cannot have duplicates of a tattoo, no two loins or two magic axes.

The T-Men can stop any of the tattoo powers at will.

If the item or creature was destroyed the T-Men must spend 2x PSP to

recreate or wait 4 hours(8 for magic armour and monsters) to use the item

again.

Killing an animal or monster Tattoo cause dmg to the T-Men. Animals do 3d6

and Monsters do 5d6.

T-Men no nothing of magic or understand how it works. They can never take

any prof that do with magic.

Powers: 1.They use the PSP roll for psionicists but use Str and Dex instead

of Wis and Int to see their PSP bonuses.

2.  The recover PSP twice as fast as normal psionicists.

3.  They get +2 vs magic saves and +1 to str and Dex because the magic makes

makes their bodies stronger and faster after the 7th tattoo is put on.

4.  After first lvl the follow the psionicist table(a science is just

another power). Their Master tattoos them at each new lvl, so they must

return to gain any new powers.

5.  Can use any with that figher can

Problems:

1.  They dont get ANY ATTACK forms, nor can they ever learn them. They do

get defense forms.

2.  Can only get 2 tattoo at a time and there must be at least 6 months

in-between each tattooing.

3.  They are usually emotional and psychologically traumatized(who is not in

Thay). You should give them some insanity(Like descent into madness spell or

the Alienist form S&M) or some Phobia WITHOUT GIVING THE CP. 1d4 Phobia

sounds fair.

4.  The were never taught the value of money so they dont understand it.

5.  Since they were farmers and other kinds of people they only get General

for non-weapon Prob. They rest must pay each for.

They advance as psionicists and use their saves, but Priest thac0.

Here are some tattoos. If want full list email for them.

Simple Weapons has two kinds of tattoo. All powers will still work in T-Men

is K.O, possessed or minded control but the controling foces CANNOT activate

any new tattoo, nor cancel any already working.

All Simple weapons  PSP: 2 each size of weapon  MAC:10  Duration: 30 min/lvl

Any hand-to-Hand weapon can be put on the T-Men. He must know how to use it.

It is like a real weapon in every way except it is lightweight, perfectly

balanced, and indestructible. Is one Phase faster(If use C&T) or -2 to

speed.

Shield  PSP: 4 per size of shield MAC:8 Duration:30 min/lvl

This makes a shield of whatever type and gives an extra +1 to parry rolls.

Magical Weapons has a few. Here are two

Two Weapons Crossed PSP:5  MAC:7 Dur:15 min/lvl

This gives a +1 to hit and +1 dmg to whatever weapon is used. Can be real or

tattoo.

Weapon with Wing PSP:5 if simple weapon, 10 if dripping Blood(another power

that makes weapon do x2 dmg), 30 if flame and serpent covered(another power

that makes weapon do x3 dmg) Dur: 15/lvl

This lets the weapon or arrow be thrown x3 father than normal and returned

to T-Men before end of round.

Animal and Monster Tattoo are just that, tattoo of animals and moster that

come to life and fight for th T-Men or let him ride them. Have same stats as

real ones.

Small animals 12hp< 10 PSP

Med 30hp< 15 PSP

Med 50< 20 PSP

Large 50+ 30+ 2/hp PSP

Date: Tue, 24 Feb 1998 12:17:02 -0500 (EST)

From: DARIN TERWILLIGER s003dlt@discover.wright.edu
Tattoo Magic In AD&D


Ok here goes hopefully when it gets passed through all of us it will be a

working model that we all will be happy to use in our games..

Tattoo Magic

the Magical Tattoos can only be created by a wizard of 12th level or

higher,< because they are created and made permanent>

they are created in a long process that takes the spell level in days of

the tattoo being placed. The person gaining the tattoo must at the end

ofthe Ritual must make a system shock roll at -25% or lose one point of

Constitution permanently( this is to show the extreme pain of having the

spell fused onto the shin..

the mage must make the role required to make a Wand in the book. a failed

roll means that the tattoo is Cursed(will make a fighter pissed off)

the mage Needs to be perficient in tattooing, and atristic ability. and

must amke his roll everday he is tattooing.. a botched roll means that he

has to start all over because the tattoo is not exquisite in some way.

Upon comleteing the tattoo the wizard, maked his test as discribed in the

artifacts books, the person reseaving the tattoo makes his system shock

roll and if all is good the tattoo is ok and works normally

to find out how many time the tattoo works perday divide the Person who

has the tattoo's intelligence by 2 and subract the number of tattoos he

has... The more tattoos he has the less the Spells work...

for effect of the tattoos, this is where I am having a problem. If they

wizard put it on then it should be at the wizards level, but that would

make a 1st level tattoo man very powerfull so I think that. the tattoo

spell should advance in power with the person wearing it... there for it

works at the tattooed person's level.. not at the level of the person who

placed it upon him..

The Tattoo man Kit <magical type>

Race: Any that can recieve skin art

advantages: Tattoo magic, they start with 1-4 effect of spells below 3rd

level(1st and 2nd with no SS rolls for these). they get the powers of their tattoos by just "touching the tattoo" Every 3 levels they get another tattoo.<only if they are able to get back to the whom ever gave it to them> Tattoos stay active for 1 hour per level of the tattoo man, and may be unsummoned by at will. The tattoo may be dispelled but even then they can be resummoned 1 hour later.

Disadvange: Tattoo Magic is very painful to receive< see description

above>, Tattoo man cannot ever cast any spells even if they could before

they got the tattoo. Only a wish will correct this... The tattoo man can

never wear any armor, because they have to touch their tattoos to

activate the tattoo.

Weapons allowed: any

armor allowed :None

 Advance as a magic user..

may multiclass or dual class(into any except spell casting professions)

Alignments: any

Well tell me what you think... I hope it isn't to complicated and I don't

think PCs should start with this, Makes a good NPC thou... 

Darin Terwilliger

s003dlt@discover.wright.edu

http://lightbringer.hypermart.net/cards.htm

http://lightbringer.hypermart.net/angel.htm

http://www.geocities.com/paris/metro/7471

http://www.geocities.com/area51/chamber/1299

http://www.crosswinds.net/fiji/~cybergod/planes.htm

:)
Date: Mon, 23 Feb 1998 10:26:55 -0500

From: "Samuel Weiss" <SWeissBB@worldnet.att.net>

Factional opinions

Alex, thanks for the back up on that one. Walczak, why would I be writing

dissertations on these thing? You have a full write up of the factions in

several places. These are just little things I feel would be right for

these people and creatures to say. If you really feel they need more work,

expand on them and send them along. Anyway, this one might be a bit more

helpful for adventure ideas. This question of mine is: Is it Evil to kill

someone you find in bed with your partner (wife/mate/lover/concubine/what

have you)?

Baatezu: How many times must I explain to you that it is not a question of

Evil, but of Law? No, it is not Evil, but considering what penalties the

Law would impose on the person, well, it is rather nice of you to just kill

them quick like that.

Yugoloth: No, it's not. But my vengeance would be much more creative than

that, I assure you. 

Tanar'ri: What! Who’s in my harem? WHO? (stalked off in a rage at this

point.)

Modron:*click*, *whirr*... Irrelevant question.

Rilmani: No, not evil. But certainly a waste of time I would think.

Slaad: No. But why for you take my mate? You not like your own?

Archon: Such killing would be evil. But the rage at such a betrayal would

be understandable. Still, that is no excuse for violating the law, which is

quite clear in such a matter.

Guardinal: Yes it is Evil. She chose another. Granted, it would have been

simple courtesy to inform you first, but that is no cause for taking a

life. 

Eladrin: No it's not. The worthless pig deserves it for stealing my woman

in that manner. He would be lucky I didn't tear him into pieces so small,

hthey were never all found. He..I... (went off frothing at the mouth.

Returned 5 minutes later though and said:) The heck with both of the, There

are plenty of women who would kill to have my wondrous self in bed. 

Athar: That is a personal decision. Consider though the peculiarities of

some of the Powers. It seems they feel it is acceptable to sleep with

anything that moves,. yet dislike it when one of their chosen moves onto

another. Further proof that they are nothing special.

Believers of the Source: Yet another test in one's life. How to deal with

such a thing. 

Bleak Cabal: So? Like a relationship should mean anything either? 

Doomguard: Relationships, like the multiverse, break down. And so does the

face of the cross trading berk who pulls this on me.

Dustmen. Everyone dies eventually. No need to rush someone along.

Fated: Anyone, and I mean anyone who tries taking from me like that, had

better be able to prove they can keep what they have stolen. And if they

don't have a sword handy, it's their problem, not mine.

Fraternity of Order: It is as illegal as the act in question, and must be

referred to the proper authorities for adjudication.

Harmonium: What? How...I.... but... Yes it is Evil, but the persons

engaging in such activities are criminals of the first order, and must be

brought to justice immediately.

Mercykillers: Condemned by their own actions, I will carry out the

appropriate punishment. With much joy.

Revolutionary League: More examples of the false governments trying to

control everything.

Sign of One: I can not imagine that ever happening. So of course it won't.

Thus your question is irrelevant.

Transcendant Order: No.

Xaositects: Sometimes.

The Dispossessed: You tek my lands, and now you would take my woman? And

still you expect me to do nothing?

The Guardians: A sad waste all around.

The Order of the Planes-Militant: Yes it is. But such infidelity deserves

punishment as well.

The Ragers: You can try it after you get past me. Yaaahhhhhh!!!!!!

The Ring-Givers: I give freely of all my possessions. And if my mate

chooses to do the same, how can I fault her?

The Merkhants: You will pay for what you have taken one way or another.

That is all I will say on the matter.

.

Samwise

Date: Wed, 25 Feb 1998 11:55:16 -0500

From: "Samuel Weiss" <SWeissBB@worldnet.att.net>

Factional opinions 2

Here we go with today's question and answers:

With all the factions and their beliefs, do we still need Powers and their

Priests?

Ba’atezu: You people are all fools anyway. if you had sense, you would serve

the Lords of the Nine as we do. it is the natural order of things.

Yugoloth: Why, how perceptive of you. of course you don't need to follow

any of those silly Powers. Why I myself could quite easily arrange for you

to get twice the power any of them offer. Just sign right here...

Tanar'ri: Follow me and I will show you what real power is.

Modron: Primus is all. Obey primus. (It called it the Primus Directive or

some such.)

Rilmani: what a short sighted view of everything. While most Powers have no

real concept of the Balance, enough do that you can easily find one to

serve while working for the Balance.

Slaad: Slaad not need Powers. Slaad not need factions. Slaad need food. Are

you food?

Archon: That is the most ridiculous thing I have ever heard. You consider

some silly group like the Fated to be on a level with the rulers of the

Mount?

Guardinal: As none of the factions offer the supreme rest promised by

Elysium, how could you possibly think that?

Eladrin: (reserved)

Athar: And wow, you could have had a V8. After all this time you finally

understand what we have been saying. Remarkable. (OK, the V8 is

anachronistic. Sue me.)

Believers of the Source: Until I pass all my tests and become a power

myself, the ones around will serve.

Bleak Cabal: And would you then ascribe great "meaning" to the factions?

Six of one, half a dozen of the other. In the end, it means nothing.

Doomguard: Why? As long as the Power has the same goal as my faction, the

breakdown of everything. why not work together?

Dustmen. When our members realize Death is beyond even the Powers of death,

then they have truly progressed.

Fated: I work for them, they pony up the Power. It's a fair deal all

around. Same thing with my faction membership.

Fraternity of Order: Everything in its place. That is the way of things.

The Powers are there. To deny them is foolishness.

Free League: Seeing how I'm not in a faction, I'll stick with my power for

now thank you kindly.

Harmonium: Faith is a bastion of righteousness. St. Cuthbert knows the way.

Mercykillers: Powers. Think they're above the law. They'll find out soon

enough.

Revolutionary League: Those that serve the order are definitely not needed.

Those that support freedom are all right in my book.

Sensates: Ah, but then we would miss out on the experience of their divine

energies.

Sign of One: I imagine they are of some use. After all, I can't always

think of everything now can I?

Transcendant Order: If I can do it myself, not much really.

Xaositects: Ahh, but think of all the beautiful chaos it brings to have so

many differing viewpoints. Quite fun really.

The Dispossessed: They didn't need me, now I do not need them.

The Guardians: Hey buddy,, this is a job. When the day is over, I like

going home to bask in the realm of my Patron. And when it's all over, He's

got a reward all set up for me. So I think I'll stick with what I have

right now.

The Order of the Planes-Militant: That is ridiculous. Even our order can

not provide all that the powers provide for everyone. We simply do what we

can to help in our own poor way.

The Ragers: Look, are you gonna fight or ask ridiculous questions all day?

The Ring-Givers: We give to the Powers, they give in return. And they have

mighty fine return gifts indeed.

The Merkhants: Depends on how much they offer now doesn't it?

.

Samwise

Date: Thu, 26 Feb 1998 10:15:59 -0500

From: "Samuel Weiss" <SWeissBB@worldnet.att.net>

Factional Opinions3

Joshua Jarvis asked about my Ba’atezu Yugoloth responses last time, and Greg

jensen answered as well as I could.(Or better perhaps.)

So onto today's question.:

How would you help a protege along?

(somewhat modified from a question sent by T. Dowd. Hope this is close

enough for you.)

Ba’atezu: Ahh my protege. A Ba’atezu after my own heart. Which is why I

never turn my back on the treacherous piece of filth.

Yugoloth: Protege? Oh, those. We throw them out into the world and watch.

Those that can handle it, we raise up. Those that can not, we ignore. Those

that do well, well... that is for them to handle.

Tanar'ri: Proteges? Yeah I've had a few. After awhile i just eat them. It's

safer that way.

Modron: Question does not make sense. Units obey. Vacancies are filled. All

else is irrelevant.

Rilmani: We carefully nurture them along. training them in the ways of

Balance until they are prepared for greater and greater missions.

Slaad: We show them to fight, then we fight them. If they get away, they

are good. If not, we eat them.

Archon: We teach all new lanterns the ways of the Mount. Nothing pleases us

more than to see them ascend step by step to the highest levels.

Guardinal: We watch out for them until they can handle themselves. But here

on Elysium, everyone is free to choose their own path. So we give them

space, and let them do what they want. Even if that means lying around all

day doing nothing. This is the place of reward after all.

Eladrin: (reserved)

Athar: After explaining the false nature of the Powers to them, we train

them to explain it to others. More than that is not really needed.

Believers of the Source: We give them the training they feel is most needed

to past the tests of their current lives. What more can we do?

Bleak Cabal: If we like them, we tell them to join another faction. If we

don't, we let them join ours. Want to sign up?

Doomguard: Although it seems inherently anti-entopic to pass along

knowledge, proteges are very important in keeping the armies up to strength

when dealing with the enemies of entropy. Mainly we teach them how to use a

sword.: 

Dustmen. We show them Death in all its forms and fashions. This helps them

prepare for their own inevitable ascensions.

Fated: They get what they earn like everyone else. No free lunches just

because you are new around here.

Fraternity of Order: We teach them the aws as prescribed in vow......

Free League: That is up to the individuals involved. We don't have any set

requirements. Not like some of those crazy factions. We certainly don't

force any nonsense about the truth of the multiverse into their heads.

Harmonium: Once they have chosen the right way, we teach them all the laws,

then set them up to lead a proper life. They all thank us for the help.

Which is only proper of course. Now if only the rest of you would see the

light.

Mercykillers: We teach them how to enforce justice, and give them a target.

We watch them to see if they can handle it. If not, we usually pull them

out of the fire and start over. But if they even think about betraying

jusice, they get what all lawbreakers get.

Revolutionary League: We show them how to hide where the power mongers

can’t find them. Then we show them how to destroy the support base of the

power mongers. Then we go out and celebrate.

Sensates: We share an experience with them. Then another, and another.....

Sign of One: We imagine together. Sharing thoughts of reality until they

are capable of thinking of their own small part alone. The they go off to

create their own worlds.

Transcendant Order: We teach them stop asking questions and think all the

time and just act. You could use some of that too.

Xaositects: Chaos joys teach of them we the. Speak and scramble to well as!

The Dispossessed: Any who wish to follow me learn of my enemies. And learn

how to take them down.

The Guardians: We teach our people how to watch, and how to guard, and hw,

when necessary, to fight.

The Order of the Planes-Militant: We teach by example. One need only watch

us in our daily lives to learn how to behave properly. For those with the

right abilities, we teach them how to combat the darkness that wells up

from the pits. Sadly, we need more warriors than ever these days.

The Ragers: We teach them how to fight. Then we let them. You want a

lesson?

The Ring-Givers: We give to them. Until they begin to give to others. And

get in return. Then we get from them in return. It works quite well.

The Merkhants: You can join us if you have the money and the will to make

more. When you have that, you don't need anything else from us.

Samwise

Date: Sun, 1 Mar 1998 11:45:41 -0500

From: "Samuel Weiss" <SWeissBB@worldnet.att.net>

Factional Opinions4

>>And Now I say this thread STOPS here..

>We will hear no more because I'm already sick of this.

>DON'T EVER BRING THIS UP AGAIN!!!!!!

I think this is what they call "wanting to have the last word"!

If you're sick of the thread then why did you just reply to it and offer

lots more interesting ideas for us to talk about, eh?

Bemused,

Jon<

Confused me too. But what the hey.

Anyway, here is today's offering. Counterpoint to a previous question:

With all the Powers, why do we need Factions and Sects?

Ba’atezu: You don't. None of those groups get the picture anyway, so why you

mortals even bothe rwith them is beyond me.

Yugoloth: (no answer at this time)

Tanar'ri: Hah! Figures those do-gooders would come up with something like

now. Right when my own Sect gets started. Well forget that nonsense. I know

the truth, and if you are smart, you will come to me to find out what it

is.

Modron: There is no need for any Powers either. Primus is the One. Primus

is the Way.

Rilmani: If they serve Balance, we always need additional helpers in our

great work.

Slaad: They are good because they bring lots of people together. Makes it

easier to have a big rumble that way.

Archon: Most are not needed at all. Especially those of such foul and vile

intent. 

Guardinal: The powers and their Priests can not do everything. That is why

we are here. And we can not do everything that is left to us, that is why

we welcome such groups as the Guardians and the Verdant Guild.

Eladrin: (reserved)

Athar: Heresy! Now wait...I mean...

Believers of the Source: It is good practice for you until I become a Power

 and you can worship me.

Bleak Cabal: Heh, you mean like the factions should have a purpose or

somehting? Hahahahaha!

Doomguard: Because not all Powers are ready to accept that everything is

going to end. So we help them get the point when needed.

Dustmen. Even they are dead and do not accept it. When they do, we will no

longer be needed.

Fated: Two separate things there. Beside, if you thing you can take my

faction away, go for it.

Fraternity of Order: Because the Law says there can be factions, therefore

we exist. I am not to sure about Sects though.

Free League: Since we are not a faction, that is not really of any concern

to us now is it?

Harmonium: What kind of subversive nonsense is that? You are under arrest,

come with me.

Mercykillers: I'll bet the powers would just love that now. With us gone,

there would be no threat of Justice hanging over their heads.

Revolutionary League: Typical propaganda of the entrenched power mongers.

Make you think ay opposition is completely unneeded. What a joke.

Sensates: But think of all the experiences you would miss out on. It would

be quite a dull and boring universe without us to liven things up.

Sign of One: Because that is the way I thought of it..

Transcendant Order: Too much thinking, not enough acting. All the Powers

want is you to think about them. Leaves them time to act. Not what I would

call particularly fair now.

Xaositects: The more the merrier. I would be bored if we didn’t have all

those lawful types to pester all the time.

The Dispossessed: The Powers did nothing to help me when I needed them

most, now they can deal with me ignoring them.

The Guardians: This is our job, both our faith. They are closely related, but

still different.

The Order of the Planes-Militant: 

The Ragers: Because praying's praying, and fighting's fighting. Like right

now, you better stop praying and get ready to fight.

The Ring-Givers: But so many powers do not encourage giving. We are needed

to teach them and their followers the right way.

The Merkhants: Hey, I am following a power when I sell my goods. Osprem

thinks business is right and proper, and so do I.

.

Samwise
Date: Mon, 23 Feb 1998 22:20:29 -0600

From: Christopher Nichols Christopher_Nichols@mail.okbu.edu
Sites of the Grey Wastes


Hey all.

It's been quite sometime since I pasted anything to the

list, so here's something new.  These places are derived

from a book I've been reading called "The History of Hell,"

by Alice K. Turner.  If you are at all interested in the

Lower Planes, I *strongly* urge you to read this book.

As I do not have PoC, I have no idea if this conflicts with

canon.  BTW, canon on the River Slith may be found in the FR

novel "Prince of Lies," which concerns the mad god Cyric.

Chris Nichols

************************

Rivre Gloutonie: A tributary of the Styx, the Rivre

Gloutonie flows from the slope of Mount Desesperance in

Oinos.  The river stinks of stale pleasures - stale sweat,

rank ale, rancid milk, and other spent and corrupted fluids.

 Anyone who touches these waters falls into a frenzy of

mindless consumption, eating anything edible in sight -

food, plants, dirt, vermin, other people, and if all else is

consumed, themselves.

Mount Desesperance:  A rude grey triangle rising above the

plains of Oinos, Mount Desesperance, is a sinkhole of misery

in a plane of apathy.  The mountain *radiates* sorrow, in a

manner so fundamental, that one can feel waves of sorrow

wash about them, like standing in clod and dirty surf. 

Anyone who stays on Mount Desesperance for more than a few

hours falls into deep gnawing sorrow, which wastes the

person away.  Those touched by the mountain live for only a

few days after the wracking sobs of the mountain come.  Some

wastes to husks of skin, empty of everything but dust, while

others dissolve under their tears into pools of brine.  In

the end, none survive.

Nastrond:  The hall where the Norse goddess Hel dwells is

known as Nastrond.  This house of the dead stands in a damp

forest of firs in the mountains called the Strand of

Corpses, in Niflhiem.

Gjall and Slith:  Two rivers cross the lands of the dark

lady Hel.  The first, the River Slith, flows from Oinos,

where at the site known as the Corpse of the Beast, this

torrent of black sludge bursts forth. The waters of the

River Slith are an ice-cold mixture of tainted blood,

poison, tears, ink, and sewage within which floats blades of

all kinds.  While travelling through Oinos, the Slith passes

through the Suffering City at the base of the Crystal Spire.

 Beyond there, it passes into Niflhiem, where it lies as the

last barrier to the dark house of Nastrond.  The Slith,

known as the River of Blades eventually empties into the

Styx

     The river Gjall, the River of Echoes, is the first

barrier into Niflheim.  The only crossing is at Gjallarbru,

the Echoing Bridge.  Hel's proxy Modgud (px/female skeleton

warrior/F14/NE) guard's the bridge, making entrance to Hel's

realm difficult.  The waters of the Gjall are largely foam

and whirlpools in which bones float.  Travellers are swiftly

ground to pieces against the bottom of the river.  The Gjall

is said to spring from a well somewhere in the highest

reaches of Niflheim's mountains, from whence it cuts a deep

gorge of high, bone-studded cliffs.

The Iron Wood, Valgrind and Hvengelmir: Just beyond

Gjallarbru, one finds the Iron Woods.  Here, the firs trees

change into black metal, with each needle as sharp as a

dagger.  Eventually though, the Iron Wood ends, and the dank

forests of Niflheim return.  Half-way between the rivers

Gjall and Slith, the city of Valgrind stands.  This is Hel's

city, guarded by her minion, the wolf Garm.  In this joyless

city, shade-like petitioners gather the nail parings of the

dead, building great ships in dry dock, preparing for the

coming darkness.  Further, beyond Valgrind, one re-enters

the forest.  At an unknown location between the city of

Valgrind, in a clearing in the forest, the great

ever-boiling cauldron Hvengelmir sits.  Around Hvengelmir,

an encampment of Hel's servants - trolls, hags, and others -

carry prisoners, enemies of the Norse pantheon, to the

cauldron.  The enemies of the Norse are then boiled alive in

the cauldron Hvengelmir.  Beyond the clearing lies the River

Slith and Hel's abode.

Date: Tue, 24 Feb 1998 13:47:28 +0100 (MET)

From: Walczak Bartlomiej <bwalczak@warlock.zdz.krakow.pl>

Borders of Your Mind


- -=-=-=-=-=-=-=-=-=-=-=-=-

  Borders of Your Mind

- -=-=-=-=-=-=-=-=-=-=-=-=-

Many a blood tried to tell you about The Way The Things Are. You may count

me among them. 


You have many times asked how is it possible that it is impossible


to draw a map of any Plane. How is it possible that the Planes are


infinite? Here, listen to my chant, bloods. 


I am not a Guvner myself but I trust my perception and I have ears


and eyes and every other sense I can muster open to every


sensation. And this I tell you: Outer Planes are there, where the


mind ends.


What does it mean, you ask me. The answer is simple and you all


know that. Outer Planes are made of sheer belief. Astral is the


domain of the mind, but here, in the Planes, it is belief over


mind.

It seems that everyone knows that, but also I sometimes think that they

are blind to all the consequences of this. Let's put it straight. Outer

Planes are the sum of the belief, we know that it is at least human

belief, since most of the human archetypes can be found here. We can

assume that it is also belief of other humanoids, and probably of a

different races as well. The question is - who can believe, but it's not

the matter of this lecture. 


Since Outer Planes are sum of the belief, then by any means you


would be able to find there anything that was born in any single


species brain - the places of dreams that were called into


existence by the people believing that they exist. But some of


those places would be easier to reach and better known than the


other. 


These would be the places that are believed to exist by more than


one person. The more people believe in the existence of a place,


the more known among the Planes it would be. Thus a Tir na Og is


known almost everywhere and such burg as Abandon, which was born


in some mad sod's brain is almost unknown.


It is also easier to reach well-known places than those "weaker".


The routes to the first are well-established, even if rarely used.


For example, we all believe that to the realm of Hades we can only


get with Charon, though I doubt if anyone without sufficient


reason would go there. And the power of this belief is so strong


that there is no other way to this realm, even if a sod believes


there is.


On the other hand, if you try to get to a place that none knows,


you will more likely encounter the way in that resembles what you


believe it to be. Remember - it's the sum of belief, that counts.


And as every sum, it may differ from what you think it is.

I have come to the second issue I would like to cover in my lecture, and

it is the planar geography. We all know that there are many ways to map

infinite and you will probably say that my point of view only darkens the

image. Maybe you are right. But I have the right to share my knowledge

with you and I will use it. 


There is no such PLACE as Outer Planes. There is only a set of


beliefs which is translated by our mind with the use of the


portals into the physical form. Sounds like Signers, eh? Wrong. I


am not saying that you imagine the whole Outer Planes. I am saying


that somehow you are able to enter the world of the universe's


beliefs and exist there.  See, those portals are amazing things.


In fact nobody knows what they are and I will not try to guess


now. 


My point is that since many of the beliefs of other races,


creatures or whatever are incomprehensible to little human's mind,


all we receive is a flawed image of the so-called sum of the


beliefs. Our senses aren't developed well-enough and I really


doubt that anything's are, to perceive the full image of the Outer Planes. 


Lady of Pain, Sigil, Spire and more mysterious things are


manifestations of those we don't understand, or rather those


beliefs that our little minds are incapable of comprehending and


thus incapable of translating into the physical form. And in such


flawed image we have to travel and visit places of our dreams. 

Travel is not easy as many have noticed. Mind is very powerful, but it

hates sudden changes. Or rather I should say that our consciousness and

our senses hate sudden changes. Mind is in its every inch capable of

handling instant teleportation from one place to another, no matter how

different they are. It is our senses that prevent us from travelling

instantly from Tir na Og to the heart of Dwarven Mountain. 


We are too much focused on the "real" world - the Prime. Mind you,


nearly all planar creatures can teleport without error, no matter


what different people say about the source of this power. Those


creatures were living on the Planes for long enough to get rid of


the unnecessary borders that limit their minds. One has to walk


because that is what his senses believe he should do to change his


surroundings.  If it changes too fast, then he goes barmy. But as


I said, the people's mind is powerful and knows where the border


lies. It acts as a fuse. Of course, it doesn't always manage to


get everything properly, but these are rare cases.


So that is how it works - the more developed senses you have, the


faster you can travel. The problem begins, if you're travelling


with your comrades. Generally the rule is as follows - the group


goes as slow as its slowest member. So a group with a prime


realist will almost crawl to the destination in comparision to a


group of experienced planewalkers. You may call it finding planar


paths, but that is the way it goes. 


What happens when two groups meet each other? That is the big


question, but only if they are going in the same direction. The


above law generally applies, unless one group decides to move


faster and leaves the other behind. Then both groups resume


travelling in their own pace.

The destination also depends on the belief and usually you don't have to

know the direction to arrive at the desired place. It may sound

paradoxically, but it's the Outer Planes, berk! Unless there is a

well-known way to the place, you don't need to know the road you should

take. It will lead you somehow. Of course, that may vary from Plane to

Plane and the general rule is that the lawful planes are more organized

than those of chaotic alignment.


It is then absolutely possible for the two groups travelling to


the same place to go by two different ways and arrive in a


different time.  Unless the second is following the tracks of the


first, it is almost sure that they won't meet on the road.


On the other hand when the place is well-known, or "strong" in


belief, and there is only one way leading towards it, those groups


will meet for sure.

That is all for now, I will leave it for you to think about it, because I

know that your senses don't like if their world of beliefs is turned

upside down. But if you decide that I am right, I have only one advice to

give you: by training your senses and experiencing as much as possible you

widen your image of the Planes. And I believe that experiencing the sum of

the belief of the whole universe is the key to the Multiversal Truth. 



- a lecture given by an anonymous Sensate

Date: Thu, 26 Feb 1998 14:51:21 -0500

From: "ian brody" ian@miningco.com
 The Great Monotheistic Power

Well, after a little help from Ken (thanks), I've made this post

list-acceptable....

The Great Monotheistic Power (TGMP)

One of the greatest powers of the multiverse presides over the duality

of both the positive and negative material planes, and maintains

multiple realms on both planes where monotheistic petitioners end up

after death on the prime. The Power is gender unspecific, although many

clueless attribute Male or Female, depending on what suits their culture

best.

Names of the power include: The Force, Om, Tao, The Source, The One, The

Word Personality: Usually presents it's "unknowable" aspect to worshippers,

although is also known to be extremely jealous of other powers. There is

a positive and negative side of the God, and usually the worshipper's

alignment will determine which aspect will be worshipped most directly.

Sphere's of influence: Life & Death(or Anti-Life)

Symbols: Cross, an Arc, A Book, Yin-Yang, burning bush, others

This power is worshipped exclusively on the prime and inner planes.

Worshipers can be of any alignment, however, TGMP insists it's

worshippers disavow any loyalty to any other powers, and fosters the

belief that it is the only true power in the universe. It's followers

also tend to take this attitude into the world around them, trying to

expel or convert any non-worshippers from a region, often with whatever

means necessary. Often other deities' practices are enfranchised into

worship of TGMP, and in fact many clueless have actually called the

negative material plane different names for the lower planes, (Hell, The

Abyss, etc..) just because these terms usually described "A place I

probably don't want to go when I die". Contrapositively, the Positive

Material Plane is often referred to as Heaven, after the Seven Heavens.

Many of TGMPs cults have outlawed mages completely, as many clueless are

under the impression that magic somehow diminishes or lessens to awe

given to it's most powerful clerics, however this is not universally

true and is certainly not TGMP's own restriction. Worshipper's may be of

any class, however, great restrictions & benefits apply to it's clerics.

(to be detailed in another post.)

One of the complications with a monotheistic religion is that you have

To believe that what you're practicing is the "one correct way". In order

not to lose worshippers, TGMP maintains many separate realms on both the

Positive and Negative Planes, where petitioners of one particular cult

or another go after death.

Like any of the other powers, TGMP has powerful creatures at his

disposal, often referred to as Angels. Angels are created by the TGMP by

it somehow focusing an aspect of itself into corporeal form.

Angels can vary in HP and strength (see below for

stats for one example; I don't have books with me as i'm writing so not

comfy making more up without DMG and MC to look through.)

Angels can be spawned with aspects from both the positive and

negative planes. If one of these Angels is killed

it's spirit returns to TGMP; however, the debt must be paid: therefore

whenever one of these creatures is killed, there is an adjustment to

life on the plane where the angel was slain.. Whatever aspects of that

angel that are existent in a nearby being are wiped out, in a directly

physical way, in terms of hit points. If an angel with extremely

positive life-giving/healing energy is slain (by presumably an evil

basher), then any good aligned clerics, healers, etc.. have hit points

deducted on a one to one basis until the amount of hp the angel

originally had are accounted for. This sweep of "life adjustment"

extends out in all directions from the place of death until the

requirement is fulfilled. This will rarely slay a person outright, but

perhaps reduce a 12th level cleric to the status and HP of a 1st level

fighter, with permanent loss of any healing powers. If this evil basher

who slew the angel

had a NWProficiency of healing, then even he himself would lose that

skill forever and some HP, depending on the character's personality (was

he always using the healing skill, or rarely? maybe 2-5 hp and 1/2 level

of xp)

Since Angels can take on

many forms, it's difficult to make hard and fast rules about the effect

in any one situation, so the DM must use the best discretion. In this

case of an evil basher, he might lose some HP and a skill, but actually

gain bonus XP for purifying his evilness of these goodly instincts.

On the other side of the coin, Angels from the Negative Material Plane

are often sought out by Paladins (off all powers) to slay, in order to

rid themselves of some bad influence or another. It also wreaks havoc on

the local undead population!

New Creature

Guardian Angel (lesser angel)

Usually appear as human or demi human, depending on worshipper who's

guardian Angel it is. Only have wings if worshipper is winged race. Very

often Guardian Angel appears in the form of a dead friend or mentor of

person who's being guarded (ObiWan?)

HD 5

MV 12

AC 4

THAC0 15

AT by weapon

SA energy beam usable thrice/day inflicts 3-30 hp dam, (save vs death

magic for half). Can grant once/year Alter Reality as per mage spell

only for or in behalf of worshipper who's guardianship Angel holds.

SD Hit by magical weapons only, 20%MR, immune to attacks utilizing

either positive or negative material energy, immune to electricity,

immune to charm/suggestion type spells.

SW if guardian angel dies, person who he is guardian of loses 5 levels

(dies if reduced below 0) This is the effect for this type of angel upon

death (see above), in the case of the Guardian Angel the unique aspect

is the person itself.

A famous old joke in Sigil:

Clueless worshipper of TGMP, shortly after arriving in Sigil, "There can

be no more than one true religion."

Sigil native response, "And probably not even that many."

ian
Date: Thu, 26 Feb 1998 14:52:31 -0800

From: Greg Jensen gjensen@mail.wsu.edu
New Factional Opinions

I have been reading the factional opinions threads with great interest.

However, I think that there is enough room for variation within a faction

to allow other opinions as well.  I most wanted to bring this up for the

abortion question, since I don't think it is as much an ethical question as

it is a metaphysical one, i.e. when does life begin?  I think there are

good and evil people on both sides of the issue, and different members of

the same faction or planar race can have different opinions.  However, I

was late for a weekend trip that day, and didn't have time to respond.  I

thought it might be interesting to do it now, although I can't remember

what all of the original responses were.  This is not to attack anyone's

beliefs, just to show how you can have variations.  I asked a number of

individuals the question, "Is abortion immoral," and here were some of the

responses I got:

Ba’atezu:  It's against the law in Baator, and anyone who is involved in an

abortion will be tortured constantly for 30 years.  However, if you have

the baby and it's not what you hoped for, there is nothing wrong at all

with dropping it down a well to die.  

Yugoloth:  Let's see, what are the alternatives?  Unwanted, neglected

children, trapped in a cycle of poverty.  Birth defects, the quality of

life diminished.  Yes, I would say that something that would prevent these

things is immoral.

Tanar'ri:  Abortion?  That sounds like some kind of Ba’atezu plot!  No way!

Anyone even thinks of having an abortion, I'll rip them limb from bloody

limb.  Then they won't have to worry about it.

Slaad:  Contortion?  That's twisting around, right?  I once twisted a

Ba’atezu, an evil, hated Ba’atezu, a cursed, lawful Ba’atezu, a....(etc.)

Eladrin:  Yes, it is immoral.  If there's anything we Eladrin take

seriously, it's individual rights.  How dare someone even contemplate

taking away the rights of an unborn child!

Guardinal:  Life is sacred, but the quality of life must also be

considered.  This is a difficult decision for any woman, but it is one that

we must allow her to make.  Such a shame can so easily be prevented by

trying to eliminate unwanted pregnancies in the first place, and helping to

care and provide for those children whose mothers are unprepared.

Archons:  Abortion is something to be avoided.  However, if it serves the

greater good, then it must be allowed.  I have to agree with our guardinal

friend on what the better alternative is.  I'd take it a step further, and

actually try to eliminate any activity that could possibly lead to

unplanned pregnancies.  Let's keep people from thinking about sex any more.

Modron:  Primus has no laws concerning this.

Rilmani:  Whatever needs to be done to protect the balance.  Humans tend to

overpopulate anyway.

Athar:  Why would it?  Because some so-called "power" says so?  Don't make

me laugh.

Believers of the Source:  If something is interfering with your ascent to

the Source, then it must be eliminated.  This is a test I cannot take for you.

Bleak Cabal:  Who cares?

Doomguard:  Unplanned pregnancies are the ultimate proof of entropy in

action.  Think how much more glorious entropy the child could create if it

was allowed to be born.

Dustmen:  What would be the point of creating the illusion of life for yet

another lost soul?

Fated:  Yes, it's immoral!  If they didn't want to have a baby, they

shouldn't have fooled around!  And now they don't want to have to deal with

their own foolish actions.  Don't expect me to feel sorry for them.  What's

that?  Help care for unwanted children?!?  Now you've gone too far!!!

Fraternity of Order:  Technically, abortion is illegal in all wards except

the Lady's Ward.  Therefore, it's immoral anywhere except the Lady's Ward

in Sigil.  There are always ways around these things.

Free League:  Yes, it is immoral, and don't try and give me your screed

trying to justify it!

Harmonium:  Abortion?  We have a lot more important things to deal with

than that!  Like, why aren't you a member of the Harmonium yet?  You better

come with me...

Mercykillers:  Anyone who tries to illegally stop a woman from having an

illegal abortion will have to face my wrath!

Revolutionary League:  Hey, it's all a plot by The Man to bring us down.

You see, by making abortion readily available, they are keeping the

underclass from reproducing.  It's institutionalized genocide.  We have to

smash down the oppressors, and eliminate abortion!  By the way, I'm a Cipher.

Sign of the One:  Hmm, I never thought about it.  I guess that means it isn't.

Society of Sensation:  Say, now, that's something I haven't tried...

Transcendent Order:  Either do it or don't, but stop asking questions.

Xaositects:  Purple. (This was the most enlightening comment I could get)

Anarchs:  You!  Human!  What are you doing in our city??? (Note:  Don't ask

the Anarchs again)

Dispossessed:  I suppose you think it's "moral" to bring someone unwanted

into this world.  Do you know what it's like to have nothing, to be

despised by everyone?  Do you want me to show you what it feels like?

Ring-Giver:  If people would only be more charitable, you wouldn't even

have to ask this.  

Guardian:  I have to agree with the Guardinals on this.  It is not our

place to make decisions for others, only to protect them from evil.

Rager:  Abort this!  Yahhhh! 

Merkhant:  Yes, it is extremely horrible!  Most of the people who seek

abortions are poor.  There is hardly any profit margin in it at all!  It's

much better to make them have the children.  That way, you have a cheap

source of labor or slaves.  There is much more capital to be gained that way.

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Fri, 27 Feb 1998 16:33:10 -0500

From: "Flame" <flame@ican.net>

Dwarven Stone Master

this was written for the Realms but I though I post it  here to see what all

you fiends think.

People have reported great pyramids that have only now been notice across

>the Planes. It seems the dwarves built them, but how and why no one know,

>and the dwarves are not saying.  Some traders bring a story back from the

small town where a pyramid was attacked by fiends.

>

>"Well we had Beshaba eye on us that day when we were attacked by a scout

>group of fiends . Our guards displaced them but we lost 1/2 our people. It

>seems they were the tail end of a very large army heading for a nearby

dwarven city

>or more precisely the NEW pyramid. We arrived to see a sight that I will

>never forget. A large attack force, maybe 10,000 fiends were attacking this

80 foot triangular stone building. A small group, no more that 100 dwarves

>stood back against the stone fighting the uncountable fiends. But before

our

>eyes as each fiend wound them they heal it!. A lone dwarf exited the stone

>building and while in the doorway pointed to a area and the stone seemed to

>melt away dropping over 1000 fiends into this 500 feet by 500 feet pit.

Then

>the rock flowed over the area, burying them below and all this dwarf did

was point! After 10 hours of battle and only 10 dwarves dead, every last

fiend

was dead. The same dwarf pointed again and all the bodies of the fiends fell

into

>a even larger pit and were covered over. We waited another hour and came

>into town, not saying a word about what we saw."

>

>So you want to know what this is all about. Well if you want to use this in

>your game I will put a spoiler next so non-DM dont read it.

>

>Spoiler

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>OK this use of stone and pyramids is from another class from Rifts. They

are called Stone Masters and they use psionics to shape stone and rock.  It

is written that in the age before humans all dwarves had the power over rock

like these few dwarves today. But something happen and the gods removed this

power from  them. It has not been seen for 6000 years and for some reason,

gods(and DMs)only know, it has returned in some special dwarves. Maybe it is

the fact >that the dwarven race is on the decline or that the orc god has

made new>threats against the dwarves. The fact of the matter is that there

are a

>handful with these powers. The pyramids help them increase the powers over

>rock and stone and each has some powers if a Stone Master is inside one. It

>only take 6 months to make it so you can place them anywhere that is near a

>Dwarven town.

Stone Masters

Stone Master have a gift to shape rock and stone. It is as if the rock were

a living substance psionically linked to the Stone Master. It makes no

difference to the Stone Master whether he works above ground or below, his

work is always strong and dependable. The seen Toril as a giant, natural

rock garden filled with sculptures and crowned with rolling hills and

magnificent mountains. A Stone master sees beauty in a boulder and the

curves of a hill. They have no greater loyalty other than to protect and

promote the beauty of the land. To a Stone Master, a statue of  demon is as

beautiful as the statue of a women. It is the craftsmanship and love put

into making it that they see, not just the image.

Required: Str 13 Con 16 Int and Wis 12

Prime: Con and Wis

Races: dwarves and  half-dwarves

Alignment: any good

Lvl Limit:15

Required prof: Stonemasonry, sculpting, mountaineering

Powers:

2.  The use PSP like a psionicists and gain PSP like them too.

3.  The only need 4 hours of rest or sleep to gain back all their PSP. If

inside a pyramid only need 2 hours(see below for pyramid powers)

4.  Mold Stone: Can mold solid granite or any type of stone/rock with his

bare hands as if it were clay. It keeps its hardness for other even when it

is being molding! Can make stone weapons and fabulous statues without any

tools. Can make bricks and blocks of stone  from squashing together pebbles

or sutting them out of boulders, as well as smooth out chips and cracks.

Must make a sculpting check to do properly. PSP Cost:10/hour.

5.  Push Stone: The master can dig though any form of rock similar to mold

stone. In an inexplicable way, he can push, scoop, and remove areas of stone

to create an indentation or hole in or though a stone structure. By pushing

the stone out of the way there is no debris. Can push rock away like it was

clay. Can push though 500 pound in a min is working quickly. Can pull the

rock up to from a wall or a shield which takes one round. PSP Cost 2/round

6.  Pick up and carry incredible weights of stone: They can pick and carry

massive amounts of weight in stone, including all varieties of rock, shale,

and gems. Weight equal to 1000 times their normal max press can be lifted

and moved. Other substances weight normal. PSP COST: 1/round

7.  Move Stone Mentally: Used for transporting rocks and building. Can pull

rocks out of the ground and/or cause stones to roll along the ground towards

him or to a particular area within 1000 feet. He can move the stones to

create a design/picture on the ground, a pile, or a wall of piled rock.

Rolls on ground at MV 11. If used to attack has -4 to roll. PSP COST:

2/round

8.  Levitation and telekinesis of stone:  Can mentally levitate rock

straight up or down and slowly move them through the air as if by

telekinesis. Levitation and telekinesis  of rock is usually used for

building and stacking and moving bricks, blocks, and materials. Can levitate

a stone platform with someone one it, but he counts against the total weight

of the rock. Can levitate 50 pound/lvl and can move it only 30 feet/lvl up

or down or away from himself. Makes an OK attack it they dont notice it.

Always -3 to  hit. 1d6 dmg for 15 lbs, 2d6 dmg for 16-50 lbs, 3d6 dmg for

51-100, and 1d4x10+10 for each extra 100 lbs of rock. PSP COST: 5/20 lbs

9.  Sense Water: Can sense the location of water below ground with a 35%

+5%/lvl chance of accuracy. Sense is 1 mile/lvl

10.  Sense Earth being under the earth: Can sense creatures that are native

to the Plane of Earth and any earth based plane(material ect) that are

inside the earth. Range is ½ mile/lvl and up to 200 feet deep/lvl  with 30%

+ 5%/lvl of accuracy.

11.  Locate Secret Passages: This power puts the elves power to shame. Can

find secret compartments built into stone structures, secret doors in stone

walls or floors. Range is 5 feet/lvl and has a 30%+ 5%/lvl to find, half

when not looking.

12.  Shape gems: Can used gemstones to release the power inside them. The

master can mentally shape  a gem stone as if it had been cut and polished by

a professional, adding facets and accents as desired. Must hold the gem and

requires several min of concentration to "Shape" a gem. Elegant and

intricate designs can be accomplished and are especially desirable as

earrings, rings and necklaces. This power enable the master to cut rough

stones into jewelry quality gems, or to disguise stolen gems, changing their

original appearance. These gems are of superior quality and will get 100%

more for what they are worth. Must make a gem cutting check and can use 1

PSP for get a +1 to roll , to max of +5.

13.  Use Gems as power sources: Master can draw magic and psionic powers

from certain precious and semiprecious stones, particularly crystals. All

stones must be free of any serious flaw and must be cut and polished to have

a faceted appearance. Only whole stone can be used. Only one type of power

can be focused and released at one time. Small stones can be used 3 times

and large stones can be used 6 time before turing to dust. After used once

is cracked and worth ½ amount. Must touch or have next to skin to use and if

dropped or lost power stops and it still counts as being used. Can release

one power/round and each power lasts 1r/lvl. PSP COST: 5 for worthless stone

like salt, 10 for semiprecious, 20 precious, 30 for gems or jewels. NOTE: I

dont have a list to post and will take a long to make up. Look in Volo’s

Guide to all things magical for a list of gems and powers. But they will not

be the powers that it says normal people can use, they will be other powers.

Disadvantages

1. All powers are lost if not touching the ground. If in air start to LOSE

hps at a rate of 1/round.

2.  All air spells do double dmg and all saves are at -2.

3.  Creatures from Air Plane attack on sight

4.  Cannot wear any armour

5.  Weapons must be made of stone

HD:1d8

Thac0: as psionicists

Prof: gets psionicists and general

Can multi-class as Stone Masters/Fighter or Stone Master/Thief or Stone

Master/Cleric( of earth god ONLY)

Anyone wanting the powers of the pyramids email me, but don’t have them done

yet so be patient

Date: Tue, 3 Mar 1998 17:57:24 -0500 (EST)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Archonite priests

<ahem>

Here's a Faiths and Avatars-style description of the priests of the Archonites. 

For those of you who missed this sect when I posted it, the details are on my 

page.

          Powers Template, a la Faiths & Avatars

          This file is copyrighted 1996 by TSR, Inc.  All rights reserved.

The Crown Archons

(Archangels, Glorious Bright Ones, Watchers)

Greater Powers (as a whole) of Mt. Celestia, LG

Portfolio: All kinds of goodness; the giving of just and fair laws; wisdom; 

death.

Aliases: None

Domain Name: Chronias (yes, the whole layer)

Superior: None known (Sophia and The Lord of the Spirits are both named, but 

there's no proof either exists)

Allies: All powers of Mt. Celestia, many of Arcadia, K'un Lun, Bytopia and 

Elysium, especially Ilmater.

Foes: All fiends, and especially the Lords of the Nine and the Abyssal Lords.

Symbol: No one symbol is used, but the following have seen currency: 6-pointed 

star, scythe, mountain, pair of wings addorsed.

Wor. Align.: Any good, but especially LG and NG. Some LN and a very few N or LE.

The Crown Archons are the legendary rulers of Mt. Celestia. Related to the Tome 

Archons in the same way that the Lords of the Nine and Ba’atezu Nobles are to 

the Dark Eight, they are said to include Azrael, Raguel and Israfel (and 

Gabriel, Raphael, Michael and Uriel if you so choose). Their devotees 

claim that they are all the forerunners of a coming power called 'Wisdom' 

who will show all races how to live with good sense and in true harmony.

They are depicted in art as being vast, beautiful angelic creatures. Each 

carries an emblem of their field of interest, ie: A trumpet for Israfel, a 

scythe for Azrael, and a crown of shining stars for Raguel. They are 

worshipped by many races, but have particular popularity amongst humans, 

bariaurs, dwarves, aasimar, (peculiarly) tieflings, and any LG races 

peculiar to your campaign may be interested too. 

Avatars: The Crowns have no avatars, but instead posess archons and 

aasimons as they need to communicate their will to mortals.

Other Manifestations

The Crowns sometimes send prophets to tell their chosen people (or 

sometimes others) of their will, although such an event has not occured 

outside the prime for some hundreds of years.

They also manifest their pleasure or displeasure in natural forces such as 

fire and the wind. And an especially lucky mortal may sprout wings for a 

short time to rescue them from danger.

The Church

In the headings in this section, the following abbreviations are used for

character classes: C=cleric, Cru=crusader, D=druid, SP=specialty priest,

Mon=monk, Mys=mystic, Sha=shaman, F=fighter, Pal=paladin, R=ranger, W=all

wizard classes, M=mage, Abj=abjurer, Con=conjurer, Div=diviner, Enc=enchanter,

Ill=illusionist, Inv=invoker, Nec=necromancer, Tra=transmuter,

Spell=spellslinger, T=thief, B=bard. Note that the spell singer wizard character

class is described in Wizards and Rogues of the Realms.

Clergy: Clerics, Crusaders, Paladins, Speciality Priests.

Clergy's Align.: LG or NG

Turn Undead: All: Yes

Cmnd. Undead: All: No

All priests of the Archonite faith may choose one of the following bonus 

proficiencies: Languages (Classical common); Planar survival (Mt. Celestia)

Dogma: The Archonites teach that the archons are the purest and truest 

beings in the Multiverse, and that they epitomise a wisdom that is 

beneficial to all. A more detailed discussion of the faith can be found on 

my page.

Day-to-Day Activities: All Archonites are expected to adopt the sect of 

the same name if they can. Archonites worship once a standard week, in 

their temples, which are usually called churches. These, too, are 

described on my page. No physical sacrifices are required of Archonites, 

although charity is encouraged strongly. Archonite services usually 

involve eight or more sung hymns or canticles, and a special blessing 

administered by the priest.

Important Ceremonies/Holy Days: The two most important feasts of the 

Archonite calendar occur at exactly opposite ends of the year. Hopetide is 

the time when all Archonites celebrate the hope they have, through 

revelation in their holy scriptures, that Wisdom, Sophia herself, will one 

day come and restore the world to its senses. The first day of Hopetide, 

Esperance, is preceded by the Quiet Eve, a night of meditation and 

fasting. The actual feast of Hopetide, which lasts for two weeks from 

Esperance, is spent praying, attending celebratory services, with much 

singing of hymns and canticles, and eating traditional foods such as 

chicken and fhorge. The other great feast of the year, Culpabilitie, is a 

time for worshippers to call to mind their sins and failings in the past 

year and to pray for forgiveness and guidance. During the principal 

service of Culpabilitie, the priest magically marks the back of each 

supplicant with the sign of a pair of wings. The mark is red or purple, 

and covers the whole back, lasting for at least two weeks, and vanishing 

when, after two weeks, the worshipper receives a weekly blessing. The 

imposition of the mark requires the back to be bared, and the worshipper 

usually kneels and leans forward while this is done. Culpabilitie is the 

prinicpal feast of the Penitent tradition, while Hopetide is favoured by 

the Sapient and Militant branches of the church.

Major Centers of Worship: The main churches of the Archonites are the 

cathedrals at Excelsior (actually at Monks Higher, two miles outside the 

city) and at Yetsirah, and the pro-cathedral of St. Azrael in the Rue 

Morgue in Sigil. Other churches are found throughout Arcadia, Mt. 

Celestia, K'un Lun, Avalon, Bytopia, Elysium, Arborea and the Outlands.

Affiliated Orders: The only military order officially associated with the 

Archonites are the Order of the Stars, based at Fortitude. They accept 

only human members, and are not really well-regarded by the rest of the 

church. They cooperate closely with the Harmonium.

Priestly Vestments: An Archonite priest traditionally only wears full 

vestments when celebrating services in church. Among the Sapient 

tradition, all priests tend to wear white robes with gold or silver trim, 

consisting of a white cassock, a cream or white amice and surplice, a 

cope, chasuble or tunicle of some seasonal colour (see below) and a white 

stole with the ends marked out in the colour of the season. The Penitents 

tend to substitute grey or black for white, and do not use metallic trim 

outside of hopetide. They also forego the over-robes (cope, etc.) much of 

the time, and see nothing wrong with celebrating a blessing service robed 

only in a cassock and stole. The Militants wear the same as the Sapients, 

but never wear over-robes, always have a red girdle on over everything 

except their stole, and sometimes wear red cassocks, particularly on the 

feast days of martyrs. The seasonal colours are as follows:

The week up to and including Quiet Eve: Unbleached cotton

The whole of Hopetide: Gold or cream

Hopetide to the day before Esperance: Green

Esperance and three weeks thereafter: Grey

Feasts of archons: White

Feasts of canonised priests: Sky blue

Feasts of martyrs: Red

Feasts of lay saints: Navy blue

Other times: Pale pink

Adventuring Garb: All priests of the Archonite faith wear one or more of 

the listed holy symbols about their person at all times, usually on a ring 

or around the neck on a chain or cord. When adventuring, they may choose 

to wear a tabard with a picture of an archon on if they wish, but this is 

not compulsory. There are no hard-and-fast regulations here, but priests 

of the Militant tradition make sure they have a red girdle or armband on 

if at all possible.

Speciality Priests

The experience progression table for all priest types is found in 

Faiths and Avatars: Appendix 1: Priest Group Classes.

Requirements: Wis 14

Prime Req.: The PR rules are munchkiny, ok? No XP award is given for good 

scores in this class. The PR, for reference purposes, is Wisdom.

Alignment: LG or NG

Weapons: Archonite speciality priests may only fight with swords or maces.

Armor: Archonite speciality priests may use any armour, but it must be 

consecrated by a superior priest when it is first worn, and must be of 

excellent quality (double the prices). Also, provocative styles of leather 

are frowned upon.

Major Spheres: Healing, Wards, Sun, Necromancy (beneficial versions only) 

(I don't have a complete list of spheres in front of me, so I may be 

missing something obvious)

Minor Spheres: Guardian (again, I don't have a complete list); Law 

(Penitent-tradition priests get major access to Law); Thought 

(Sapient-tradition priests get major access to Thought); Combat 

(Militant-tradition priests get major access to combat and minor access to 

war, but have only minor access to healing). NB: priests may only 

subscribe to one tradition. I'll complete the list ASAP.

Magical Items: Archonite priests may only use magical weapons of the types 

of weapons they can normally use, items restricted to priests, and items 

usable by all classes.

Req. Profs: Religion (Archonites)

Bonus Profs: In addition to their free proficiency for being Archonite 

priests at all, speciality priests of the Crown Archons
gain the other 

proficiency listed as well.

Granted Powers

* Aasimar and dwarves may be Archonite speciality priests.

* Archonite priests may cast light as the 1st-level priest spell once per 

day.

* At 3rd level, an Archonite may cast Mark of the Angels (as the 

second-level priest spell introduced below) twice per day, unless the day 

is of no religious significance to the Archonites. However, it's 

considered unwise to use this power outside the week following 

Culpabilitie.

* At 5th level, an Archonite priest may cast cure serious wounds as the 

priest spell once per day.

* At 9th level, an Archonite priest may _commune_ with the archons once a 

month.

Spells

Second level spell

Mark of the Angels (Alteration)

Sphere: Law

Casting time: One turn

Area of Effect: One person per level

Duration: Special

Components: V,S

Range: Touch

Saving Throw: N/A

This spell is only usually employed when a member of an Archonite church 

has made a special confession, or during Culpabilitie. The subjects (who 

must be willing) are touched on the back (which must be bare) by the 

priest at the end of ten minutes of solemn prayers and canticles. A mark 

like a pair of archons' wings appears on the recipient's back, usually in 

red. If the recipient is not a faithful Archonite or devotee of some other 

good religion, the wings are batlike instead. They remain for two weeks, 

and then disappear as soon as the recipient receives a blessing from an 

Archonite priest (of any kind). The mark stings slightly, but has no 

detrimental game effects, and is worn mainly as a sign of penitence.

Fifth level spell

Mass penitence

This spell is identical to the above spell except for its level, and the 

fact that the area of effect is ten people per level. Note that this 

spell's level restricts it to the Penitent tradition.

Comments?

- -------------------------------------------------------

Alex Roberts               Tiefling }:-)

The Tiefling's Exultation

http://exultation.home.ml.org

Tiefling@exultation.home.ml.org
Date: Sat, 07 Mar 1998 13:14:53 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

Paladins

The discussion of knights vs. paladins is just compelling me to present

my Knight class I made up a few years ago.  It was designed using the

rules in the DMG for new class creation, with a couple of tweaks.

  I really *liked* the idea of the cavalier class (with paladin as its

subclass) that came with Unearthed Arcana so long ago, and I kept it

around in this modified version when AD&D 2d Ed. came out.  I think the

mental quirks and physical abilities of knights make them juuust

different enough from the typical fighter that they deserve their own

class. (mostly I think the kits do a good job of creating sub-archetypes)

  To keep this tenuously PS related, I'll note that I run my Githyanki

knights using this class.  Their steeds are, frighteningly, red dragons.

(li'l ones for the less powerful knights, but still!)

	Level
	XP
	HD (d12)
	Knights are the ultimate medieval

	  1
	-
	  1
	fighting machine, the horsed equivalent

	  2
	2500
	  2
	of tank gunners.  Knights must be 

	  3
	5K
	  3
	ethical and physical paragons, lawful in

	  4
	10K
	  4
	alignment with superb abilities.  Min.

	  5
	20K
	  5
	stats are 13 for STR, DEX, CON, WIS, CHA

	  6
	40K
	  6
	and 10 for INT.  The prime requisites 

	  7
	80K
	  7
	are Strength and Constitution.

	  8
	160K
	  8
	  Knights receive 12-sided HD for 9 lvls

	  9
	325K
	  9
	and +3 HP per level thereafter.

	
	+325K/lvl
	+3HP/lvl after
	  They use Warrior STR & CON bonuses and

	
	
	
	combat and save charts. Saves are at +2.


KNIGHTS

  Knights may only use knightly arms and armor.  A knight will fight

bare-handed and naked before battling in leather armor with a pole arm.

Knights must always bear a shield with their coat-of-arms displayed on

it in combat, and may not wear any armor LESS protective than chain mail. 

They are restricted in weapons usage to:  lances, one-handed swords,

daggers, spears, javelins, and the horseman's mace, flail, or pick.

  Knights gain proficiencies at the warrior rate and may choose them

from the warrior and general tables.  Their initial weapon choices must

be: lance, sword and either horseman's mace, flail, or pick.  Non-wpn

proficiencies at 1st level must include Etiquette, Heraldry, and Riding.

  Knights rely almost exclusively on these weapons in combat, and train

accordingly.  At first level and every 6th thereafter, a knight gains +1

with lance.  This pattern is repeated at 3rd and 5th levels with his

sword and chosen horseman's weapon (flail, mace or pick).  The knight

gains both +1 to hit and damage with these weapons, and strikes one

level faster with them as well (1/1 becomes 3/2, 3/2 becomes 2/1, etc.)

Knights may not otherwise specialize with weapons or gain increased

numbers of attacks per round.

  Knights use magic as do warriors.  But it is unseemly for a knight to

rely overmuch on magic, so they may own no more than 6 magic items.

  Knights are virtually always mounted.  They automatically receive a

steed at first level without having to pay for it.  At 4th level and

beyond, a knight may seek out his warhorse, a special charger-level

horse of keen intellect and sure foot, worthy of a powerful knight.

  Finally, the knight is such a tower of iron will, so courageous and

brave, that he cannot be easily influenced by magic.  Knights are

utterly immune to magical fear effects and can radiate the equivalent of

a REMOVE FEAR in a 10' radius simply by standing fast and rallying their

comrades.  Knights gain +4 to save vs all other Enchantment/Charms.

  Aside from humans, only Centaurs (a specific order of knights) Elves,

Half-elves, and Dwarves (riding war-boars with spears and hammers) may

become knights.  Non-humans are limited to 9th level in advancement.

  Knights must always obey their code of chivalry, which in addition to

the requirements listed under the Cavalier kit on p.24 of the Fighter's

Handbook, requires the knight to pay 10% of all earnings immediately to

his liege.

  Two kits are available to knights.  The Noble Warrior (Knights are not

of noble birth unless they take this kit) and the Beast Rider kits from

the Fighter's Handbook allowed.  Beast riding knights must belong to a

special order which promotes riding a particular steed.

  (Now that my game's gone planar, I'm allowing other races (NPCs) to be

knights as well.  Githyanki are the only ones that I've used, but I'm

considering special orders of bariaur and perhaps formians.  Oh, and in

case it wasn't apparent, the half-steed races don't get warhorses! :)

PALADINS

	Level
	XP
	HD (d12)
	Paladins are a subclass of knights.

	  1
	-
	  1
	Everything that applies to knights

	  2
	2750
	2
	applies to paladins as well.  However, 

	  3
	5.5K
	  3
	the paladin must be even more perfect 

	  4
	11K
	  4
	than the knight.  A paldin must be LG

	  5
	22K
	  5
	and have stats of 13 for STR, DEX, CON,

	  6
	45K
	  6
	and WIS, INT 10 and CHA 17.  His prime

	  7
	90K
	  7
	requisites are Str, Con, and Wis.

	  8
	175K
	  8
	  Paladins must follow the knightly code

	  9
	350K
	  9
	and supplement it with total dedication 


+350K/lvl & +3HP/lvl after
to virtue and morality.  They are also





subject to all knight restrictions.

  Only humans and dwarves may become paladins.

  Paladins gain priest spells at 7th level.  They receive spells from

the spheres of All, Combat, Healing, Divination, and Protection.  Spell

casting maximums are reached at 18th level, when the paladin has three

spells each of levels 1-4 and is the equivalent of a 12th level caster.

  Aside from this material, paladins are as described in the PH2.  The

+2 saving throw bonus is not increased; it is the standard knight bonus.

  As you can see, these versions of knighthood wouldn't play well with

the kits that Rasgon suggested.  A lawful alignment and threescore

pounds of armor doesn't mesh well with barbarians, amazons, and cowboys.

  They do mesh with what Greg Jensen was saying about knights being non-

good versions of paladins.  That's the image I wanted to convey with the

class. 

Mr. Niceguy

"Orcus is doing bad things.  Here's a hundred gold pieces.  Get him."

jtwright@sysnet.net       ICQ# 1571159

Visit the Cage at http://www2.sysnet.net/~jtwright/cage/

and scan the dark on hundreds of NPCs for Sigil!  (now with Phlogiston!)

Date: Sun, 08 Mar 1998 23:15:28 -0800

From: Jason Ng psychot@islandnet.com
Chant on the Illithid Empire

Here's something that I thought up.  Using info from various sources I bring

this out, and wait to see how it will be disproved by the Illithiad.

Looking into the Dark of the Illithid Empire

 Perhaps today in this phase of time you might ask, "What's the soddin big deal

with all those Mind Flayer Rubes?"  Other than the fact that it is in fact you

that happens to be the rube, the deal is this...  The Illithids have vast power

at their potential, and control untold numbers of worlds through out the

prime's crystal spheres.  While those encountered outside their territory seem

few in number and hardly enough to be a significant threat, there's one thing

that remains true is that everyone of them is potentially quite dangerous.

 And here's one thing that will frighten you berk...  The Illithids had far

more power than they have in the past.  Back in those time the Illithids were a

huge empire, they not only controlled a huge portion of the prime, they also

rules in the Astral and Ethereal planes.  You see that Eladrin and Ba'atezu,

Archon and Tanar'ri, Modron and Slaadi alike were threatened by the Illithid

Empire.  This very ancient empire had the power to make the residents of the

planes beyond the Astral and Ethereal to be peery of them.

 I'll try to attempt answering some of the questions of the mysteries left

behind the Illithid Empire buried in the flow of time.  Believe me, following

around your githzerai friends on Rrakma hunts does not tell you much about the

Illithid, and I do know what they're capable of as I've been a part of Rrakma

hunts.

 For this publication, I hope to possibly take another look at what past

greybeards like Ronassic have done.  My research has been done with the help of

looking into possible past locations of Illithid cities, reading Githyanki and

Githzerai historical accounts, and digging through resources pulled from the

City Courts, the Hall of Records, the Anarchists Information Underground, and

from Kesto Brighteyes owner of the Parted Veil.

 And there is one last word before I start, I do not guarantee this chant to be

any bit accurate.

Just when did those Sods have there empire?

 Well its certainly a long time ago, before many prime worlds even existed.  We

know through that the human race did exist during the time the empire existed,

as humans were often used as slaves and livestock.  You see a particular bunch

of human slaves rebelled under the name of one called Gith.  And it is around

the time that the Githyanki and Githzerai races were formed the Illithid empire

fell.  The Githyanki were especially ruthless in their vengeful war against the

Illithids, they certainly didn't stop when they drove the squids out of the

Astral.  Its said they even went into the Ethereal (not likely in my opinion)

and on to the prime to exterminate them.

 Now as to when the empire was created is the big mystery.  Its confirmed in

most cases that the Blood War was being fought when the Illithid Empire rose,

so they aren't that ancient.  Its often difficult to determine just what was

the dominant racial empire on the prime at any given time, even today while

many say human (I shudder to think of that fact), many others point to the

"goblin" races being far more numerous.  A source on the prime said they came

in after the Reigar, Juna, and Thri-Kreen empires.  But there are many

objections to this.  Its possible that the dark of the disappearance of the

Juna was indeed due to the appearance of the squids themselves.

 So how many years does that make it?  I say a lot.

Just what was the empire possibly like?

 Its well known that Illithids have telepathic abilities and therefore they

share their thoughts together quite often.  Its said an Illithid's thought are

always open in the public for all to know.  Taking this into consideration they

are a completely peaceful and harmonious bunch, which makes me completely sick

to even think about.  Of course they're not harmonious and peaceful to their

slaves.  They way they treat slaves is even far worse than how humans treat

farm animals as the members of the Verdant Guild would say.

 The Illithids are fascists, while they don't have the Ba'atezu's reputation

for fascism they're still very cruel. Think of a empire as being one that

combined a lot of the worse habits of the Harmonium and the Ba'atezu together,

and then you'll begin to think what its like.

What did the empire have?

 They had great accomplishments greater than most things, humans have done

today.  They lived in huge cities that were said to reach the skies of their

planets.  Many had specialized magically created servants to each to a job of

expertise.  Huge monuments and other artwork existed to boast the strength of

their empire.  And they went across the prime in either a complex network of

teleportation circles, and mighty ships many said to rival planets in size

(don't go thinking the Nautilus class ships were the only ones they had).

 They certainly ruled the prime.  In the Astral one of their huge cases is what

is now known as Tu'narath, the current Tu'narath is but a small fraction of the

one in the past (I know, I know they're very inaccurate terms to use referring

to the Astral).

The origin of the Illithids?

 Some chant says the Illithid were once were from a Crystal Sphere now known as

the Astromundi Cluster.  An ancient human civilisation fought a war against the

non-humans of the world Astromundi, to get back at the humans the non humans

brought curses on humans.  Mutant children were born and they were thrown out

of their society, eventually becoming the Illithid.  Its also said the Tanar'ri

were actually the ones that wiped out the remaining humans.

 I find this origin to be a bunch of screed, as there is evidence that points

to the Illithid being older than that.  Its very possible they existed around

the spheres long before that, before humans even existed.  There are two

theories at work here the first one is evolution, as time goes on creatures do

change, they grow into something else over countless generations of breeding.

While I won't provide the full details, its said that from squids and other

mollusks is where the Illithids evolved from, while some other mollusks

eventually evolved into fish, then amphibians, then reptiles, and then various

mammals.  Humans are said to have evolved from apes by the way, while orcs

evolved from boars.

 This goes along with the theory of parallel development which is where things

in different places are the same as they are everywhere.  This explains why

there are humans, dogs, cats, dwarves, elves and goblins on so many prime

worlds.  Thus it can be said Illithids were around before, the Astromundi

Incident at the most created another type of Illithid, the curses brought on

those humans probably came from elsewhere, either a coincidence that follows

the parallel development theory, or perhaps it was an ancient Illithid method

of assimilating non-illithids into their own.

The role of their powers?

 The Illithids were said to not have much of a belief in the way of the planes,

they had very little in the way of gods, and only knew of the planes by

discovering it.  So therefore the Illithids beliefs did not have a significant

effect on the planes, but the squids did have some gods though.

 There were two Illithid powers, Illsenine the supreme Illithid god who is one

of the most powerful and mysterious of all powers.  The other is Maanzecorian,

quite possibly a Illithid that ascended to god-hood, its unfortunate that the

sod isn't around anymore.

 One theory points to the fact that Illsenine was part of a extremely ghastly

Ba'atezu experiment committed on my "people" tieflings.  It's said their dead

brains were all thrown into this pile, and that pile became Illsenine.  And

thus Illsenine either created the Illithids, or it found them and they started

to revere him.

 Another says that Illsenine just is, much like how many other powers are said

to be.

 Now here I go backing the Athar up that powers aren't all that divine.

Another bit of chant I hear is that the squids wanted to make a "supreme

brain", perhaps they wanted to do so to create a massive telepathic network

that could span across crystal spheres, and planes.  Or perhaps they needed a

ruler, one that would rise above them because they saw conflicts in ambitions

for the power of a particular Illithid individual.

 The creation of Illsenine in this theory was said to be the greatest

achievement by this ancient empire.  Certainly Illsenine is said to know almost

all their is to know of in the multiverse, every Illithid is also said to be a

proxy of the elder brain, as it can see through every Illithid (and Cranium

Rat).

 Maanzecorian was an individual among the squids that rose to the rank of a

power.  It became a rival to Illsenine, but never approached Illsenine anywhere

near the elder brain in power or influence.  Its truly sad that its life ended.

The fall of the Illithid empire?

 Graybeards on the prime as clueless as they are, often attribute the fall of

the empire due the Beholder race uniting after realizing the threat of the

Illithids.  They nearly wiped out the squids but its said by them that stopped

when the hatred between the various beholder nations divided them again.

 I say its an highly unlikely cause for the fall of the Illithid empire.  It

can be more likely attributed to the slave uprising lead by Gith.  When she

rose up against the Illithids, many followed, on other countless worlds many

other slaves did the same thing as Gith's followers.  The Illithids depended on

their slaves to do most of the labour for them, not because they were lazy as

we'd like to think, but because they were said to lack the strength and

endurance to do so.  And when their slaves turned against them many of their

masters fell to them, but many more slaves were also slain by their masters.

Nevertheless without their slaves, the squids couldn't really do a sodding

thing.  Their cities and their empire fell apart.

 Some say that the fall of the empire, was done by the combined attacks from

many sides.  Its probably true in some way that the beholders and the followers

of Gith fought against the squids, And that the plane-borne races say an

opportunity to attack.  Its not that the Blood War paused between the Tanar'ri

and Ba'atezu, but that the two races diverted some of their forces to deal with

the squids.  Eladrin agents are said to be responsible for some of the slave

uprising, and its said that the Eladrin also helped Zerthimon form his

convictions against Gith who they saw eventually taking the same route that the

squids were.  Let's not forget the inner planes as well, they were also

threatened by the Illithids as well.  The genies were said to have really been

responsible for the fall of the Illithids in the Ethereal plane.

 Strangely enough some point their fingers at the Dhour as one of the factors

in the fall of the empire.  But its thought that the Dhour are a relatively new

race to the planes, the blobs of amorphous slime that roam the Astral and

Ethereal are said to be only around for a few decades.  I find the theory on

the Dhour involvement to be unlikely.

The Illithid today

 Well they certainly aren't as powerful as they were before.  Their great

empire has fallen, and most of their major worlds too have fallen.  They live

in countless numbers of prime worlds but not many of the planets they live on

do they rule.  Some chant says there is a few Illithid worlds have the former

glories of their past.

 On many worlds Illithids have been hunted down by humans, elves, goblins and

other surface dwellers.  Before Illithids would usually live on the surfaces of

planets, but know they have almost all been forced into the underdark of many

worlds.  Its said that years of living in underdark have made the Illithid

uncomfortable in conditions on the surface.  But other accounts say, that they

were always like that, its just that the past empire was able to control the

conditions on the surface to their taste.  One possible world is Ssirik Akuar a

place where I went with a Rrakma band, the planet's rotation has been stopped

and there is one side that's eternally dark and cold, and another that's bright

and hot.

 But stopping a planets rotation was one of their cruder methods, its said they

used forms of darkness spells and control magic to make their planets suitable.

 The Illithids have gotten themselves a lot of enemies today, almost everyone

hates them especially the Githzerai and Githyanki.  The most common races

Illithids deal with are Beholder, Drow Elves, Neogi, Aboleths, Duerger, and

Derro.  Another thing noted is that its said that cranium rats didn't exist

during the time of the empire, but now they are spread through out the planes,

especially in Sigil, in fact their may very well be more of those rats in the

cage than there are people.

Related races

 Well there are Illsenine's Zombies which can be found in the Caverns of

Thought which is the Elder Brain's realm, they are created by sods who've

actually decided to go there.  Then there's the Cranium Rat vermin, which

scurry along everywhere through out the whole soddin cage.  The Cranium Rats do

serve Illsenine, and worse yet the more of them that stick together the smarter

and more powerful they become.  Some worlds on the prime are said to have

fallen due to plagues that Illsenine's cranium rats have brought.

 Next on the list are the Eaters of Knowledge, the walking heaps of brain

matter and other guts that personally seek knowledge for Illsenine.  They are

like celestials to the squids, something that they look up to.  They go around

physically absorbing the brains of sods they come across.  Some advice from a

blood like myself is avoid them at all costs.

 Grell in some way look a little like how Illsenine looks, but they have no

connection at all to Illsenine or to any of the squids.  Kraken are what some

rubes think are just giant intelligent squids may in fact be wrong, but they're

said to have nothing at all to do with the illithids.  And then there's the

Krakentua that look awfully like illithids except they have octopus heads and

they're about 80 to 100 feet tall.  The similarities can't be all dismissed, as

in many ways they do have the same intentions, except they act more like

Tanar'ri.  Perhaps they were once Illithid, or they are just a race that

evolved along them, much like giants and humans.  If any of these races do have

a connection to the illithids its that they evolved from the same source which

are mollusks.

- -from Janus Nguyen a planewalker, chivman, boom-stickman and spellslinger for jink, and a part time researcher of darks.

(This was really written by Jason Ng a sod with nothing else to do at the

time.)

Date: Thu, 12 Mar 1998 03:10:47 -0500

From: "John W. Mangrum" iggy@capital.net
Ethereal demiplanes


Mr. Niceguy wrote:

> 

>   The person who originally posted the demi-plane list was Chua,

> (magianchua@aol.com) who hasn't been seen around these parts since,

> oh, December.  He posted the list back in June through August, as part

> of a thread speculating about the other planes I hinted at in my "Nine

> Dimensions" article.  I've saved bits and pieces of the thread, mostly

> consisting of a conversation between Chua and J.W.Mangrum

> (iggy@capital.net).  Here are the relevant bits I've still got:

I had a sneaking suspicion I'd been involved in that demiplane list, but

I couldn't remember to save my life... thanks, Mr. Niceguy.

Anyway, of the demiplanes I brought up,

Dungeonland came from the classic 1st ed. modules "Dungeonland" and

"Beyond the Magic Mirror."

The Demiplane of Nightmare is somehow connected to Mystara.  There's

more info in the Mystara MC Appendix and the Wrath of the Immortals

boxed set.

Ape Island comes from the Greyhawk module "Isle of the Ape."  I haven't

actually read the module, but I believe a later WoG product (From the

Ashes?) attempted to clarify where all previous modules had taken place,

and put this one in a demiplane.  My memory's foggy, but I could go look

it up again.

The Shadow World is a dark reflection of Cerilia.  It appears to be a

demiplane superimposed over that world, and is detailed in various

Birthright products.

Of those Chua mentioned:

I think The Far Realm is actually a distant, totally alien Prime

Material world.  I'll check on that, though.

Demiplane of Electromagnetism (Manual of Planes). Also known as the

Electro-Magnetic Plane.  It's dying, slowly being absorbed by the

quasi-elemental plane of Lightning.

Demiplane of Time is detailed in Chronomancer.

Demiplane of Dread is Ravenloft, of course.  We Ravenlofters like to

think of it as the boogeyman of the Ethereal Plane- no one's ever

escaped, so planars know virtually nothing about it beyond rumor and

speculation.  To paraphrase Steve Miller, for all they know all the

Demiplane of Dread holds is one big Sphere of Annhilation.

Demiplane of Imprisonment. (Manual of the Planes) This was a special

demiplane constructed millennia ago to forever trap the evil god

Tharizdun.  Some people on these lists liken it to Ravenloft, but having

read the description, I'm not inclined to agree.  Other than that both

are mysterious, it takes quite a bit of speculation to say they're the

same place.  From a planar point of view, one might say, "we don't know

anything about either place, so let's just lump them together."

The Gray and the Black surround Athas.  I know they have something to do

with the Athasian afterlife, and they make planar travel to or from

Athas difficult, but beyond that I don't know much.

Chua also mentioned a demiplane from the module "Egg of the Phoenix." 

As it happens, I coincidentally recently bought that module, so let's

have a look...

There's the cloud city of the ki-rin, "a 'pocket plane' on the Positive

Material Plane."

There's also Sepulchre, a horrific "pocket plane in the Negative

Material Plane."  This one's an endless graveyard with massive tombs, a

fiery horizon, and nasty creatures.  There's a moon in the sky called

Hurlothrumbo, or "Doom in the Sky."  The moon is a "blot of loathesome

darkness" with a just-visible inhuman skull leering out.  Anyone who

sees this moon must make a save vs. spells or act like a mindless zombie

until Dispel Evil is cast on him.  There's still more info in the

module.

Then there's the Halls of the Undead, which does appear to be in the

Ethereal.  It's fairly self-explanatory.

The there was a little discussion as two whether the gods of the Native

American Pantheon from L&L should be considered their own demiplane.  In

PS terms, personally I think these gods are one and the same with their

Realms, which can be reached from the Beastlands.

The Deathdark is a demiplane connected to Krynn via a permanent portal. 

It's the last refuge of Jiathuli, a Handmaiden of Takhisis (technically

probably an Abyssal lord), who tried to oppose her mistress in the Age

of Dreams and has been imprisoned here ever since.  This demiplane is

fully explored in the module "Wild Elves."  Its magical properties

largely mimic those of Krynn.

The Lost Citadel is another probable demiplane from Krynn, although the

gods of magic hid it well away centuries ago.

Chua then found the name of Sepulchre, and discovered he was leaving out

a lot of Oerth-connected demiplanes from "From the Ashes."  I'm gonna

pull that out and see what I can find...

OK.  First, there's the Fading Lands, demiplanes which overlap regions

of Oerth.  Among these are:

* The plains of the Blood Obelisk of Aerdy.  A very nasty fading land

centered around the Obelisk, a 50' tall iron artifact dedicated to

Hextor.

* The faerie Court of Rings, said to be "a domain where avatars of the

Seelie Court hunt and the Cat Lord has his bowers."

* The Crypts of Iron Souls, home to the spirits of the dead killed in

countless battles.  Sounds can take semi-solid form, and screams can

melt steel.  Magical weapons and armor abound, however.

* The Mines of Dumathoin.  Here, rocks and gems are alive; they can

talk, sing, and frolic.  Fungi and cave animals are unmoving as rock. 

Basically, all inorganic materials, including gasses, are sentient.

(I'm just paraphrasing the above descriptions; there's a bit more info

for each.)

There's the Moonarch of Sehanine; the arch never appears in the same

place twice, and only non-evil elves of at least 7th level may pass

through it.  Those elves who pass through enter a demiplane where

numerous tests and trials are presented before them.  Those providing

the tests appear to be avatars of various elven Powers.  Those elves who

pass the challenges are rewarded as the Powers see fit.  The demiplane

is intensely magical, and may represent a higher level of existence (as

detailed in "The Nightmare Lands" and "Doors to the Unknown.")

The Stone Citadel of Dawn.  An obviously extraplanar structure, but I

can't say for sure whether it's an Ethereal demiplane.

Yep; I just checked.  Ape Island is a demiplane, accessed via Tenser's

castle.

Then Chua discusss a few demiplane's from the module "Mordenkainen's

Fantastic Adventure," but as I don't have that module, I can't add

anything to those descriptions.

Oh, right, there's also the Demiplane of Dreams (detailed in "The

Nightmare Lands" and utilized to an extent in "Something Wild.")

John W. Mangrum

Date: Fri, 13 Mar 1998 01:47:38 EST

From: Cheezman66 <Cheezman66@aol.com>

Homegrown Ethereal demiplanes

What i'd like to see in a book about demi planes is not as much a list of

what's out there, but how to make your own (how the DM makes one up, not how a character can cast a spell and make one) although i'd still like to see some

fully detailed, and then a list of ideas.  here are some i just thought up and

am going to have my players run into

The demi-plane of the Munchikins:

No one here has a stat less than 16, and those who do not have all 18's are

frowned upon.  Most situations are resolved in displays of combat where

massive amounts of dammage are done with multiple attacks agains extremely low armor classes.  Some bashers come here to earn experience, but the real bloods avoid it like the plauge.

The demi-plane of NIN:

This entire plane is shapped like a downward spiral and is completely covered

in nine inch nails.  The main way to travel is along the Lost Highway.  It is

ruled by the Treant Reznor.  He sits on a Liar's chair and wears a crown of

sh*t inside his palace, The Preaty Hate Machine.  All the inhabatents of this

plane are eternilly sorrowful, most are males trouble, controled or somehow

dealing with females.

a demi-plane recently descovered is on the dark side of a moon, where there is

a wall covered in pink floyd.  The guveners aren't quite sure what pink floyd

is yet, or if it comes in any other colors, but they do know that it is good.

There is also the demi-plane of Sublime that needs discovering, any cutters up

to it?  and we can't forget The Cure, Mettalica, Marilyn Manson (or should we

just make that a realm of Baator or the Abyss?), Green Day, Jimi Hendrix

(which could possibly be combined with some others and make a demi-plane based of off San Francisco in 1968, i know some players that whould never leave

there!) and the list goes on and on.   Is there some rules on making Demi-

planes out there somewhere?

Ian,

cheezman66@aol.com

"This isn't ment to last, this is for right now!"  Doomguard (and sensate, and

definetly those sinksates) song that originated in the demi-plane of NIN

Date: Fri, 13 Mar 1998 12:48:45 -0500 (EST)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

The Dark Lord of Baator


Here is the write-up of the Dark Lord of Baator in F&A format, along with some 

errata for the Crown Archons. This post contains material which, while not 

intended to have any real-world relevance, may prove disturbing if approached 

in the wrong frame of mind. Expressions from real-world religions used here are 

employed in a purely fictional context and no comment on any real-world 

religion is to be drawn from their use. In particular, this post in no way 

relates to the practices and beliefs of the late Anton LaVey.

Powers Template, a la Faiths & Avatars

This file is copyrighted 1996 by TSR, Inc.  All rights

reserved.

The Dark Lord of Baator

(The Adversary, the Dark One, the Wyrm, Great Beast That is Called Dragon, 

Master of the Ninth Hell, Lord of the Pit, Angel of the Bottomless Pit, Prince 

of Darkness, Father of Lies, Prince of this World, Destroyer of Kings, Bright 

Morning Star)

Greater Power of Baator, LE

Portfolio: Baator and the Baatezu, lies, deception, power and the abuse of 

power, rulership.

Aliases: Melchiresha, Asmodeus, Asmada'i, Satanael, Lucifer Morningstar, 

Apollyon the Destroyer, Abbadon, Iblis, Shaitan.

Domain Name: Nessus (as with the Crown Archons, the whole layer is his)

Superior: None.

Allies: The other Lords of the Nine, Gargauth the Outcast, Ravana, Ahriman, 

Bane (dead), Tiamat, Takhisis.

Foes: Almost everyone else, except, bizarrely, Iyachtu Xvim, a power renowned 

for hating almost everything.

Symbol: Paired horns, ram's skull, inverted pentagram, heptagram, any 

corruption of a good holy symbol (such as a black disk for Lathander or Tymora, 

or a broken scythe for the Crown Archon Azrael)

Wor. Align.: LE, NE.

The Dark Lord is an astonishingly secretive character. Ruling the whole of the 

Nine Hells of Baator with an iron fist, he is a power of tremendous influence 

about whom next to nothing is known for certain. Indeed, the use of the male 

pronoun to discuss the Dark Lord is more a matter of custom among his clergy 

and by his opponents than any kind of indication of knowledge about the Dark 

One. He is often depicted as resembling a pit fiend, but when he has (rarely) 

manifested what seemed to be an avatar, the sight that was (briefly) seen was 

more like a huge shadow fiend. The Dark Lord has never been recorded as taking 

any direct action, except in religious texts that are usually interpreted 

allegorically.

It is persistently rumoured that the Dark Lord was once a Crown Archon, perhaps 

even a leader among them, who became obsessed with power (or jealous of a 

rival) and fell from Mount Celestia. The only people who knows for sure are 

Triel, the Slug Archduke of Maladomini, and the Crowns. Neither are saying 

anything certain at the moment.

The Dark Lord manifests no measurable avatar, instead exerting near-absolute 

power within Baator, and considerable force outside it. The author Willgan the 

Dogged imploded shortly after writing a treatise on the Lords of the Nine 

(Dragon #223), and in all probability this resulted from his declared intention 

to find out more about the Dark Lord. Reports of a huge earthquake preceding 

the destruction of the Dark Lord's enemies may hint at the power of any avatar 

he might employ.

Other Manifestations

The Dark Lord manifests himself in many ways. He has many tiefling and baatezu 

devotees, who do his fell bidding throughout the planes. As noted above, 

earthquakes sometimes herald his displeasure, and he also sends hurricanes, 

magical rains of fire and other catastrophes to celebrate great abuses of power.

"The night has been unruly....lamentings heard in the air....some say the earth 

was feverish, and did shake." - Shakespeare, Macbeth. Lennox describing the 

night of Duncan's murder.

To show his favour on his worshippers, he may possess one or more of the 

faithful with baatezu spirits, or cause astronomical anomalies such as 

blood-coloured moons (on worlds where that would be unusual) or completey 

starless but clear nights.

The Church

Clergy: Clerics, speciality priests, crusaders, holy slayers.

Clergy's Align.: LE

Turn Undead: No.

Cmnd. Undead: All except holy slayer.

The church of the Dark Lord is usually secretive, although in permissive 

societies it may come to more prominence. Temples to the Father of Lies are 

usually basically rectangular, with an apse at one end, or else round, with a 

huge pentagram on the floor. Sacrifices are offered on altars, and black 

candles are traditionally used for lighting. The favoured spot for temple 

construction is at the site of some terrible happening, such as a mass murder 

or the destruction of some good force. The priests of the Lords of the 

Nine are sometimes called Flamen.

Dogma: The faithful of the Prince of This World teach that the proponents of 

'good' are weak-willed imbeciles who commit the ultimate hubris by trying to 

lord it over the strong thinkers (inevitably identified with the faithful 

themselves) and who impose unfair laws to prevent the true worship of the Dark 

One. They also teach that rebellion is a tool for the construction of a strong 

government, and that the gullible and the ambitious are valuable tools for the 

promotion of their own ends, namely the overthrow of existing 'good' 

governments and the instatement of their own agents. Ruthlessness is a virtue, 

and spying on others to be encouraged.

Day-to-Day Activities: The most important activity of the churches of Darkness 

are their Black Rites, performed usually the day before any mainstream holy 

day, or upon any _dies_nefastus_ (bank holiday). These involve the invocation 

of the names of the Dark One, the destruction of good sacred items, the 

utterance of blasphemies against good established religions, and the sacrifice 

of living creatures. For minor ceremonies, a black cockerel or new-born piglet 

is used, but upon any major feast-day, a human (preferably a virgin of either 

sex) is used instead.

Important Ceremonies/Holy Days: Any day regarded as a bad day in the calendars 

of good religions is especially favoured, as is the first full moon after an 

equinox or solstice. Days when the dead are said to walk are highly auspicious 

as well. Additionally, the Dark Churches occasionally get together to perform 

an act of blasphemy upon some major feast day of another faith, as when, 

shortly before the great upheaval, the Pontiff Akbar Abd-Azra'il was found 

nailed to the door of the Spireward vestry at Excelsior Cathedral on the 

morning of the feast of Esperance.

Major Centers of Worship: Temples to the Dark Lord and to the other Lords 

of the Nine are found throughout Baator, where such is the established 

religion. Elsewhere, the Temple of Dark Secrets at Ribcage is the largest 

such site. (Found on the Mimir.) There are no known shrines to the Dark 

One in Sigil, but that hardly constitutes proof that there are none at all.

Affiliated Orders: There are no known knightly orders dedicated to the 

Dark Lord. (However, the FR boxed set Lands of Intrigue and the Powers and 

Pantheons book through up one or two interesting snippets of chant...no 

spoilers here)

Priestly Vestments: Priests of the Dark Lord usually wear robes of 

absolute night black, that cover them from throat to foot, perhaps with a 

pentagram in silver on the back. The higher-ranking priests wear visorless 

helmets with rams' horns attached to the sides.

Adventuring Garb: There is no adventuring garb for priests of the Father 

of Lies - they always travel anonymously.

Specialty Priests (Children of Darkness)

The experience progression table for all priest types is found in Appendix 

1: Priest Group Classes in the Faiths and Avatars book, but is identical 

with the Druid table, except for the Druid's 'reset'.

Any race may be children of darkness, although those with predispositions 

to chaotic alignments (such as all elves) are very rare.

Requirements: Charisma 14

Prime Req.: There's no bonus for higher scores, but the Prime Requisite of 

a Child of Darkness is Charisma.

Alignment: LE

Weapons: Swords, garotting weapons, whips, flails, scourges and staves 

only.

Armor: Leather or chain only.

Major Spheres: All, Law, Charm, Elemental, Protection.

Minor Spheres: Combat, Necromancy, Weather, Divination.

Magical Items: Magical items permitted to clerics, plus magical items with 

a function involving rulership, as a rod of kingly might, Law's banner, 

etc., regardless of their class restrictions.

Req. Profs: Etiquette

Bonus Profs: Religion (Dark Lord and one good faith of choice)

Granted Powers

* At 3rd level, a Child of Darkness may putrefy food and water three times 

a day, as per the spell.

* At 5th level, a Child of Darkness may invoke darkness, as the spell, 

twice a day

* At 7th level, a Child of Darkness gains a +3 to all saves vs. charm 

spells

* At 9th level, a Child of Darkness may seek out a witch, once a month at 

most, and demand a augury. This augury will reveal political secrets of 

value to the church of the Dark Lord.

Observations:

'Satan' simply means 'adversary', and is not, strictly speaking, a proper 

name. All fiends might be called satans.

'Satanael' means 'enemy of God' and is only an applicable name for the 

Dark Lord if a monotheistic religion is active in your campaign.

Errata for the archons:

Major Spheres: All, Healing, Wards, Sun, Necromancy (beneficial versions 

only), Protection.

Minor Spheres:  Law (Penitent-tradition priests get majot access to Law); 

Thought (Sapient-tradition priests get major access to Thought); Combat 

(Militant-tradition priests get major access to combat and minor access to 

war, but have only minor access to healing). NB: priests may only 

subscribe to one tradition. Guardian, Divination, Elemental Air, Numbers.

The spell _Mark_of_the_Angels_ is usedin religious communities as a means 

of penance outside of penitential seasons.

That's all.

Comments?

- -------------------------------------------------------

Alex Roberts               Tiefling }:-)

The Tiefling's Exultation

http://exultation.home.ml.org

Tiefling@exultation.home.ml.org
Date: Fri, 13 Mar 1998 14:57:03 -0800

From: Jason Ng <psychot@islandnet.com>

A Completely Different Chant on 9th Lord

The "truth" about any mysterious secret always varies depending on who its from.  My "contact" Janus Nguyen has found a completely different chant on the ninth lord.  It should be known that this is a mysterious alien entity we are dealing with....

The Chant on the Ninth Lord of Baator

No one truly knows just what the Ninth Lord of Baator truly is, whoever it has truly been has remain hidden for untold millennia.  I was able, though to look into some of the chant regarding the Ninth Lord that may be indeed somewhat true.  Now I know many of you have heard other stories regarding the Ninth Lord, for one thing the Ba'atezu want you to think that his name is Asmodeus or something like that, and so far the primes have fallen for that.  And other stories are completely unreliable, I've heard stories saying the Ninth Lord is some kind of a soddin huge, pink bunny eternally beating a drum.

Now you see that the Ba'atezu weren't the original race that inhabited Baator.  They certainly like you to think they are, but they aren't, much like the Tanar'ri aren't the original race of the Abyss.  The chant says that Nupperibos are the child race of these ancient Baatorians, they certainly aren't true Ba'atezu as they can't

advance in ranks unless they are demoted to a Lemure.  Another interesting point are the Amnizu, this caste that roams Stygia are suspiciously unable to advance the ranks of the Ba'atezu.  The chant says they all serve Prince Levitus, the Lord of Stygia but just what are Levitus' intentions any ways.

Findings across Baator has pointed to mysterious encounters with unknown creatures in the tunnels of Malbolge and Maladomi.  These creatures are thought to be the ancient residents of Baator, also Guvners have found Devas and Archons along with mysterious spiny creatures frozen in the ice of Cania.  Its said that if a nupperibo is free of the influences of the Ba'atezu it may become one of these.

Now as for the Ninth Lord of Baator, the chant I gathered points out that the Ninth

Lord is the queen of these ancient Baatorians.  You see that the ancient race were a malevolent hive-mind that existed, they're brand of Law and Evil different from that of the Ba'atezu, in that the Ba'atezu are individuals.  And individuals need to be enforced by their fascist and tyrannical rules, to be the force of Law and Evil that they are.  As opposed to a hive mind which is one collective mind, ensuring the ordered loyalty of its subjects.  The hive hated all but itself, and wanted to

either destroy or make others part of its hive.

The Ninth Lord is very much alive today, the Ba'atezu can't kill it and can't afford

to.  What they have done is imprisoned it in Nessus, where they have enslaved it to assist them.  Its intellect and knowledge is forcibly been used.  You see that the

Ba'atezu need the hive queen, or else they would lose out on the Blood War, the hive queen's knowledge is what keeps the Ba'atezu going.  Of course the hive queen seeks to escape its imprisonment, through out the years it has breed many of her offspring which the Ba'atezu armies on Nessus have all eliminated.  But spread throughout Baator many of her offspring still live, and she has managed to transform every Ba'atezu killed off plane into a nupperibo in hopes that one day a nupperibo will grow to free her.  Its very possible indeed that Prince Levitus is another of her offspring. Unfortunately for her many of the offspring are imprisoned in ice, their link severed from her with no soddin idea on what to do and that the Ba'atezu have the nupperibo well under control.

The Ninth Lord is described as a huge pile of flesh and body parts of apparently

many different creatures of origin, its said to be either as big as a few crystal

spheres put together, or just plain infinite in size.  Buried within it is the "Ruby

Rod" a citadel that is said to contain many of the secrets of the multiverse.  It is

the "heart" of the ancient Baatorians.

This chant comes at a cost, I know that a bunch cutters working for the Ba'atezu are after me, and I've just found that there's some Keepers following me too (don't

worry I killed all of the stupid sods).  This chant seems to have truth to it with

all those who are after me, (or its a very offensive story to the Ba'atezu if its

fake, but that doesn't explain the Keepers).  But don't worry I have some very

powerful allies on my side.

- -Janus Nguyen
Date: Fri, 13 Mar 1998 14:41:16 -0800

From: kelly@zircon.com (Kelly Smith)

Cat Lords 

Thank you all for the answers on the original posting.  I have made my own

race tho (based on a TSR book I read).  Here it is:

CAT LORDS

Classes Allowed:  Any (no death classes-Necromancers or priests of death

gods, etc...)

Alignments:  Any non-lawful non-evil

The cat lords are a race of beings said to be descended from a mixture of

humans and felines.  They see themselves as the friends and guardians of all

things feline.  Normally found in large groups (much like Gypsys), they are

generally more interested in things like what is right or just before what

is lawful or proper.  Intensly loyal to each other, they have been known to

span generations and hundreds of years to right wrongs done to them or loved

ones.  They are generally encountered with 1-3 felines as friends/escorts.

Ability Adjustments:  +2 Dex, +1 Int, -2 Wis, -1 Str          +15% hide in

shadows/move silently/climb walls

Appeareance:  Cat lords appear human, and are only set apart from others by

their extreeme grace and their feline eyes (amber or blue).

Abilities:

- -Cat lords have the same rapor with all felines that Rangers have with

animals in general.  In addition they have empathy (as per the spell) with

said felines 3 times per day. 

- -Cat lords have Ultravision to 90'.

- -Cat lords automatically take 1/2 damage from falling, and are allowed a

save for 1/4 damage.

- -Twice per day, a Cat Lord may change into cat form.  This form is that of a

standard house/alley style cat.  While in this form they are AC:7 MV:12 with

hp's as per the human form.  This change does not heal the cat lord (as does

the Druid transformation).  However, while in cat form, the Cat lord is free

of all mind affecting spell/affects (feeblemind, charm, domination, friends,

etc).  This is ONLY while in cat form and the effects return as soon as they

revert to humanoid form.  This also does not protect them from further

effects while in cat form.  Also, while in cat form they can only be hit by

silvered or magical weapons.  Lastly, for every 24 hours spent in cat form,

there is a (cumulative) chance that they will permantly revert to the feline

mentality (effectively ending their adventuring career).  This chance resets

to 0% upon resuming humanoid form for a time at least equal to the time

spent in cat form.  Lastly, the transformation takes 1 full round to

complete in which the cat lord is completely vulnerable and unable to do

anything (AC:10, unable to parry, -4 on all saves) for the duration of the

transformation process.

Hinderences:

- -Cat lords pay an aditional 10% experience.

- -Cat lords are the target of choice for all lupine attackers, and receive a

- -25% reaction from said creatures (no matter the alignment of the

creature-moondog or werewolf).

- -Cat lords receive -10% reaction from all lawful and all evil beings.

There might be more.  I had to make this up today (as I am unable to find

any reference on them-other then the novel I read).  The hinderences were

all I could think of to balance the races abilities.  If any of you have any

ideas for changes of other ideas to keep the race balanced, I would love to

hear them...

Kelly (ouch.  creativity hurts my head-heh)

- --------------------------------------------------------------------

"When the avalanche starts, it's to late for the pebbles to vote..."

Food, Clothing, Shelter, Games

- --------------------------------------------------------------------

Date: Fri, 13 Mar 1998 18:48:12 -0800

From: hays@scsn.net

Half baatezu

Here is my response to the half-Baatezu question:

********************************

Baatezu, Lesser - Nephilim

by Nol Drek <hays@scsn.net>

Climate/Terrain: Baator

Frequency: Very Rare

Organization: Servants

Activity Cycle: Any

Diet: Carnivore

Intelligence: High (13-14)

Treasure: Nil

Alignment: Lawful Evil

# Appearing: 1

Armor Class: 3

Movement: 15

Hit Dice: 7

THAC0: 13

# of Attacks: 3

Damage/Attack: 1d3/1d3/1d6 (or by weapon with strength bonus)

Special Attacks: Fear, Bite

Special Defenses: +1 or better weapon to hit

Magic Resistance: 25%

Size: L (9 feet tall)

Morale: Fearless (19-20)

XP Value: 6,000

Deep in the pit of Nessus, there is rumored to be a race of half-Baatezu

giants known as the Nephilim. It is said that they are the sons and

daughters of male Pit Fiends who have mated with Human women. They

appear as giant humans with reddish skin and long fangs. They typically

lack the wings and tails of their fathers. Nephilim is plural, the

singular form is Nephil.

Combat: The Nephilim have inherited some traits from their infernal

fathers which are very useful in combat. They may attack 3 times per

round, using their sharp claws to rake the flesh (1d3 points of damage

each) and their fangs inflict 1d6 points of damage and inflict a disease

which will kill in 1-2 weeks unless the victim is healed

by a Cure Disease spell. Nephilim sometimes carry Bastard Swords which

they wield one-handedly. They get a damage bonus due to their strength,

which is in the range 18/01 - 18/75.

  In addition to those spell-like abilities inherent to all Baatezu,

Nephilim can affect normal fires, hold person, and produce flame. Once

per day they can also attempt to gate in either 2 to 12 Abishai or 1 to

4 Nephilim. The touch of a Nephil causes fear. The victim must save vs.

rod, staff, or wand or flee in panic for 1d6 rounds.

Habitat/Society: Nephilim are extremely rare in Baator, and are never

seen outside of their home plane. Pit Fiends who mate with Human women

always kidnap the women and bring them back to Nessus, the deepest layer

of Baator. The women usually die in childbirth or shortly thereafter,

but some claim that this is not always the case. Some Human women may

live in Nessus long enough to bear many children. The Nephilim are

raised to be the devoted servants of the Pit Fiends and of their Dark

Lord.

  Mating with Human women is a luxury which is allowed only for the Pit

Fiends. Any Baatezu of lower station who tries is hunted down by the Pit

Fiends and subjected to eternal torture. Any half-Baatezu who is born

from other than Pit Fiend stock is routinely executed.

  Now, some people say that the Pit Fiend's program of careful control

of the Nephilim and extermination of non-Pit Fiend half-Baatezu has not

been 100% successful. As evidence, they point to the population of

Tieflings of apparent Baatezu stock. Such speculation is only uttered

while at a safe distance from Baator. Others say that the part-Baatezu

Tieflings are a result of Humans who spent a lot of time on Baator, and

that they have nothing to do with the Nephilim. Who knows the full dark

of it?

Ecology: Nephilim serve their fiendish sires without question. The other

Baatezu know that Nephilim are the personal servants of Pit Piends, and

they give them a wide berth. Even Gelugons will hesitate to interfere

with a Nephil, for fear of the consequences once its master finds out.

There are unconfirmed reports of Pit Fiends who have personal armies of

Nephilim, composed entirely of their own offspring. It is rumored that

at least one of the Lords of the Nine also has Nephilim offspring.

********************************

Well, what do you think?

Nol Drek

http://www.scsn.net/users/hays/index.htm
Date: Fri, 13 Mar 1998 19:17:18 EST

From: Rasgon <Rasgon@aol.com>

xaositect interviewer

I asked a Xaositect of my acquaintance to ask various planar factions, sects,

and species some questions.  Just to see what would happen.

Q. You are all adultrous dwarven porn-smugglers!!

Hardhead: What?

Guvner: Um.  Would that be smugglers of dwarven porn or are you claiming we're

all somehow dwarves and we don't realize it?  Oh.  And that isn't really a

question.

Anarchist: Godsblood!  I suppose that's against the law too!

Q. Do you realize I am sleeping with all of your wives/bosses/social workers?

Modron: [downloading response "social workers"] Excuse me, sir.  The Gatehouseis just down the street.

Sensate: Well, I suppose fair's fair.

Rager: YAAAAAAAH!!

Hardhead: (to the Rager) Stop molesting the barmy, berk.  Bein' addle-coved

ain't against the law.

Q. Why do they call them "planes?"  They seem to me to be shaped like millions

of tiny helicoptors.  Whirr.  Whirr.  (long pause)  Whirr.

Yugoloth: Really.  I know how to acquire the devices of which you speak.

Perhaps you'd care to discuss it where the light is not so blinding.

Sensate: (fascinated)  Tell me more.

Bleaker: (to the Sensate) do ya believe everything a sodding Chaosman tells

you?

Slaad:  Girl power!  Girl power!  Whooo!

Q. I just released a tarrasque into the city.  Don't let the gate hit you

where it hurts on the way out.

Guvner: (raising hand) Um.  That's not a question either.

Taker: (cheerfully) Frankly, you don't have the balls.

Sensate: That'd be supergood.  Godlike, even. Once.

Sinker: (lost in speculation)  yeah.

Slaad: I'll tell ya what I want, what I really really want... SLAAD CRUSH!!

Q. Ha ha.  I'm on fire.  On I'm fire.  Onimefyre.

Aasimon: (heroic baritone) I'll save you, citizen.

Tanar'ri: Hey, we're all on fire!

Sensate: Ha ha.

Slaad: (tackles tanar'ri)

Sinker: (performing complicated dance)

Signer: You bastard!  Now I'll never be the next Orcus!

Cypher: (already safely through a gate to Ravenloft)

Hardhead: YOU'RE ALL UNDER ARREST!!

Bleaker: You should learn to handle stress more gracefully.  You really

should.

Q. I gotta go, bashers and bashlerettes.  Stop eating yer knickers, 'kay>?

Date: Mon, 16 Mar 1998 16:05:51 -0500

From: Valrick eak72673@surfsouth.com
Language


The "reason" COMMON is the predominate language in PS (and other

canpagins) is really a matter of "creation theory" and societal

evolution (both determined by the DM).


I read someone use the example of two different continents on Toril

using different languages.  --



Differences such as this can be explained using a simple "Christian"

tower of Babel theory.  At one point all people on the planet spoke the

same language (Adamic is a coin term religionists use to describe the

tongue of Adam in the Bible), but some event or events caused parts of

the language to be altered changed or lost by some factions (Gods wrath

is the cause in the Old Testament).  This event in a campaign setting

doesn't necessarily need to be religious in nature -- perhaps some

groups moved on to "greener pastures" and the languaged changed as the

people progressed and became more widely dispersed.  (Any number of

events or reasons can be speculated upon or come up with.)


A common language throughout the planes really isn't that much more

difficult to explain.  The real challenge is getting PC's of certain

factions to buy your explanation.

A member of the Athar would likely say it was all a ruse set up by the  

so called "powers" to make the fools who follow them waste their 
time

instead of just looking for the truth behind the language 

or the "true

language" as only the one unknowable true god must 
know it.

One of the Believers of the Source would probably say that finding out 

why so many creatures speak the common tongue is just another 

one of

the tests we have to pass (or fail) while in this 
existence.

A member of the Bleak Cabal simply wouldn't care why there was a 

predominant common language and would just tell you that the 
whole

thing isn't supposed to make sense.

One of the Doomguard would probably believe that at one point every 

living intelligent creature spoke the same perfect language and 
that

all of the other languages are corruptions of that 
language.  As

communication crumbles, so does the multiverse.

One of the Dustmen would simply tell you that the common tongue is just 

a common memory carried over from our previous existence that 
helps us

explore and learn from our present state.  To them, 
common is quite

literally a "dead" language.

To one of the Fated the common tongue is just another tool and gift to


be exploited.  Sure, tons o'berks can roll the common tongue out 
of

their bone boxes, but it's the great oraters (the ones who 
get money

and fame from it that is) that have the real chant.

The Fraterntity of Order are just sure that their is a law governing

the 
frequency of spoken tongues and dialects -- they just haven't 

found it yet.  (Of course they'll never admit that.)  To them, a 
widely

accepted "common" tongue is just another example of 
planar order at

work.

A "member" of the Free League would probably tell you that it doesn't 

matter that most cutters speak the same language, but more 
importantly

it doen't matter what you think the reason is 
either.

It wouldn't matter what the Harmonium thougt as long as you agreed with 

it (at least while they were around anyway).  Language is for 
giving

orders and making sure those orders are obeyed and 
carried out.  If

language follows a law for some reason, so 
should you!

"Fast words can't stop the quicker descent of the sword of justice - no 

matter what language!"  -- A Mercykiller's take on the common 
tongue.

To the Revolutionary league the common tongue is just another tool the 

powers are using to control peoples lives.  And, to them, just 
like the

powers the language itself has become corrupt.  How 
else do you explain

different languages and dialects.

To the Signers this whole common tongue thing is very easy to explain

- -- 
For the most part you're going to dream what you can understand.  

Everyone (for the most part) speaks the same language because 
you (or

someone else) imagined it that way.

To Sensates a common language is the perfect way to tell others of 

experiences.  (Of course with Sensates telling is never enough). 
 The

other languages exist to listen to, learn and experience 
(and what else

could a Sensate want?).

"It doesn't matter what language you speak or what you say, your

actions 
will give me the truth."  -- A Cipher on language.

Despite common belief, the Chaosmen actually regale in the apparent 

orderliness of a common tongue.  Noone can explain why, or how, 
or even

it's origin.  It can be twisted, misinterpreted, and 
corrupted.  Words

and phrases have multiple or unclear meanings.  
It's "common" chaos in

action.


I know I got carried away with this post, but I really wanted to apply

this whole language thing to the setting and not let it degenerate into

a philosophical debate over linguistics.  


Belief and actions are the real language of the planes anyway. 

- -- 

>>>>> v a l r i c k <<<<<

Date: Mon, 16 Mar 1998 19:50:52 -0500

From: "Flame" <flame@ican.net>

Phase mystics


>A few weeks someone posted a class called Phase Mystics.  Could someone

>possibly email it to me or post it again??

>Thanks in advance...

Sure. I repost it for anyone else that wants  it. Any questions just email

and ask.

Phase Mystics

Required: all stats of 12 as well as 14 Con, 15 Int and Wis. The reason for

all stats to be 12 is that these defenders of the planet must be the cream

of the crop, above avg in all ways.

Prime Stats: Con, Wis, Int If the have 16 in Con, Int, and  Wis gains 10%

exp.

Races: H-E, Dwarf, Human, Elf

Lvl Limit: elf(10), dwarf(12), H-E(10)

Powers:1. Do the their great training by races not of this world they add +1

to str and dex, but these can not go over max of race.(note that these could

bring them to the min need to me one. Also note that these are NOT their

prime stats.)

2.  The pick two powers from the new Phase Powers and gain one power at each

advancement

3.   Choose 1 science and 2 devotions from any of the following:

Psychoportation, Psychometabolic, Psychokinetic, they dont get the other two

disciples.  Psychoportation is their prime disciple. They follow the

psionicist chart with respect to the disciple they get. They get one power

at each lvl and can pick a science or a devotion every 2 lvl.(so they get a

devotion at lvl 2 and can choose a science instead of a devotion at lvl 3.)

Must follow the rule about prime disciple too.

4.  Do not need to have perquisites of powers.

5.  Because of the beliefs of their trainers they do not believe in magic

and because of this belief they get suppress magic for free. It only

activates when a spell comes in 3 inches of the mystics and the mystic has

no control of it. If he has the PSP to use it, it kicks in with his thought

or knowledge of it. Even after he starts to believe in magic he still has no

control of it. It cost 8 PSP +1/lvl to stop a spell, but only spell that

affect him, so fireball yes, but not illusions unless they hit him.

6.  The get fighter attack  and fighters con bonus.

7.  The have trade an attack to use a phase power, so if they have two

attacks they could you a phase power and still attack once. BUT ONLY FROM

THE PHASE POWERS, not the other psionics.

8.  They can hit creatures that need magical weapons to hit as they advance.

Starting at lvl 4 they get to hit as +1 every 4 lvl. So at lvl 4 +1 lvl 8 +2

lvl 12 +3 ect.

Disadvantages:

1.  The get NO SAVE for any dmg related spells. If the spell does not cause

dmg they get a save but untill they start believeing in magic they save as a

0-lvl fighter. After they start believing in magic they use the psionicists

save BUT THEY START AT LVL 1, even if higher. So if the mystic believes in

magic at lvl 5 he get to use lvl 1 psionicists save vs mage. When he

advances the uses the save of  a lvl 2 psionicist for magic and so on.

2.  The DO NOT GET the contact prof free, they must buy their attack forms.

3.  The have no need for money and if can work for their keep. Some do keep

money to help others or to buy things they cannot work off.

4.  The must follow a code. Here are the rules

Live life for Freedom, Justice, and all that is good.

Never Attack an unarmed foe

Avoid using torture to get info

Show respect to authority

Protect the innocent

Never abandon a friend or an ally

Never betray a confidence or comrade

Loyalty to one's friends and those who lay their trust in you

Protect your planet for invaders

Note for Planescape: They will attack modrons on sight believing them to be

robots. No matter the cost to themselves they WILL not let them enter any

GATES or PORTALS to Prime worlds.

The last one is the most important since that is why these psionicist are

one the planet, to stop any and all invaders my any means. This is the only

time were they are allow to break the code.

Alignments: N-G, L-G

Thac0: As priest

Saves: As psionicists

Bonus Prof: Modern Lang, Riding Land, History. Can take martial arts at one

less CP(if you use that)

Can pick from warrior, thief, psionicists, but must pay extra from general.

The are not allow to muilt or dual class

HD, armour, advancement, PSP are as psionicists

Anti-Phase MAC 7 PSP 5/2 A of E:100 ft + 20ft/lvl

This power stops all movement do to teleport, dimension Door, Phase.

Anything that moves you or lets you move through objects this power stops as

long as it is on.

Close Portal MAC 0 PSP 100+2 Permanent PSP Range:100 feet

This power is only take at  10th lvl+. It close a portal permanent. This

helps stop invaders from the Planes as well as from outer space. Or if the

mystic does not want to close forever pays the 100 PSP and it is closed for

1 day/lvl

D-Phase MAC 10 PSP 10 Duration 1r/lvl

Lets you walk through objects and solid matter. You warp and bend the

dimensional aspects of reality to allow the  PC to walk through solid

matter. This Requires great concentration and loss of this means failure to

complete phasing through an object, which cause a flash of light and the

person goes flying back from where he started, taking 2d6 dmg, feels icy

cold to the touch, and is dazed for 1d4 melee rounds. This also happens if

the duration runs out and you are still inside an object. The PC may be

affected by lack of air when phasing through a large amount of solid matter.

The PC must hold his breath for the period of time he phases through an

object. If his air supply is used up he loses concentration and is kicked

out.

D-Shift Ghost MAC 4 PSP 5/2

This is like the psionic power Phase but as well as letting you go through

things and that like, it makes you invisible too. This power removes the PC

from normal three- dimensional space. The MV is reduce to 4 and cannot cast

spell or use psionic powers.

D- Shift Distance MAC 5 PSP 10

This lets you change the distance from a object. You can make it up to 10

times closer or farther away. For example if a fighter is running at you

from 20 feet away, you could make him 2 feet in front of you(as you side

step and he does off the cliff you were standing behind) or 200 feet away.

When he get close again do it again, all the while you friend is firing his

bow a him. As he tries to run away he is moved closer. This is the best

power IMO and you can have lots of fun with it. Someone watching this power

in work would see the person's form stretch or contract in a totally bizarre

way. Like punch a target 20 feet away. Each activation of this power allows

one melee attack/action that twists space. Using this power with an attack

give +5 to  the attack roll and maybe a surprise roll if the person has not

see this before.

Dimensional Leap MAC 6 PSP 5 Range:120 feet

Acts like teleport within sight .Can teleport behind an foe, use it to avoid

an attack ect. Only works on you. If use defensively get +6 to AC.

Fast Draw MAC 10, 8, 6, 4, 2 PSP 4, 20,  40, 80

This power is like summon object but has much farther grab powers. For 4 PSP

can summon any object into your hand that is on you at speed 1. For 20 you

can summon anything that you know the exact location of on the planet. For

40 you can summon an object in a crystal sphere. And for 80  can summon an

object from ANYWHERE, even different dimensional(planes anywhere you can

think of) Must know the exact placement of the object. If moved power fails.

Multi-Phase MAC 6 PSP 5 per duplicate A of E:20 feet/lvl

 Creates copies of himself by anchoring his form in more that one place in

space-time. Only one form can affect the real world. This is like mirror

image spell with two difference. 1. the is no Max, as long as you keep

paying to PSP. 2. You can switch places with any of your duplicates at any

time in the round. That takes one attack. Must stay within a given range.

Note this is not an illusion but stuff like detect psionics, see aura,

telepathy and empathy will detect where real one is.

Phase Blast MAC  5 varies PSP: 2/1d6 to MAX of lvl(so a lvl 2 does 2d6 Max)

Range: 20 feet/lvl

This is their main attack form. A wave of phase energy that  is 5 feet/lvl

wide and travels 60 feet. All in the area are hit but mystic  Phase energy

causes object and people to "step out of phase" regaining the normal three

dimensional world. The more out of phase a thing gets , the closer it is be

forever lost. It bypasses armour and the AC of a person is 10 with dex.

Attack roll is needed to hit. Damage from a phase attack heals at 1/2 rate

and reg at 1/2 rate too. It does not effect inanimate objects like walls and

most non-living things. It is stop by any 5th spell that is used  for

protection like wall of force or Globe of Invulnerability. Magical armour

also stops it but only if covering whole body(full plate) If wearing magical

armour gets a save vs spell with a plus based on the armour.

Phase Field MAC 7 PSP 25 Duration 4r/lvl

This power creates a force field that disperses energy attacks that are not

magical in nature(sound, normal fire and lightning) and missile weapons.

Also any non-magical attacks are reduced by 1/2 dmg (normal weapons and

such) but punches and kicks are not.

Phase Warp: Confuse MAC 5 PSP 10

Cause the target to get confuse do the change in distance and space around

him. Has  -6 to attacks and AC goes up by 6.

Phase Warp: Displacement  MAC 6 PSP:15 Duration 4r/lvl Range:40 ft

radius/lvl

This is a teleport that affects objects and people. The max weight is 100

lbs +50 lbs/lvl. Unwilling targets get a save vs spell to stop it. Must be

in range and can be move anywhere in range Cannot be move inside object and

objects cannot be move inside people..

Phase Warp: Split Persona(part) MAC 8 PSP 5/limb Range:20 ft +10 ft/lvl

This neat power lets the mystic send parts of his body to different places

near by. Could send his eye through the peek out or a transport his hand

into the other room with some poison gas. The limb is teleported to the

nearby place, but it never disconnects from the body. To an observer, it

would seem that the guys hand can been sheared off at the wrist(bone and

blood vessels are visible, but no bleeding.). It can be harm and attacked

with called shots and the mystic takes the dmg. If an anti-phase power is

used or spell(like proof form teleport) the mystic must save vs spell or his

limb IS cut off. . To bad they cannot use magic, think of what a mage could

do with this power :)

Spacial Distortion: Self MAC 6 PSP:9/4

This power creates a phase field that distorts space around the user.

Distance and the exact location are "curved" around the Character and to

normal observers his form becomes blurred or twisted as in a fun house

mirror. Attacks that travel in a straight lines or slight arcs(arrows, any

spell that is a line) are at -4 to attack(or +4 to save) The phase user is

also able to take "longer" Strides as he walks and run, increasing his MV

speed by 5.

Spacial Distortion: Others MAC:6 PSP:12/6

Works like the Self one but works on others. If not a phase mystic or

Choromancer has following penalties :

- -1 to  initiative, -2 to attack, AC, -1 all prof rolls.

Date: Thu, 19 Mar 1998 10:50:11 -0800

From: "James P Balderson" <JPB66@prodigy.net>

Druids in Sigil Urban Style

This is a ruff copy of what I intend to convert my keyless druid into. The

player and I love Sigil and it's opportunities and see no reason why the

druid class couldn't be made at home here. So this is it........drum

roll......nervously unvailing...........

Tah Dah!!....

Sigilian Urban Druid

 A traditional druid will tell you that the Land is the mother of all life.

They will say things like the sun, moon and perhaps even some natural

phenomenon such as trees, mountains and lakes etc. are deities. These

cutters are guardians of nature and wildernesses. They revere the natural

harmony of balance that these areas possess. But what if these things did

not exist. In Sigil there are no sun, moon, mountains and lakes. Does this

mean there is no balance or harmony to the place? Or that there is no

spirit of nature that can be contacted as a catalyst for druidic spells? Of

course not.. You see, friendly reader, it's what a cutter believes that

counts and what that same cutter is willing to do to promote that belief.

So if you were to convince enough citizens that there is a spirit of urban

nature, and they in turn poured their belief into it whole-heartedly, well,

by the Planes, I think that that spirit would manifest itself in some way

and answer the call. It may not happen overnight, but if the proper actions

were taken, such as building some kind of urban Grove and performing the

proper ceremonies to consecrate it, I think the chances are good.

 The first step is to design a Sacred Grove. It should be in a place where

there is some form of urban beauty or magical power. Perhaps at a portal or

some such place. In any case the important thing to remember is that it

will be your Sacred Grove  and should be designed with dedication to urban

splendor. It should be at least 60 feet to a side and have distinct

boundaries. In it there should be a sanctuary of some sort for quite

meditation, a gathering place for the faithful, which includes room to

dance, hold ceremonies, discuss the tenements of the faith, or socialize

with the faithful. It should have a source of  clean, pure, water. Perhaps

a Grove built over a portal to the plane of water. This will prove

particularly difficult to accomplish, but it is necessary. A central

feature of some kind must be present. A focus for meditation and prayer.

This could be an alter, statue, or the source of water if it is of magical

origin. Keep in mind it should reflect the Urban Spirit. It should contain

living quarters for the steward of the Grove and any servants he might

have. This is different from the traditional druids who rarely live within

their Groves, but remember, this is an urban Grove. And yes there must be

some form of accommodation made for the urban animals as well. They play a

major role in the symbiotic relationship of nature, citizen, and beast.

Once built this Grove must be tended by the druid or it will lose it's

ability to focus the power of the Urban Spirit. When the druid must leave

on an adventure or whatever he should have guards and wards set up to

defend the Grove in his absents. The druid should also set up a Grove law

which should be followed to the letter. Again keep in mind the Urban

Spirit.

 During the construction of the Grove the druid should get to know the

citizens of the surrounding area. Learn their needs and think of ways to

help them and gain their confidence. Also be prepared to face opposition

for there are sure to be elements of the local society whom don't wish the

neighborhood to become quite so aquainted. Try to win converts of the new

faith. Basically, though you don't necessarily want to become the local

superhero, you do want the trust of the community. Once your faith gets

going you'll be asked to help out in births, consecration and dedication of

new buildings, finding lost children, pets, oldsters, and whatever one of

the citizens feels the local faith should be a part of. And yes you are

going to be a busy druid. It should be an easy matter to set one day of

each week for audiences and whatnot..

 The next step would be to sanctify the Grove. This might in time awaken

magical powers within the Grove. The ceremony is a blessing and an

invocation of the Urban Spirit.. It takes a day of uninterrupted meditation

and prayer. Once sanctified the Sacred Grove becomes a living shrine to the

Urban Spirit  which will attract urban animals, and where the urban druid

can perform his rites.

Now remember this is a new kit. Unique to Sigil. What has preceded and what

follows is for an urban druid in a Planescape campaign. The character must

believe in and convince others of the Urban Spirit. In addition there is no

organization or structure. Should a traditional druid of higher level or

rank happen into Sigil she would perhaps notice the Urban Grove but would

also be aware of the differences. The urban druid would be outside of the

traditional hierarchy, but would still respect and even defer to the higher

level traditional druid as long as the strictures of the Urban Grove were

adhered to.

 The urban druid is just as aloof from the temporal world as the

traditional druid. He will view evolution as necessary to the fulfillment

of the natural cycle. His greatest concern is for the continuation of the

orderly and proper rhythm of nature- birth, growth, death, and rebirth as

it pertains to the area around his Grove. As he gains levels his ability

will increase and the area he can administer to also becomes larger. 

Spheres of Influence: Major: All, Animal, Divination, Elemental, Healing,

Weather. Minor: Plant, Creation, Charm

Nonweapon proficiencies: Bonus- Local history, etiquette. Recommended-

Animal handling, animal lore, brewing, carpentry, dancing, healing,

herbalism, reading/writing common, singing, stone masonry, weather sense.

Granted Powers: +2 save vs. Charm, +1 save vs. fire and lightning. Speak an

urban dialect of the secret language of druids. When trying to communicate

to a traditional druid in this tongue both parties roll an intelligence

check. Either side that fails, doesn't understand what is being said. The

Urban druid gains a +2 modifier to reaction when dealing with people from

his area of influence (see below). Also should the druid fall on hard times

and he's been keeping up with his weekly duties, then the citizens might

cut him some slack and offer him a loan. This is different from the

traditional village druid, but we are talking about Sigilians here. They

will however, if they are of his faithful, not stand idly by, in most

cases, if some berk is trying to make him a page (in the dead book of

corse). 

 An Urban Druids area of influence has definable ranges determined by his

level. This is reflected by the number of blocks that he is able to

administer to. This is covered below.

Level

Area

1-3

1 block

4-6

4blocks

7-9

16blocks

10-12

1ward

After this point is established, it is more a function of roll playing that

will determine how much more territory the Urban Druid will be able to

administer to. Think about this, once he has established himself in an

entire ward of Sigil he has become a High-Up with very real power. His

responsibilities are enormous, and he has attracted the attention of the

other High-Ups in Sigil. Play it by ear and have fun.

 At third level he can learn to speak with urban wildlife. These include

urban species of birds, cats, cows, dogs, horses, mice, opossums, pigs,

raccoons, rats, snakes, squirrels etc. Basically any animal that is

regularly found in the druids urban environment.

 At seventh level the urban druid gains the ability to shapechange up to

three times per day into a reptile, bird or mammal. Each form can only be

used once a day. Each time the druid takes a new form 10-60% of his HP are

restored (if he were hurt).

 At ninth level the urban druid gains the ability to Pass Wall as the 5th

level wizard spell.

Keyless

James Balderson

JPB66@prodigy.net

Date: Fri, 20 Mar 1998 22:21:19 +0000

From: Jon <jon@mimir.net>

Urban Druid II


All this talk of druids reminds me of an article I wront four years ago and

never got round to sending to Dragon. By uncanny coincidence, the "urban

druid" was one of the kits I created. It's a bit lame -- bear in mind this

was before my Planescape revelation-experience -- but here goes anyway.

PS: It also reminded me of an article I dreamed up a year back about planar

druids. Really must get round to writing that one...I think you'll like

it...some rather different ideas :-)

PPS: Forgive the "Baldur's Gate" cheesy Realms reference. Can you tell I

used to be a Realmsie? But don't fear -- I repented and flogged all my FR

boxes and books for a couple of hundred quid. Dozens and dozens of the

sodding things ;-)

Jon

Urban Druid

"Well met, sir. I am Tanithal de Silvus of Baldur's Gate. You think it

strange that a druid should live in a city of many thousands? Do you not

see why my duty is even more important? If I were not here, the cityfolk

would completely destroy what remained of the fragile balance. I tend the

parks, help the noble folk to create their own gardens, and protect the

rodents and city creatures from traps and exterminators.

"Some folk blame me and my kind for the plagues of rats which attack their

parlours. This is ridiculous, for if they protected their foods properly,

no rats would survive. However, should one animal become too numerous due

to the clumsiness of humankind, I must protect other animals from the pest

until the Balance is once again restored. Mine is a difficult Calling, but

I love the city, its animals and its folk, and would not see it come to

harm."

Description:

Urban or City druids are natives to a large cities or towns. They believe

in preserving what little wildlife exists in such urbanised settlements:

feral cats, rats, mice, killmoulis, foxes, raccoons, squirrels, hedgehogs

and the like as well as trees, bushes and parks.

Urban druids think that, although it is important to look after the nature

in the countryside, urban flora and fauna are under much more of a threat.

They must be guarded all the more staunchly, for their survival often

depends upon druidic intervention.

Role:

Urban druids sometimes occupy a position in the town council-representing

the needs of the environment above the needs of the people, and are very

serious about their responsibility. They are more likely to work

independently, however, for most town officials are more concerned with

politics and crime than small furry animals. Urban druids also often act as

a pest controllers-to prevent species such as rats or jermlaine from

becoming too common and disrupting city life. This would be annoying for

humans, but will also endanger the precarious balance between the different

species. At the same time, however, they also try to protect these small

creatures from abuse or extinction.

Branch Restrictions:

Special-this druid's branch is the Town. Benefits and hindrances of this

choice are listed below.

Weapon Proficiencies:

As regular druid.

Non-Weapon Proficiencies:

Bonus: None. Recommended: Animal lore, Etiquette, Herbalism, Languages

(modern), Local history, Religion.

Equipment:

No special requirements.

Special Benefits:

The city is home to the Urban druid, much as the woodland is the domain of

other druids. When in a city or town, therefore, the Urban druid is in his

natural habitat; like thieves, he rarely gets lost and can often blend away

down a side alley or back street without being noticed. Urban druids make

useful guides if one does not want to get one's pocket picked, knowing the

places to avoid or visit. Knowledge of the city usually extends to the

sewers as well.

In any city or town environment, Urban druids are able to pass without

trace through the streets and crowds, not leaving a noticeable trail for

others to follow, and foiling those tracking or trailing them. They can

identify any street or alley which they enter in their chosen city, and at

3rd level they know their way around the sewer system as well. These

abilities replace the normal pass without trace through undergrowth and

identification of plants and water.

Further, Urban druids with the ability to talk to the wildlife have a huge

potential source of information, and the druid can use the animals of the

city as secondary eyes-to learn what is happening all over the city.

Special Hindrances:

As Urban druids spend so much of their time in the city, they get little

contact with the faerie folk and cannot learn their languages. Instead,

these proficiency slots are filled with the languages of city animals.

Note that a city as large as say, Waterdeep, cannot be intimately known at

low levels-in such a case restrict the druid's skills to one ward only, and

increase this area as the character advances in level.

Race:

This druidical kit is suited more to the needs of a human than an elf,

although a half-elf with human values could conceivably be an Urban druid.

Holy Symbol and Grove:

The Urban druid's symbol is a locally-minted golden coin. The sacred grove

is usually a park or open space within the city bounds.

jon@mimir.net

http://mimir.net
Date: Thu, 19 Mar 1998 13:12:11 -0700 (MST)

From: KELLEY SCOTT T kelleys@ucsu.Colorado.EDU
Review: PS MCIII

First, I would like to say that PS MCIII is out in the States.  At least

it was at my local bookstore in CO.

Now on to my impression of the book.  I've read the introductory material

including the ecology of the inner planes bits and started in on a number

of the beasties, and I really think it is excellent!  The creatures are

some of the strangest and most interesting I've seen in many a monster

book.  Fantastic, otherworldly and downright bizarre!  I already plan to

use 5 or 6 of the creatures in my next campaign and I only purchased the

book last night. Most of these bashers are downright devastating and

horribly nasty! 

I was very glad to see that the editors and the designer (Monte)

concentrated on creatures not described in other books (except for a few)

which really gives PS MCIII a very fresh feel.  You think fiends are bad?

Ha!  Take a look as the walking soul cage and the many mouthed worm!  (I

get freaked out just looking at the pictures...;-)

I also appreciated the book taking some time to fill the reader in on

concepts of the Inner Planes and how these beasts fit in.  Since we still

know so little about these planes (soon to be rectified I believe) it

really helped to orient me. But after reading through the book, I felt

that these creatures could be easily used outside of the Inner Planes in

just about any adventure.  I don't know whether that is due to the general

nature of the Inner Planes (because facets of each of these planes,

quasi-, para- and so forth are present all over the rest of the

Multiverse)  or because of a concious decision by the design team to make

them generally applicable (or both).

One other thing that was really effective (and sorely needed) was the

emphasis at the end of the book on *other* creatures present on all these

various planes, ones that won't necessarily try to kill or eat you! 

Obviously, these beasts weren't given stats, just simple descriptions or

names, but that's all that are needed.  Why is this a great idea?  Because

it really helps lend atmosphere and a hint of realism to a game.  Every

plane, inner, outer prime ..etc. must have their unique *benevolent*

organisms that are part of the 'ecosystem' and make the place exotic. 

This can only add to the atmophere of the game. I can just see a party

making its way through the Earth and finding all those strange (but

harmless) worms squirming about, falling on their shoulders...etc. You'd

experience the same sensation of alieness and strangeness walking through

a tropical rainforest, or swimming around a coral reef - that is part of

the magic! 

Finally, I was very pleased with the artistic renditions of the monsters.

Tony is the man, but these artists are really excellent and meshed well

together!  This is some of the best new artwork for the PS line I've seen

- - smashing work.  The artists do a great job at keeping the beasts very

alien and interesting. (In fact, I did see one Tony piece in the book and

it actually clashed with the other art!)

Overall, I was extremely impressed.  A better work in my opinion, that PS

MCII which was also quite good.

Well done Monte (and team PS). Cheers! -Scott

- ------------------------------------------------------------------------------

Scott T. Kelley
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Date: Fri, 20 Mar 1998 11:57:04 -0500

From: "John W. Mangrum" iggy@capital.net
ToM & Spheres

By request:

<< Spheres Adjustments for L&L Specialty Priests

(from the TOM)

Here's the ToM spheres for the L&L priesthoods, along with the correct

Dragon Magazine #'s where the info is found (Sage Advice column).

#197—AmerInd

Great Spirit: Major: time, wards; Minor: thought, law

Sun: Major: chaos; Minor: time, thought

Moon: Major: wards; Minor: travelers, war

Earth: Major: wards; Minor: time, law, or chaos (priest picks one)

Morning star: Major: time; Minor: travelers, wards

Wind: Major: time; Minor: chaos, war

Fire: Major: chaos; Minor: time, war

Thunder: Major: time; Minor: law, chaos

Raven: Major: none; Minor: time, travelers

Coyote: Major: none; Minor: chaos, travelers

Snake: Major: none; Minor: time, wards

Arthurian: as detailed in L&L, the Arthurian heroes aren't deities &

don't grant any spells, thus they don't grant any ToM spells, either.

#198—Aztec

Ometeotl: all spheres

Huitzilopochtli: Major: War; Minor: time, travelers

Quetzalcoatl: Major: thought; Minor: time, travelers

Mictlantecuhtli: Major: time; Minor: thought, wards

Tezcatlipoca: Major: chaos, time; Minor: war

Tlaloc: Major: time; Minor: Law

Chalchihuitlicue: Major: time; Minor: war

Tlazolteotl: Major: chaos; Minor: time

Xochipilli: Major: chaos; Minor: travelers

Xochiquetzal: Major: time; Minor: chaos

Metzli: Major: time; Minor: wards

Centeotl: Major: time; Minor: chaos

Ixtlilton: Major: time; Minor: wards

#200—Celtic

Lugh: Major: war, travelers; Minor: none

Oghma: Major: wards; Minor: time, thought

Goibhniu: Major: time; Minor: wards

Daghdha: Major: time; Minor: thought wards

Manannan: Major: time; Minor: travelers

Arawn: Major: time; Minor: chaos

Morrigan: Major: war; Minor: chaos

Diancecht: Major: wards; Minor: travelers

Math: Major: thought; Minor: time

Belenus: Major: time; Minor: travelers

Brigantia: Major: time; Minor: wards

#200—Chinese

Shang-ti: Major: law, thought; Minor: war, wards

Kuan-ti: Major: war, wards; Minor: time, thought

Yen-Wang-Yeh: Major: law; Minor: time, wards

Fu Hsing: Major: chaos; Minor: time, travelers

Chung Kuel: Major: numbers; Minor: thought, time

Liu: Major: time; Minor: wards

Shou Hsing: Major: time; Minor: chaos

Kuan Yin: Major: wards; Minor: travelers

Chih-Nii: Major: numbers; Minor: thought

Lei Kung: Major: law; Minor: war

Sung Chiang: Major: time; Minor: wards

Lao Tzu: Major: thought; Minor: none

Kung Fu-tzu: Major: law; Minor: none

dragon kings: no spells

Cheng Huang: these minor deities might grant minor access to any one of

the following spheres: time, travelers, wards

#201—Egyptian

Ra: Major: law, thought; Minor: time, wards

Geb: Major: time; Minor: wards

Nut: Major: time; Minor: wards

Shu: Major: time; Minor: wards

Tefnut: Major: time; Minor: wards

Osiris: Major: wards; Minor: thought

Isis: Major: numbers; Minor: time

Set: Major: chaos; Minor: time

Nephythys: Major: numbers; Minor: wards

Thoth: Major: numbers; Minor: thought

Ptah: Major: travellers; Minor: time

Horus: Major: war; Minor: wards

Anhur: Major: war; Minor: time

Bast: Major: time; Minor: travelers

#202—Greeks

Gaea: Major: time; Minor: none

Uranus: Major: chaos; Minor: none

Cronus: cannot grant spells

Rhea: Major: time; Minor: none

Zeus: Major: law; Minor: wards

Hera: Major: chaos; Minor: wards

Aphrodite: Major: time; Minor: chaos

Ares: Major: chaos, war; Minor: none

Artemis: Major: none; Minor: time, travelers

Demeter: Major: none; Minor: time, travelers

Dionysis: Major: none; Minor: chaos, time

Hephasteus: Major: none; Minor: thought, wards

Hermes: Major: travellers; Minor: chaos, time

Apollo: Major: none; Minor: thought, time

Poseidon: Major: none; Minor: chaos, time

Hades: Major: none; Minor: law, time

Hecate: Major: none; Minor: thought, time

Titans: Major: none; Minor: ONE of the following- thought, time, wards

Furies: no worshippers, no spells

#203—Indian

Brahman: Wizard spells as an ascetic from two schools only

Indra: Major: chaos, war; Minor: time

Varuna: Major: law; Minor: thought, wards

Mitra: Major: law; Minor: thought, travelers

Yama: Major: law; Minor: thought, time

Agni: Major: chaos; Minor: time, travelers

Surya: Major: law; Minor: time, wards

Savitri: Major: time; Minor: travelers, wards

Soma: Major: chaos: Minor: time, thought

Ushas: Major: law; Minor: time, wards

Siva: Major: time; Minor: numbers, thought

Kali: Major: chaos: Minor: time, thought

Brihaspati: Major: thought; Minor: law, wards

Rudra: Major: time; Minor: numbers, thought

Puchan: Major: travelers; Minor: time, wards

Ratri: Major: none; Minor: chaos, time

Vayu: Major: none, Minor: time, wards

Tvashtri: Major: none; Minor: numbers, thought

#204—Japanese

Izanagi and Izanami: Major: time, travelers; Minor: none

Amaterasu: Major: time, wards; Minor: none

Suki-yomi: Major: time, numbers; Minor: none

Hachiman: Major: travelers, war; Minor: none

Susanoo: Major: chaos; Minor: none

Raiden: Major: time; Minor: none

O-kuni-nushi: Major: time; Minor: none

Ama-tsu-mara: Major: time; Minor: none

Inari: Major: time; Minor: none

Ho-masubi: Major: time; Minor: none

Ni No Kami: Major: time; Minor: none

O-Wata-Tsu-Mi: Major: time; Minor: none

Kura Okami: Major: time; Minor: none

Shina-tsu-hiko: Major: chaos; Minor: none

Amatsu-mikaboshi: Major: time; Minor: none

Shichifukujin: Major: Priest to choose from time, traveler, wards.

Minor: none

#206—Norse

Odin: Major: war, time, thought; Minor: wards

Frigga: Major: law; Minor: time

Thor: Major: time; Minor: wards

Sif: Major: time; Minor: wards

Aegir: Major: chaos; Minor: time

Baldur: Major: thought; Minor: time

Bragi: Major: thought; Minor: travelers

Forseti: Major: law; Minor: thought

Frey: Major: time; Minor: wards

Freya: Major: chaos; Minor: time

Heimdall: Major: wards; Minor: law

Hel: Major: time; Minor: numbers

Idun: Major: time; Minor: numbers

Loki: Major: chaos; Minor: time

Tyr: Major: law; Minor: wards

Norns: no priests

Thyrm: Major: none; Minor: war, wards, time

Surtr: Major: none; Minor: war, wards, time

Clerics: Major: wards; Minor: travelers, war

If cleric is Lawful: Major: law

Neutral: Major: none; Minor: chaos, law

Chaotic: Major: chaos

Druids also receive: Major: time, wards; Minor: travelers

Dragon-Priests of Council of Wyrms: Major: All, Astral, Chaos, Charm,

Combat, Divination, Elemental, Guardian, Healing, Law, Necromantic,

Protection, Summoning, Thought, Wards

#196—Krynn

Paladine: Major: Law, Wards; Minor: Thought, War

Mishakal: Major: Numbers, Thought; Minor: Travelers, Wards

Majere: Major: Law, Thought; Minor: Time, Wards

Kiri-Jolith: Major: Law, War; Minor: Wards

Habbakuk: Major: Travelers; Minor: Time, War

Branchala: Major: Numbers; Minor: Time, Travelers

Solinari: Major: Thought; Minor: Numbers, Time

Takhisis: Major: Chaos, Time; Minor: War, Wards

Sargonnas: Major: Chaos, Thought; Minor: Numbers, War

Morgion: Major: Time; Minor: Numbers, Thought

Chemosh: Major: Thought; Minor: Time, War

Zeboim: Major: Chaos; Minor: Time, War

Hiddukel: Major: Chaos; Minor: Travelers

Nuitari: Major: Thought, Numbers; Minor: Time

Gilean: Major: Numbers, Time; Minor: Thought, Wards

Sirrion: Major: Chaos; Minor: Numbers

Reorx: Major: Law, War; Minor: Thought, Wards

Chislev: Major: Time; Minor: Chaos

Zivilyn: Major: Thought; Minor: Numbers

Shinare: Major: Travelers; Minor: Law

Lunitari: Major: Thought, Numbers; Minor: Time

by Skip Williams >>

Date: Sat, 21 Mar 1998 22:13:50 -0500

From: "Samuel Weiss" <SWeissBB@worldnet.att.net>

Just who is Tharzidun?

Tharizdun is the greatest power of Evil in the GH cosmos as written by EGG.

An age ago he was imprisioned by the combined forces of the Powers of Good

and Neutrality working through a mortal mage by the name of Tsojcanth

(which is based on an off the cuff remark by EGG in an IRC). In the later

Gord the Rogue books by EGG, T was released and destroyed Oerth before

being himself destroyed by Master Entropy. 

Based on other remarks by EGG in response to various questions about T and

the interrelationships, I believe that T is actually the active force of

Entropy, as oxymoronic that is. Basically, Entropy wants everything to end

forever (not like the Doomguard who see a rebirth,. master Entropy wants

everything to stop permanently.) Since by its very nature, "nothingness"

will not take direct action if it can avoid doing so, T was split off to

wreak havoc throughout the multivers and bring it all crashing down.  Of

course, that is mainly a personal view that is not supported by much of

anything beyond a few errant comments.

Currently, T is bound and sleeping somehwere in the multiverse. Some

believe that the Demiplane of Imprisionment on the Ethereal may be his

resting place. Others feel that RL may be his dreams given form (another

view I support). Another possibility not yet mentioned is the various

places of imprionment mentioned in the MotP that are in the borders between

the quasielemental planes and the positive and negative material planes.

based on the description in DoD, T's prison lies omewhere beyond the

Empyreal Plane. What is that? Well, picture Planes beyond the ones

depicted. Going "up", past the all the Good planes, you eventually get to a

place where all the modifiers of Good are irrelevant, only Good itself

remains. This is not NG, it is beyond even that partial neutrality. Similar

Planes existing beyond Mechanus (of Law) and Limbo (of Chaos) were stated

to exist by EGG, although oddly, none beyond the Grey Waste was mentioned

(Evil), though that would be T's ultimate home.

Most everything written on and about T, or as he may be, the Dark Power, is

couched in rumor and possibility. basically, he can be whatever you want

him to be. My personal favorite is as an eternal threat, The One Who Must

Not Awaken, lest the whole Multiverse perish.

You however can make up your own mind in the end. I doubt TSR will ever

really bother to define T in any significant manner. And I would not really

want them to myself.

Samwise
Date: Tue, 24 Mar 1998 00:31:18 EST

From: Rasgon <Rasgon@aol.com>

types of demiplanes 


this is straight from my notes, so it might not be entirely clear.  Basically

I was just brainstorming different types of demiplanes last autumn sometime.

The phrase "planar spore" refers to my theory that the crystal

spheres/alternate material/inner planes use the Ethereal as a medium for

reproduction.  Some planes might just squirt spores into the ether, some of

which survive to become demiplanes.  Over the eons, demiplanes eventually 

A) merge with existing planes

B) grow vortices and become full-fledged inner planes (Shadow has vortices, I

know, but it's almost there.  Ravenloft's Mists don't count as vortices.)

C) grow conduits and become full-fledged crystal spheres/alternate material

Planes (depending on what kind of plane its parent was)

"Branches" or "Buds" are just that.  A plane creates either a bubble of

reality attatched to the main continuum only through small gates and nurtures

it there until its ready to detatch and exist on its own (like Oerth's

Vanishing Lands), or it creates an alternate timeline, permenently attatched

to its parent timeline, but only in the past.

Sexual reproduction is a thornier matter.  Here's an example.  Athas, a female

plane (arbitrarily), releases "eggs" into the Ethereal Plane.  Aebrynis (sp?),

the Birthright World, sends male gametes swimming through the ethereal

currents toward the distinctive planar disruption Athas' gametes cause.  One

manages to reach Athas' "nest" without being sucked into an ethereal cyclone,

eaten by another plane or demiplane, etc.  Congratulations, it's a demiplane!

What are its laws of nature like?

The new reality selects its laws from those its parents had available, more or

less randomly unless you care to figure out recessive genes (plenes? renes?),

etc.  Our baby demiplane (we'll call it Aebrathas) takes Athas' tendency for

magic to come from surrounding life, and Aebrynis' strange ley lines of realm

magic.  What you end up with is a plane on which it's possible to create

defiler realm magic-- a truly terrifying thought!  This is a plane I hope

doesn't survive to maturity.

Parasitic planes are only able to reproduce by drifting "Near" (in a

metaplanar sense) another plane and imposing its natural laws on it, thus

ensuring its distinct physics will survive another generation.  This is a

possible explanation for the "Shadowrun" and "Torg" planes. Maybe the

Metaplanes of  the Shadowrun game have imposed the fantasy reality on Earth in

a bizarre form of planar reproduction.  Maybe there's another set of

Metaplanes that regularly change Earth back to its reality; the "scientific"

one.

Viral planes are nastier.  These demiplanes infect a "host" plane and attempt

to transform it into nothing more than a factory for producing more planar

viroids.  Such a plane could quickly destroy the multiverse if it weren't for

various safeguards other planes have evolved

I.planar artifacts.  The heroes have to quest for an artifact made by the

world itself at the beginning of time, said to have the power to defeat a

great evil prophesised to destroy the world.  Unless they're Sinkers, in which

case their goal would be to keep the artifact hidden.  Anyone see a Tharizdun

connection?

II.immune system of the planes.  Planar proxies.  These are creatures

empowered by the planes to destroy things harmful to it. 

1.superheroes.  In a superhero-style campaign superheroes might be the result

of the world creating defenses for itself against another world attempt at

destroying or transforming it (like Galactacus).

2.blackballs and zodar.  from the Mystara and Spelljammer Monstrous

compendiums respectively, I interpret these creatures as planar proxies

created to defend a crystal sphere against threats of any kind, like

misbehaving time travelers, disagreeable demiurges, and virus planes. Also

include Paradox spirits from the Mage game.

3.singularities: black holes and that sort of thing.  Just the thing for

destroying a demiplane.

4.planet-eating planes. LIke one of the campaign worlds I created, Neogaea.

Neogaea is a world that feeds on the possibilities of other worlds to survive.

This was basically just a way of justifying all the borrowing I did in it

(there are elements of many other campaign worlds in it, although it has a lot

of unique bits and a distinctive feel), but it also was able to use its

millions-of-mile long tendrils to snatch up passing virus planes and save the

multiverse.

   >Types of Demiplanes:

1.Wizards' demiplanes

2.Gods/Immortals demiplanes

3.Lady of Pain's Mazes

4.Faerierealms

5.Nests

6.Draedens'/dragons' nests

7.Lost civilisations/ecologies

8.Realms That Never Were

9.Young planes/planar branches/buds

10.Planar spore/seed/eggs

>see biology notes

11.Viral/parasitic planes

12.Paradox realms/anomalies/temporal tidepools

13.Homeworlds of ethereal races

14.Archetypal/theme-based realms

15.Split/shattered worlds

16.Storage areas

17.Rhetorical/nonliteral/metaphysical/symbolic/conceptual realms

Date: Wed, 25 Mar 1998 11:01:34 -0400 (EDT)

From: gantr@NKU.EDU

The Media (a sect)


On Wed, 25 Mar 1998, Ben Lewis Evans wrote:

> True then but now thoose who control the Media write history.  And not

> always for the best.... Hey a media type Sect would be interesting....

THE CONTROLLERS OF THOUGHT

(The Medias)

SECT PHILOSOPHY:  Belief is power.  Belief comes from what people think

they know.  If you can control what people think they know, you can shape

and control what they believe.  Then you have the power.

The Media is a fairly new sect, founded about two centuries ago by an

Indep named Beliam Nybbas. He had grown weary of the various Factions of

Sigil twisting everything that happened through their own particular views

of reality.  He wanted to put forth news without bias, allowing people to

make their own decisions.  Since it's inception, the Media has grown into

several competing Sects, each attempting to put out it's own version of

unbiased information.

This is, like most everything else the Media says, a lie.  Beliam Nybbas

was actually a Signer, seeking to make his own personal views of reality

into everybody's views by telling everyone over and over that he was

right.  The Sect does not compete against itself;  each part of the Sect

puts a very specific slant on the information they release, tailored to

their target audience.  There has never been an attempt to release

unbiased information.

Recently, the Media apears to have found a new master.  Green Marvent,

leader of the Illuminated, has (it seems) siezed control of the Sect to

serve his own interests.  The function and beliefs of the Media has not

changed because of this.  The only real change is the beliefs the Media

promotes.

PRIMARY PLANE OF INFLUENCE:  The Media makes it's home in Limbo, where they can see the effects they have on others.  The information they

release changes people's beliefs, and this changes the environment of the

Plane itself (within the chaos-shaped areas, anyway).  Members may be

found anywhere, although most are found in the Gate-Towns.  a few may even

be found in Sigil itself.

ALLIES AND ENEMIES:  The Media has no real allies, as they refuse to let

anyone know just what they are up to.  They have no real enemies right

now, for the same reason.

ELEGIBILITY:  Any lawful or neutral individual of a non-good alignment may

join the Media.  As long as they have no moral problems with distorting

the truth and outright lying, that is.

BENEFITS:  Sect members become literate in any language they can speak

without cost.  They also gain a limited immunity to danger;  as long as

they are participating in an event as an observer only, they will not be

atacked or otherwise directly harmed by what is occuring.  This does not

protect them from natural disasters.  It only protects them from violence.

RESTRICTIONS:  No member of the Media may ever tell the complete and utter

truth.  No matter the circumstances, they must attempt to shade the truth

to put the particular message in it that their superiors want.

Well, there you are.  Hope it isn't too bad for an off-the-cuff idea.

Rich Gant

Date: Thu, 26 Mar 1998 15:13:23 -0600 (CST)

From: Darren Walker <dwalker@spd.dsccc.com>

Stat methods

On Thu, 26 Mar 1998, Kelly Smith wrote:

> Darren says:

> >I use a VERY generous

> >rolling method, which I won't disclose since I'm sure there would be

> >people crying "munchkin".

>

> OK.  Lets get down to it.  How do you all let your players roll stats?

> Personally, I let the players do 4d6, taking the top 3, rerolling ones

> (nothing sux more then a stat of 3).  Average stat is in the 10-13 range,

> and usually the player ends up with one stat of 15 or better.  Which, IMO,

> is the way it should be.

From reading the other posts regarding this, I KNOW my method would be

disapproved of, so I add in a healthy amount of justification to make me

appear to be more of a non-munchkin DM...and judge me not, until you read

the whole message...

This is complex, so bear with me...

Step One: Choose a Race.

The player chooses a race for his/her character from


Human (Prime or Planar)


Half-Elf (Prime or Planar)


Dwarf (Prime)


Halfling (Prime)


Elf (Prime)


Bariaur (Planar)


Aasimar (Planar)


Tiefling (Planar)


Githzerai (Planar)

The races each use a different rolling method (which is very generous)

The Player rolls the stats:

Human, Half-Elf

- ---------------

5d6 dropping lowest 2 dice 8 times, keeping best 6 scores, arrange in any

order.

Others Except Aasimar

- ---------------------

6d6 dropping lowest 3 dice 2 times,

5d6 dropping lowest 2 dice 4 times,

4d6 dropping lowest 1 die 2 times, keeping best 6 scores, arrange in any

order.

Aasimar

- ---------------------

6d6 dropping lowest 3 dice 1 time,

5d6 dropping lowest 2 dice 4 times,

4d6 dropping lowest 1 die 3 times, keeping best 6 scores, arrange in any

order.

Step Two: The player rolls three complete characters using step one.

They can then choose their favorite one, BUT they must use the same race

they initially rolled for that character.

Step Three: Flesh out the rest of the character as per the PHB and PWHB.

Now, bear in mind that all races except human receive experience point

penalties based on their special abilities, but as PC's they are unlimited

in level. This is not some pussy-foot penalty mind you...

Githzerai for example has an 75% experience penalty, meaning that he/she

will only count 25% of all experience they get. If they have a prime

requisite score, then they will only take a 65% loss. I've found this

eliminates most multi-classing problems. I'll list the experience

penalties (If I remember them correctly)

0%
Human (Prime or Planar)

15%
Half-Elf (Prime or Planar)

45%
Dwarf (Prime)

20%
Halfling (Prime)

50%
Elf (Prime)

45%
Bariaur (Planar)

60%
Aasimar (Planar)

50%
Tiefling (Planar)

75%
Githzerai (Planar)

These penalties are based on suggested level limits, abilities, and

longevity.

What does this mean to the Player, it means yes you may have the stats to

be a Fighter/Thief/Mage, but you prolly won't be gaining many levels if

you opt for doing this...imagine earning 10% experience in each class as

an Elven Fighter/Thief/Mage with all your prime requisites. 3000

Experience points doesn't seem like a lot then...

Why am I so generous? Is it because I run munchkins? I don't think so...I

that were the case, then my characters would be dripping with magic by now

(4th level) and they would be heading off to earn their wings as Blood War

Heroes or somesuch...(which they WILL do, just not for another 5 levels :P)

The reason I am generous is this: I have 2 players. Only 2. They act as a

great team in the tradition of Fahfred(sp?) and the Grey Mouser, and in

that same tradition, they are the fledgling heroes that everyone loves to

play. Neither character has magic weapons. They fight with Silver, Cold

Iron, Baatorian Green Steel, and their wits; although they are about to

happen on some minor enchanted items...but to acquire them they will have

to recover a runaway merchants daughter and slay a thieving group in the

Hive. This would be fine except for the fact that the Leader of the

thieves and the daughter are in love, and the Merchant that hired them is

a cruel man who only brings misery to his daughter, but of course...they

know nothing of this.

IMC, the Godsmen character died recently, and was reincarnated as a human

fighter from an Aasimar fighter/cleric. He learned quickly that the

benefits that come with having it all are made stale when you watch

your Half-Elf Sensate bard friend gain levels while you are left behind.

This choice to play an Aasimar multi-classed character cost him his life,

as a few more hit points would have saved him...

For the record. Neither of my PC's have more than 1 18 in their stats.

One of them I think has 2 17's and no 18's. The rest of their stats are

from 12-16.

Is this Munchkin? Maybe...I'm sure If this were on rec.games.frp.dnd they

would say that it is...but I'm not posting there, am I...

  Darren Walker                             Internet: dwalker@spd.dsccc.com

  DSC Communications Corporation

  **** The opinions expressed are not those of DSC Communications, Inc ****

Date: Thu, 26 Mar 1998 20:52:44 -0500 (EST)

From: Joshua Jarvis <jj@keene.edu>

Faction Stereotypes.

Is their any suggestions about how to make the factions less stereotyped 

in the point of view of the list?

I for one am tired of ....

1. Nutty Xaosists. they are fun but are they all nuts?

2. Sneaky Guvners: Don't you think a few are more concerned with learning 

the law or running the court than with finding loopholes?

3. Doomguards passive observers of chaos. I origionally pictured them as 

semi terrorists, I'm sure a few blow up buildings in Sigil and manipulate 

the members to destroy the plans of other factions. (even unknowingly, 

like having them deliver a package that just happens to have a magic item 

that will be used by a doomguard spy within another faction to 

assassinate someone.)

3. Weird dustmen. They may feel they are dead but are they all morbid? 

How about a happy, cheerful dustman who wants to feel the best and most 

alive he can so he can truely observe how the dead around him have advanced.

4. Perpetually just and rightous mercykillers. To me they have a greater 

potential for evil than the harmonium. At least the harmies try to have a 

fair trial, or reform (sometimes unwillingly, and occasionally brutally) 

criminals. The Mercs just kill people. And the merc's favorite plane is 

inherantly evil. Has a mercykiller outpost slipped up to mechanus because 

it is more good than acheron? No.

4. Evil, nasty, harmonium: I personally don't use the history of Ortho. 

As for the draconian methods causing a layer to slip. Well that is 60% of 

it, but they gathered alot of chaos and evil their before adding their 

own. That is a perfect thing for a fiend to be secretly behing (a 

yugoloth perhaps?) I personally say more than a few harmies 

live according to the tenets of their belief. The rest ARE hippocritical.

5. Sensates: Are they all party animals? What about the few who want to 

experience sensations more passively?

6. Signers: Do they all think They are the imaginer? Why don't any think 

that someone else is? I would like to see a group of sensates searching 

for the person that they feel would be the true person who thinks up the 

universe.

7.Fated: Are they all nasty thiefs? What about good fated?

8. Athar: Considered suprisingly good for a faction capable of being 

severely intolerant of others beliefs.

9. I haven't heard much opinions about the godsmen or cyphers here so I 

haven't run across much stereotypes.

When I had first bought the planescape boxed set I had different ideas 

about how the game and factions worked (it wasn't until I joined the list 

to have a question answered that rec.games.frp.dnd ignored that I was 

encouraged to buy other products and see the true interaction over combat 

basis.) When I had the origional boxed set I interpretted the doomguard 

as nasty and destructive, harmonium as well intentioned hippocrites, the 

fated as nasty and obnoxious, and the xaosists as just plain nuts. (well 

I was right about Xaos) It wasn't until the list and the other settings 

that I learned the other side of the factions (and a slightly skewed 

view) but the list is a bit one sided about the groups. Each faction has 

its good and bad members. Will faction war include information on how to 

play out both sides of a faction in a way that the mailing list won't 

think of "good" and "bad" factions?

ChAoS

Date: Fri, 27 Mar 1998 01:41:42 EST

From: Rasgon <Rasgon@aol.com>

Mystara and the foreing Cant (actual useful info)

In a message dated 98-03-26 22:59:57 EST, you write:

<< The cosmology of Mystara is even more trouble to use with Planescape than

 Greyhawk , with: the immortals , the alternate outerplanes , the

 dimensional vortex , the old ones . Even the Inner Planes seens confusing

 ... ( anyone remember the Elementals Rulers from the Rules Cyclopedia ?

 They are the Elemental Princes or a another undiscovered type of Elemental

  >>

I'm a Mystara (I hate that name, it will always be the Known World to me)

geezer.  I started out with the Red Box basic set and climbed through nearly

all the Gazeteers.  I stopped buying that stuff only when Wrath of the

Immortals came out.  I've given this a lot of thought.

The Immortals gain their power from their Spheres of Power (roughly the

equivalent of Complete Priest Handbook's Forces) instead of worshippers.

There are numerous ways of handling the planes.

1. connect Mystara to a completely different set of planes.  This is the Least

Fun option, but stays true to the Immortal's set.

2. use the same inner planes, but different Astral and Outer planes.  This

connects the two cosmologies decently, but limits interaction between

Immortals and gods.  The Elemental Rulers are the same as Ishtishia, Grumbar,

Kossuth, etc.  The Mystara MC Appendix updates the mystaran elemental

creatures for AD&D, and Monte and Ray are using them in the Planescape

supplements they're writing.

3. Use the AD&D multiverse entirely, but assume the D&D "outer planes" are

actually alternate primes.  Either way, they're accessible through the Astral.

4. Use the D&D multiverse entirely, and assume the Great Ring is merely a

collection of remarkably well-developed Outer Planes. (each layer is a plane.

Other outer planes exist, including Immortal home planes and Old One ruins).

5.Use the Planescape multiverse entirely, and place citidels of the Immortals

in appropriate places on the Ring.  This allows for maximum interaction and

intrigue. Here's my take on the outer planes by Sphere.

Hades-- ultimate Entropy

Acheron-- ultimate Matter

Elysium-- ultimate Thought

Limbo/Muspelheim-- ultimate Energy

Outlands-- ultimate Time

other planes contain varying amounts of the above.  You might argue that

Mechanus is a better choice for Matter, but I'd ignore Acheron's alignment and

notice how much the blocks look like those creatures of pure matter in the

Immortals set.

6. Use the Planescape multiverse entirely, and place citidels of the Immortals

on demiplanes in the Ethereal.

Entropy-- close to the Negative Energy Plane

Matter-- close to the Prime

Thought-- demiplane of Dreams

Energy-- close to the Positive Energy Plane/Radiance/demiplane of

Electromagnetism

Time-- demiplane of Time

7. Immortals have bases all over the place, so many of these options are true.

How do the Immortals and gods interact?

1.Immortals see the gods as just another Immortal monster; worthy of respect,

but not part of the Immortal Hierarchy and thus not extremely important.

2.Gods and Immortals infiltrate each others' groups.

3.Both are true.

For instance, the entity known as Orcus is both a major player in the Sphere

of Entropy and in the Lower Planes.  There is an entity called Demogorgon in

both groups, but these are entirely seperate entities.  Likewise, the Odin of

the Sphere of Thought and the Odin of Ysgard are different, but Loki is the

same.

Thor and Frey-- different

Freya-- the same

Pflarr-- totally different from both Ptah and Anubis.

Orisis-- totally different from Osiris, probably.

Terra-- different from Gaea

Khoronus-- different from Cronus.

Thanatos-- no relation to the Abyssal realm of the same name.

Rad-- said to be recruiting mage followers on a number of different worlds

Atzanteotl-- no relation to any Aztec power, but is actively recruiting drow

to his worship .  Looks overdue for a clash with Lolth.

Other worlds where the Immortals are known--

Aelos, the world from the module Where Chaos Reigns.

Averoigne, the world from Castle Amber: the Immortals are content to silently

observe the Averoigne people's part in the Great Experiment.  

Alphatia: this world has been destroyed.

Oerth-- thought to have some connection with Mystara in its remote past, the

great number of ascended mortals and lack of concern by these gods for worship

has lead some to theorize that the "gods" of Greyhawk are actually members of

the Immortal Hierarchy.

Istus-- Hierarch of Time.

Nerull-- Hierarch of Entropy (formally Tharizdun held this position)

Pelor-- Hierarch of Energy (would explain the Hierarch's creation of the

archons, though the Hierarch could be Boccob as well)

...etc.  

Some of the Elven Immortals are known to elves on other worlds, such as

Ilsundal, though they gain no power from worship.  However, none of the

Seldarine are known to the Mystaran/Aeloian elves.

Draedens: the Draedens are a race of enormous power, older than the gods and

related in some way to the dragons.  Tiamat/Takhisis, Gaea, Io, and Ymir are

all draedens.  Bahamut, Chronepsis and other draconic deities have the respect

and friendship/rivalry of the Star, Sun and Moon dragons.  Io and the Great

One are probably the same entity.  Paladine, for some reason, is banned from

all draconic realms.

The Old Ones: frankly, I don't believe they exist.  More likely, the

impossible ruins and Vortex creatures are just responses of the planes

themselves to Immortal fears and longings.  If they do exist, they probably

aren't the same as the Overpowers (Krynn's Highfather is probably a draeden)

though they may be the same as the mysterious entity that Ao worships.

The Dimensional Vortex: exactly the same for Mystarans and Planescapers alike,

though the Planescape sages don't know about it any more than mortal Mystarans

do.

Date: Sat, 28 Mar 1998 12:34:46 -0000

From: "Leroy Van Camp III" <malacoda@lesbois.com>

Integrating Mystara into Planescape Cosmology

Flame meandered fecklessly...

> hmmm could you share this rationale with me? I have been trying to use

both  the immortals and Gods and what I got from TSR was that they become

demi-god  in Planescape, but with the powers they get most of the Immortal could

kick  any of the other gods ass(well maybe not greaters but the others no porb)

So could you help me out?

    Sure, but first a quick warning: no one ever likes my ideas on 

these things, so if you don't either it won't hurt my feelings.

Cosmology

    My version of Mystara sits within a crystal sphere on the prime

material plane of the Planescape multiverse, like any other TSR AD&D

setting.  The original OD&D planar cosmology is gone, replaced fully

by Planescape, as is now canonical (not than canon matters).

    In addition, I have created the concept of dimensions.  A 

dimension is like a macro plane that contains other planes; a planar 

container.  In the macroverse (or whatever), there are many dimensions,

of which the PS multiverse is only one.  

    The laws of reality can vary wildly from one dimension to another.

For example, there could be several dimensions that work like the 

PS multiverse, with only slight differences, while others could be

similar to our own.  Our Earth and its universe could be a dimension,

as could be many others that "mirror" our earth.  

    Whether there is a finite or infinite number of dimensions is 

unknown (like layers of the Abyss), but there are certainly a lot of 

them, making for a multitude of possibilities.  Although I would

never do such a thing, a person so inclined could stick most of their

favorite fictional settings in a dimension, from Star Trek to Clive

Barker's Imajica.

    The sphere that Mystara is in is an oddity in the planes in that

the walls between dimensions are much thinner, making transit a bit 

easier.  In the past there has been several significant dimensional

transitions:

    Than Air Mages of Alphatian journeyed to Mystaraspace.

    The d'Ambrevilles and McGregors came to Mystara through a 

dimensional gate.

    The HMS Beagle, an FTL starship, punched a hole between dimensions

and crashed on Mystara.

    The Old Ones found Mystaraspace.

    Despite this, dimensional travel is extremely difficult except

under certain circumstances, and few know of the other dimesnions,

much less understands them.

The Immortals

    In another dimension, one much different than our own, there 

exists a race of beings known to some as the Old Ones.  Far different

than a flesh and blood race, the Old Ones were composed of energy and

thought.  They were the only sentience in their dimension, and their

vast powers made them its ruler.

    At some point the Old Ones became aware of other dimensions and

explored them.  Due to dimensional differences, they could not 

actually enter these dimensions, but they could look and manipulate.

    The PS multiverse was the first dimension they found with other

intelligent life, and with the walls being thinner in Mystaraspace,

it is the point at which they entered.  Fascinated by what they found,

they spent a lot of time looking around.

    At some point an anomaly entered Mystaraspace; the avatar of a god.

Having only explored the Prime, the Old Ones had never encountered the

gods before.  Ever curious, they snatched it up and experimented with

it.  Not long after, several more entered, apparently following the

first.  The grabbed these, too.  

    Working with these avatars and some of the indiginous life, they

discovered the principal of belief altering reality, especially as it

pertains to the worship of gods, though there were currently none 

worshipped in Mystaraspace.  They also found they could alter a 

sentient being to have powers similar to gods, and that such altered

beings seemed to have the potential to evolve beyond this, 

possibly even into something simialr to the Old Ones themselves.

    So, they empowered a few such sentients, as well as wiping much

of the minds of the avatars they found, and set them upon 

Mystaraspace.  As time went on they would find a new canidate for 

empowerment, and alter them.

    Eventually the small number of empowered beings, Immortals, set

up their own society and, not knowing of the Old Ones, began to choose

the occasional canidate for Immortality.  The Old Ones, seeing this as

one huge experiment, would then empower them.

    The Immortals had taken the same role as gods would in other 

spheres, and soon it became apparent that the principles of belief

worked for them as well: the more worshippers an Immortal had, the

more his power increased beyond what the Old Ones had granted them.

    In game terms, Immortals are sentient creatures empowered by the

Old Ones.  Their powers work similar to the powers of the gods.

The six ranks of Immortality apply, with a change: the last two ranks

can only be reached through the empowerment of belief from prime

material beings.

    Thus an Immortal does not need followers to exist, but does need

them to reach Eternal or Hierarch.  If they loose followers, they

will begin to drop down until they reach Empyreal.

    For the most part the gods of the multiverse do not give much

thought to the Immortals.  They simply see them as other gods whose

pantheon has another name for themselves.  Some of the Immortals and

gods share the same name and "concept", and how they view each other

varies, from hostility (Hel) to curiosity (Odin).

    Unless an Immortal has worshippers, they do not have a home on the

Outer Planes.  Even a large number of worshiped Immortals don't.  

These Immortals keep domains in the Ethereal on demi-planes.

    As for the Immortals kicking ass on the gods, I don't really see

it.  Going by the guidelines for Immortals in the Wrath of the

Immortals, and the current rules for gods in AD&D, I think, for the

most part, gods are more powerful.  If a god of demi- or above says

your dead, your dead.  Immortals can effectively do this, but rule-

wise have to make some rolls or cast some spells.

    My suggestion is don't get wrapped up in such things.  I think

anyone looking to integrate Mystara and Planescape should focus more

on the ideas and flavor over the rules.

    I use the following comparative ranking...

Initiate
Demi-

Temporal
Lesser

Celestial
Lesser

Empyreal
Intermediate

Eternal

Greater

Hierarch
Nothing Comparative

    A Hierarch is an immortal that has mastered both the power granted

him by the Old Ones and the power gained through mass worship.  

They are the most powerful beings in the Multiverse, after Old Ones

and overpowers (in that order), although far from being as powerful.

    Why don't they open an Immortal can of whoopass?  For several 

reasons.  First, they don't necessarily know they can; the Immortals

and gods don't butt heads often, considering Mystara is a bit of a 

backwater sphere, so their comparative power never comes up.

    Second, most of them aren't looking to do such things, prefering

to focus on Mystara.

    Finally, there are far more gods out there willing to work 

together to remove such a threat, should it arise, than there are

Immortals.

    Well, I _think_ that covers it all.  Even if no one is likely to

use it, I hope it was an enjoyable read.

Leroy Van Camp III


malacoda@lesbois.com 

owner-mystara-l@mpgn.com

ICQ #4253672

"You know, not kneeing you in the groin is a constant struggle."
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Date: Fri, 27 Mar 1998 15:33:28 -0500 (EST)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Demiplane: The Questing Land


This is a write-up of a new demiplane, based on the old Anglia TV 

series Knightmare. I had the great honour to appear on the show, and I 

and my friends even won it. I'd like to dedicate this description to 

everyone at Anglia TV who made Knightmare one of the best game shows 

ever.

THE QUESTING LAND

History:

In ages past, Merlin Emrys, called Myrddin, sought to conceal the 

treasures of Sovereignty (see my page) from Morgan le Fay and her evil 

agents. To this end, he took five such items and placed them in the 

vaults beneath a castle belonging to his ally, Treguard. The castle had 

a name once, but over the years it has become lost, and it is 

remembered only as Knightmare Castle. Merlin and Treguard agreed that 

the castle should be placed into a demiplane by _estate_transference_ 

to secure it from Morgan. But ere long, the Fey Enchantress found her 

way to the edge of Treguard's estate and slipped in under cover of her 

enchantments. She soon discovered that it was impossible for her to 

take the treasures away with her, but she hatched a plan. Using 

Merlin's wards against Treguard, she managed to seal the castle vault 

to him, so that he could not give Merlin the treasures, should they be 

needed. She knew that one day, when the Sleeping King awoke, in the 

time of greatest need, he and his knights would have need of them. She 

would not let them have them. Treguard retained but one of the 

treasures: the Helm of Justice, which granted true sight to the pure of 

heart, but blindness to villains. Treguard used what art he had to open 

a portal to the Prime: a mere unstable thing, active for but one season 

a year, and one hour in the week over that season. The portal latched 

onto prime worlds, and heroes came to try and claim the treasures for 

Treguard. As they essayed their skill at arms against the goblins and 

orcs that Morgan had loosed in the vaults, other things slipped over 

into the plane. Forests, dungeons and rocky hills appeared, wrested 

from prime worlds much as, it is said, the Plane of Dread snatches 

domains. But Treguard was confounded: these new lands were sealed to 

him by Morgan's sorcery. And all the time the distance between him and 

the treasures increased. For years he and his heroes strove to gain the 

relics. Oftentimes they failed. Now and then they gained one, only for 

it to be lost again by the cunning of those who dwelt in the lands 

Morgan had allowed in. But some joined the forces of Good in the land 

too: Merlin's apprentice Hordriss the Red, and the dragon Smirkenorf. 

Now, as Treguard's portal becomes yet weaker, he has in his possession 

the Crown of Glory, one of the treasures. And this time he will not 

allow it to slip away.

DENIZENS

Races native to the Questing Land include goblins, orcs, ogres, hill 

giants, a sahuagin race called mire-men, two dragons and a variety of 

undead. A squishy kind of hill-giant called a mire trog has recently 

been sighted too. Also living in the realm are:

Treguard (human male proxy/P16 of Lady Sovereignty/LG) is the Master of 

Knightmare Castle, and acts as a mentor and healer for those brave 

heroes who try and wrest the relics from the 'levels' beyond the castle.

Hordriss (human male prime/Invoker 17/NG) is an apprentice of Merlin, 

and an ally of Treguard. He has tried many times to free the treasures, 

and was instrumental in bringing the Crown to Treguard. Unlike 

Treguard, he is free to travel the realm beyond the castle, but he does 

not willingly tread the deepest levels - all too recently he was 

captured by Lord Fear.

Lord Fear (human? male planar/Transmuter (when I publish the Complete 

Quickener, use quickener instead) 19/LE) is the latest and most 

powerful evil wizard to try and profit from the treasures. He bills 

himself as a technomancer, and is fond of machines; he has constructed 

a number beneath the Land. He is served by Lissard (q.v.) and by his 

frightknights, golem-like beings of plate armour. (Treat frightknights 

as battle horrors.) He has also introduced skeletrons, a kind of 

enhanced undead skeleton, to the realm. (Treat these as Tomb Guardians 

when Tharzar's Bestiary part II appears, until then use your favourite 

mid-HD undead.) Lord Fear rules a large portion of the Questing Land, 

the so-called Third Level, from his subterranean fortress Marblehead.

Lissard (advanced lizard man male prime/F9/LE) is Lord Fear's trusted 

lieutenant, and the overlord of the mire-men. He can speak their 

language, which Fear cannot, and has used them to control the region 

known as the Mire (q.v.).

Aesandre (human female proxy of Nastrond/ice para-elementalist 17/NE) 

has retreated into the dwarf-tunnels for now, but some years ago 

succeded in bringing Fimbulwinter to the Questing Land. She is thought 

to serve Nastrond, the Spirit of Ragnarok, whose ally the Morrighan 

would love to see Merlin and the Lady Sovereignty confounded. (Make up 

your own ice elementalist spell lists. The essentials are the Snilloc's 

snowball spells, ice storm, wall of ice and control temp. 10' radius.)

Maldame (human female prime/enchantress 14/LE) is a rival of Lord 

Fear's, and her base of operations is the castle of Ling Horn, opposite 

Marblehead across the Mire. She sometimes allies with Treguard's 

warriors, but would really like nothing better than to claim the 

treasures for herself.

Firestorm of Marblehead (very old red dragon/LE) is Lord Fear's pet, 

affectionately known as 'the twin flamethrower'. Formerly calling 

itself 'Bal-shibbah', it was cured of insanity by Lissard and is now 

loyal to the forces of Marblehead. Maldame fears the dragon to the 

level of paranoia, and would rather anything than that it should 

assault her castle. Fear intends to have it do just that quite soon.

Smirkenorf (old turquoise dragon/CG) is an ally of Hordriss and 

Treguard, and is only marginally weaker than the Firestorm. (Treat 

turquoise dragons as similar to silver ones.) He has a keen love of 

jokes, and his best friend is the jester Motley (human male prime/bard 

(jester)4/CG). Smirkenorf has been known to take adventurers from 

Knightmare Castle's lower gate to the entrance to Fear's realm.

Majida (female janni/NG) is Treguard's present assistant in the halls 

of Castle Knightmare. She was freed by him from a lamp found in one of 

the halls under the castle, where the Seeing Pool is located. (q.v.) 

She is possessed of a keen wit and acidic humour, and is preferable to 

Treguard's previous 'helper', the incompetent elf Pickle.

The Brollachan (special CE monster) roams the caverns beneath the Land, 

seeking knowlege. Like all members of its rare and nigh-invincible 

species, it has a limitation on its speech: it can only speak in 

questions. It served Fear for some time, before learning its own true 

name and breaking his spell. (I intend to write up brollachans for the 

Mimir.)

A number of other rogues, wizards and even the occasional priest have 

ventured through the realm, but those are the main residents.

LOCATIONS

Knightmare Castle is where Treguard and Majida must remain. Here, they 

welcome those lucky enough to find the portal in, and brave enough to 

enter the dungeons. Treguard now uses the Seeing Pool Chamber as his 

base of operations. This room, only recently wrested from Morgan's 

spell by Hordriss, contains a permanent _magic_mirror_, used by 

Treguard to observe events within the dungeon. Also here is the grating 

which leads to the dwarf-tunnels and the lower gate of the castle, but 

Treguard may not enter there.

The dwarf-tunnels are a maze of low-ceilinged chambers inhabited by 

goblins and the occasional ogre. They lead down through the area 

designated 'level one' by the methodical Treguard, and are of some 

historical importance due to the mysterious runes on some of the rocks 

here.

The forest of assassins is these days devoid of its eponymous dangers. 

They left some years ago, when Lord Fear arrived. A number of deserted 

huts are within the dark overhanging trees and bushes, and wolves prowl 

about. Also here are ruins of castles brought here by the chaotic magic 

of the realm, so far from the control of either Treguard or Lord Fear.

The stone hills are the dwelling of ogres and pookas, malevolent 

faeries spirits. Here may be found the way down to the warrens of 

dungeons constructed by the various villains who have sought to control 

the treasures.

The dungeons themselves contain deadly traps, wandering annises and 

strange geometric paradoxes. This is what Treguard calls the second 

level. Also here are the Sewer of Goth, the farthes outpost of 

Lissard's mire-men. Snatched from beneath an abandoned prime city, they 

are mazelike and confusing, and the water foul and stagnant.

Below the dungeons lies an Underdark region, consisting mainly of the 

underground sea known as the Mire. Lord Fear plies it with ships, 

collecting ore mined in the surrounding caverns to build more 

frightknights, and Lissard's mire-men infest its dark waters. On one 

side of the sea stands Ling Horn, the last area of the third level 

which does not bow to Fear. Maldame (q.v.) clings to it with a fierce 

grip, and longs to claim the Mire for her own.

Opposite stands Marblehead, the heart of the evil. Lord Fear 

unwittingly does the work of Morgan, as he tries to solve the riddles 

of the treasures. When he is not studying them, he keeps them in a room 

he calls the Cold Store, which doubles as treasure-house and prison. 

Guarded by skeletrons and frightknights, the Cold Store has been 

infiltrated only once, and that by great ingenuity and power of art. 

Lord Fear's throne room looks out over the Mire, and he uses the 

windows to conjure up images of his servants to converse with them.

THE TREASURES

The four treasures which Treguard has tried so long and hard to 

retrieve are:

The Crown of Glory, which was worn by many an ancient king of Prydwen. 

Rumour has it that Arawn's proxy Pwyll should rightly wear it. A simple 

circlet of gold, adorned with spikes, it is a more potent symbol of 

kingship than any gem-encrusted bauble could ever be. Treguard has now 

retrieved and retained the Crown.

The Healing Cup, which grants to those who drink of it healing, if they 

be true and pure of heart. 

The Shield and Sword, about which I can't remember a damn thing right 

now. I'll look them up over the weekend.

Alex

- -------------------------------------------------------

Alex Roberts               Tiefling }:-)

The Tiefling's Exultation

http://exultation.home.ml.org

Tiefling@exultation.home.ml.org

Date: Sun, 29 Mar 1998 17:31:56 EST

From: Rasgon <Rasgon@aol.com>

City in the Beastlands


THE CITY:

(a realm in the Beastlands)

The City is enormous.  It fills an entire realm with buildings, roads, spires,

sewers and walls.  A Cager might feel at home here except for the unavoidable

sense that the City is *alive*.

First, rodents, pigeons, ants and roaches infest the place like an

exterminator's night terror.  You can hardly swing a dead cat without a wild

dog catching it in mid-air, only to have it stolen by other cats.

Once you get used to it, (and strangely, it *is* possible to get used to it)

you notice that even the maggots beneath every cobble have a sleekness, a sort

of wild beauty that makes them admirable, untamed.  The City fills a body with

the same exhileration the rest of the Beastlands does; a sense of oneness with

the part of your soul that was never chained and humiliated by the artificial

boundries of civilized life.  The freedom you always imagined a dolphin or a

bird feels.  It's just a very different variation on the universal theme.

Then you have a chance to examine the walls and aquaducts more carefully, and

you see the other reason why the City feels alive.  Every rock, cobblestone

and rusty drainpipe is made out of or intertwined with vegetation.  Bricks

sprout out of the musky earth like coral with tiny eyes peaking out at you,

lamp-posts sprout leaves.  The insides of buildings have growth rings like

trees.

In hidden alleyways and towering roosts live the Animal Lords of the city-

dwelling wildlife.   King Mouse and Emperor Pigeon.  Baron Racoon and Princess

Seagull. The Spiderczar.  They rule their domains as wise philosophers, and

their servants bow to them and chatter to each other in their secret tongues.

The multiple (and somewhat randomly placed) gates to the City are open to all,

but malefactors are rumored to be swallowed by the buildings themselves, and

forced to live off the scraps the animals carelessly drop.  A squadron from

the last Modron March escaped only now, just in time to rejoin the present

one.

The City is also supposed to contain the secret treasures that the tiny rulers

of households find and drag away.  Wedding rings, silverware, and carriage

keys are found in hidden caches, guarded by beetles and crows.

Currently, the Lord of Sewer-dwelling Crocodiles is at war with the Lord of

Feral Pet Hamsters.  Strangely, the Hamster Lord is winning.  Some suspect she

must have extraplanar aid.

Date: Mon, 30 Mar 1998 13:31:50 -0500 (EST)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Warhammer Gods for PS 

I've decided to post my Warhammer Powers for PS again. Here they are, with 

notes on the contents of Tharzar's Bestiary Parte II that's coming.

I'm aware that a number of powers have the 'wrong' planes for their alignments 

- - this is entirely intentional.

Warhammer Powers

Gork and Mork

Intermediate Powers, "Da Orcy Godz"

AoC: Orcs, war, psionics

AL: CE

WAL: Any non-good

Symbol: An orcish face

Home P/L/R: Acheron/Avalas/Wander

Known Proxies: Morglum Necksnapper (Px/male orc/F17/NE)

Mork and Gork are the powers responsible for bestowing upon the

green-skinned orcs of the Warhammer world psionics, or Waagh! magic as it is 

known. They are also followed, somewhat less fervently, by that world's 

goblins. However, as with goblinoids everywhere, there is more than a spot 

of disagreement about superiority amongst the various races. In accordance 

with their portfolios of war, they dwell in Acheron. Some have suggested 

that they belong in the Abyss, but the truth is that they're just not that 

nasty. And there is a tendency among young orcs to become regimented 

and disciplined, so there is at least some foundation for lawful 

behaviour in their culture. Gork and Mork have no realms, but wander 

the cubes of Avalas seemingly randomly with their followers.

Isha

Intermediate Power, "The Queen in the Wood"

AoC: Magic, fertility, youth

AL: NG

WAL: Elves

Symbol: An acorn, or an eye.

Home P/L/R: Beastlands/Brux/The Oak of Ages (see Kurnous)

Known Proxies: The Eagle-rider Thalandor (pr/male wood elf/F8/M12/NG). 

Isha has chosen Ariel, mage-queen of Loren, to be her avatar, and she 

rules alongside Orion (see Kurnous).

Isha is the bride of Kurnous, and is the mistress of magic for all 

wood elves of Loren. She appears as a huge, beautiful elven woman with 

the wings of a death's head moth and glowing eyes. She can shape magic 

in many ways, and all elven mages honour her. Along with Kurnous, they 

complete the triad of chaotic elven powers (rule of threes) along with 

the Seldarine in Arborea and the Vanir in Ysgard.

Khorne

Greater Power, "The Blood God"

AoC: War, violent death, bloodlust, psychosis.

AL: CE

WAL: NE or CE

Symbol: __  __

        __\/__

        __/\__

        ||--||

Home P/L/R: Abyss/21/The Throne of Skulls

Known Proxies: Arbaal the Undefeated (Px/male human?/F12/CE) who rides

a small dragonlike creature. Also many chaos daemons.

Khorne is the most powerful of four Chaos Gods (Khorne, Nurgle, Slaanesh and

Tzeentch), and possibly the most terrifying. His followers worship him 

mainly by killing other things, or failing that, each other. His thirst 

for blood is unrivalled, and his followers traditionally sacrifice the 

skulls of their enemies to him. To the Dark Elves (more like 

shadowelves than drow) he is Khaine, and they worship him fervently, in 

vile acts of mass sacrifice, mainly of other elves, that shame many 

other evil regimes and have led to the name of at least one dark elven 

city becoming a dark curse, never uttered by sane, light-loving people. 

In the Abyss, Khorne's throne of skulls is surrounded by his 

petitioners who slay one another endlessly in terrible combat. They 

don't realise that like Ysgardian petitioners, they rise after death, 

and so put their whole souls into the fight. Of course, they'd rather 

kill strangers. Khorne's daemons are Bloodthirsters, 20-foor 

monstrosities that look like a cross between a flind and a minotaur, 

and fight with a whip and an axe; flesh-hounds, whose magical collars 

protect them from all magic; and bloodletters, babau-like beings whose 

swords, called hellblades, cause unstoppable bleeding.

Details of Khornate demons, along with other chaos beings, are in Kharzar's 

Bestiary.

Hashut

Intermediate Power, "God of the Chaos Dwarfs"

AoC: Sorcery, Chaos Dwarfs, machinery

AL: LE

WAL: Chaos Dwarfs

Symbol: ?

Home P/L/R: Acheron/Thuldanin/The Iron Fortress

Known Proxies: Astragoth (Pr/male chaos dwarf (just - Astragoth

is slowly turning to stone)/W19/LE)

Hashut long ago perverted the Chaos Dwarfs to foul magical rites which 

gradually turn the sorcerors to stone. His realm in Acheron in an 

enormous iron fortification, as if the power is scared of something. 

Surrounding it are many instruments of war, although like the Chaos 

Dwarfs and everything else in Thuldanin, they are slowly turning to 

stone. Hashut is not chaotic, despite his title, and nor are the chaos dwarfs. 

Like Tiamat, the 'Queen of Chaos', they are a conundrum.

The Horned Rat

Intermediate Power, "Lord of the Skaven"

AoC: Disease, the Skaven, intrigue

AL: NE

WAL: Any evil, Skaven

Symbol: A rat skull

Home P/L/R: Grey Waste/Oinos/Skavenheim

Known Proxies: The Council of Thirteen, their agents, and the vermin 

lords.

The Horned Rat is the god of the Skaven, ratmen from the depths of the 

Warhammer World. Skaven will be in Kharzar's Bestiary. Allied to Nurgle, the 

the Horned Rat directs the Skaven as they plot against their enemies and one 

another. He has given fiendish monsters to serve their evil ends, and loves the 

spread of disease and mayhem.

Kurnous

Intermediate Power, "King in the Wood"

AoC: Hunting, battle, nature, wood elves

AL: CG

WAL: Elves

Symbol: A spear

Home P/L/R: Beastlands/Brux/The Oak of Ages

Known Proxies: Skaw the Falconer (pr/male wood elf/R9/NG). Kurnous has 

adopted the elven king Orion as his avatar, and rules the wood elves of 

the Athel Loren directly.

Kurnous is a mighty hunter, and commands a pack of hounds, but the 

elves live in harmony with nature, and mainly hunt goblinoids and 

particularly obstinate dwarves. In this capacity, Kurnous is the god of 

war for the wood elves, and although they'd much rather not fight, they 

are chillingly good at it when they do. He is married to Isha (q.v.), 

and they dwell together at or in the Oak of Ages, deep in the dusk of 

Brux. However, they are only active when winter does not hold sway on 

the Warhammer World. The Oak of Ages is not as large as Grandfather Oak 

in Arborea, but it is impressive. It is also only found by people that 

Kurnous and Isha wish to meet. Kurnous appears as an enormous elf with 

the legs of a goat and the antlers of a stag.

The Lady of the Lake: See 'Sovereignty' under 'More Celtic Powers' on my page.

Nurgle

Intermediate Power, "Great Lord of Decay"

AoC: Rotting, decay, corruption, black humour.

AL: NE (C)

WAL: Any evil

Symbol: Three skulls

Home P/L/R: Grey Waste/Oinos/The Rotting Pit

Known Proxies: Many, many chaos daemons.

Nurgle is the power who dispenses disease to the shuddering world. He 

revels in decay, and delights in tormenting and mocking his foes. He is 

depicted as an enormous bulk of stinking, rotting flesh with a hideous, 

twisted face and deformed horns. Nurgle and his minions are spoken of 

by even the most jaded of planewalkers in the terms they usually 

reserve for vaporighu and Vaath. His realm in the Grey Waste is an 

exception to the normal rule of that plane. Instead of being grey, 

everything is a sickening green. Nurgle's trusted servants include the 

Great Unclean Ones, foul representations of the rotting god himself 

that can stand beside ultroloths with confidence; plaguebearers, 

hideous variations on the forms of zombies that can slay men with 

single blows as the taint of their plagueswords steal the life from the 

victim's flesh; beasts of Nurgle, sickening sluglike creatures that 

leave trails of stinking slime wherever they tread, and nurglings, tiny 

replicas of the Great Unclean Ones that play around the feet of the 

greater daemons and lash out at passing foes.

Nurgle's demons are in the bestiary too.

Anthraxus is thought to be considering Nurgle as a suitable client for 

his own festering services.

Tzeentch

Intermediate Power, "Changer of the Ways"

AoC: Magic, change, mutation

AL: CN(E)

WAL: CE, CN, wizards

Symbol: A tailed crescent

Home P/R: Tzeentch is an integral, if malign, part of the chaos of Limbo.

Known Proxies: Egrimm van Horstmann (Px/male human/Wild mage 24/CE) who 

rides a two-headed dragon named Baudros. And daemons of course.

Tzeentch is more frightening than evil, although his chaotic soul 

harbours a deep black streak. He dispenses magic to the weak-willed an 

malleable with a wild abandon, and shapes their lives as he sees fit. 

His daemonic servants comprise the Lord of Change, a vrocklike creature 

with brightly-coloured skins and eyes like gimlets; flamers, which are 

simply tubes of muscle topped with birdlike heads and warped arms; pink 

horrors, scrawny little beings who split into pair of blue horrors when 

killed; and Discs of Tzeentch, forged from chaos stuff and given form 

by the god for his chosen wizards.

Tzzentch's fiends are in the Bestiary.

Slaanesh

Intermediate Power, "Lord of Pleasure"

AoC: Secrets, vices, illicit pleasure

AL: CE

WAL: CE

Symbol:        /    \

              |      |

               \____/

          ___    /

        _____ \ /

       /      \\/

      /       \/\

      |       | |

      |       | |

      \       / /

       \_____/ /

Home P/L/R: Abyss/41/Perversion Triumphant

Known Proxies: Hordes of ecstatic daemons.

Slaanesh is a power whose influence is far more horrific than any berk 

who says 'a god of orgies can't be all bad' realises. Slaanesh strips 

away a body's mental protection and gives his darkest fantasies free 

rein. Nothing is secret from Slaanesh, but all is secret with him. His 

followers don't just go for the pleasures of the flesh: their concern 

is the pleasures of the mind. Stirred up by powerful hallucinogens and 

hypnotic dancing, their worship is a terrifying and disturbing thing. 

Serving Slaanesh from his misty, illusion-cloaked realm are his 

daemons: The Keepers of Secrets, whose soft flesh and dripping fangs 

are the stuff of nightmares for too too many who have strayed away from 

their guides in the Abyss; Daemonettes, who are all that even succubi 

dare not be, discarding physical attractiveness for sheer bizarre 

fascination; fiends of Slannesh, who are all claws and tentacles and 

squeal in pleasure as their victims fall prey to their soporific 

secretions; and the steeds of Slaanesh, foul, fleshy things that are 

ridden by the alien daemonettes.

If someone would like to stat steeds of Slaanesh, I'd be grateful. The rest are 

in the Bestiary.

Sotek

Greater Power, "The Great Lizard"

AoC: Lizardmen, magic, civilisation

AL: LN

WAL: Any non-chaotic

Symbol: Lizard head inscribed in a circle

Home P/R: Mechanus/Temple of the Sun

Known Proxies: Mazdamundi (pr/male slann/W25/N)

Sotek is the god of the Warhammer World's lizardmen and their frog-like 

rulers, the Slann. He emphasises obedience and discipline in his 

subjects, and their eternal trust is well repaid. Sotek's followers 

are seen as a threat by many, but they care for the world intensely and 

have saved it on a number of occasions from the taint of the Chaos 

powers (q.v.). It is simply the case that the lizardmen think the world 

would be a better place if they ran it.

I'd like it if someone would stat Slann and Warhammer lizardmen for me.

Sotek's realm, the Temple of the Sun, stands at a great distance from 

the other realms of Mechanus, in fact beyond the new location of 

Nemausus (see Planes of Law). A huge step pyramid fully a mile wide 

dominates the centre of a wheel which shines with a pure yellow light. 

All visitors are interviewed by temple guards (pe/various lizardman 

saurus/F3-7/LN), and may not approach the temple itself. Lizardmen hate 

Skaven (q.v.)

I'd like it if someone would supplement these with the imperial god, the gods 

of Warhammer FRP, and the High Elf pantheon.

- -------------------------------------------------------

Alex Roberts               Tiefling }:-)

The Tiefling's Exultation

http://exultation.home.ml.org

Tiefling@exultation.home.ml.org

Date: Wed, 01 Apr 1998 03:46:47 -0500

From: Joshua Jarvis <jj@keene.edu>

Pseudoelemental planes


The pseudoelemental planes are unique in the fact that they are demiplanes

that are in the process of merging with existing planes. NOTE: These planes

are hazardous as any inner plane but I left out any damage you can take

intentionally, you decide that.

RADIATION: The largest of the pseudoelemental planes, the plane of

radiation streches as a narrow strip from the positive border to the

negative border of earth. Near the positive border the rocks give off

intense, unbearable heat. Near the negative border they give off deadly

radiation that causes mutation, cancer, and death by poisoning.

POISON: A pocket of water in the plane of salt lies near  the negative

border. This water is so toxic that theives and assassins often spend

lifelong quest just to find this place and use its deadly gift.

ACID: A narrow strip of salt slowly becomes briney water and eventually is

reduced to a liquid of low pH. Ranging from slighly low near the border

with water it's highly corrosive and deadly at the negative border. NOTE:

Beware the trolls of acid! Primes have been banishing them here so long

(acid prevents regeneration) that some of them evolved to survive here.

HEALING POTION: one small pocket of water near the positive border is so

charged with life energy that it can heal any wounds. Some say it can even

raise the dead to true life. 

ALGEA: Near the positive border some of the steam coalesces back into water

and starts flowing back towards the plane of water. These cool droplets

join with other cooling droplets and form a slow current of water choked

green with lifegiving algea. These photosynthesizers are resposible for

much of the life giving oxygen in the plane of water found away from the

air vortexes. They are also the bottom of the food chain in all parts of

water except for a few deep, dark, places where magma vortexes exist.

GAS: Not all air along the negative border becomes vacuume. One strip is

all toxic gasses.

BRIMSTONE:A strip extends from magma (weaving through earth and fire) made

of sulphur. It burns near fire producing awful fumes.

CRYONICS: It is said a pocket deep in the plane of ice is so cold that even

the air freezes. Here the blue magnetic dust of oxygen sticks to all metal

and the superfluid helium flows up and over everything, covering it. Here

the helium can actively cover and drown you.

MAGNETICS: This part of the plane of lightnin was once a demiplane filled

with large chunks of iron. Upon merging with lightning the iron magnetized

due to the constant current, as does all other metal here. Any metal here

is magnetized and attracted to all other metal here. Storms of shrapnell

pelt all who wear armor, suits of armor get drawn together magneticly,

magnetic boulders fly at you (or, more likeyly, you fly at them), and did I

mention the lightning? To make it worse, some elemental beings have placed

razor sharp metal pieces throughout the area.

HYDROCARBONS: Weaving from earth through ooze and into water is a strange

dark swath. In earth it is coal but nearing water it liquifies becoming

oil. It all surrounds a pocket of natural gas. To make it worse some sod

set fire to an area once, now every so often a fire from a deep burning

vein of coal bursts up explosively.

Date: Thu, 02 Apr 1998 00:09:57 -0800

From: Greg Jensen <gjensen@mail.wsu.edu>

Is Good Evil and new realm

Yes, celestials have battled each other in the past.  However, it is my

opinion that this is a rare exception, and that this should not be used to

summarize the celestials.  I think this would happen exclusively between LG

and CG celestials, fighting because they truly believe it to be for the

greater good.  I think it would still be very hard to think of a way that

they could fight and still remain good, however, so this would be rare.  I

also think these wars would be very limited, generally to a single battle

with minimal casualties.  If not, well, you're right, good becomes the same

as evil, and is a meaningless term.  

Here's a realm on the Grey Waste for your campaign.

The Crusade


Character: Our way is the true way.  Death to all who oppose the cause.

Doubt not our virtue; our cause is just, and he who does not embrace our

way deserves no mercy.  Only through war can we ensure peace.

Power:  None.  2 armies of aasimons dwell here.  One is lead by Pontifus

(Planar/solar/LE), the other by Anarchus (Planar/solar/CE).  They are the

most powerful beings in the realm.

Description:  Aeons ago, two armies of aasimon existed side by side.  One

army ruled Mt. Celestia with a stern but fair hand.  The other ruled

Arborea, fighting oppression in any form to ensure that all creatures

enjoyed the maximum amount of freedom they could.  Eventually, they sought

to expand their kingdoms, and bring the glory of their virtuous regimes to

those unfortunate enough not to enjoy them.  Pontifus' kingdom was welcomed

in Arcadia and Bytopia.  Anarchus' liberations were hailed in Ysgard and

the Beastlands.  Eventually, both armies sought to save the plane of Elysium.

The two kingdoms that had dwelled in peace for millennia were suddenly

faced with conflict.  At first they cooperated, helping to preserve life

and banish cruelty from Elysium.  However, Pontifus soon became shocked at

the permissiveness of Anarchus' army.  Such blatant disregard for decency

and authority could only lead to evil, he thought.  Similarly, Anarchus

came to distrust the oppressive nature of Pontifus.  He saw his fellow

Solar as a petty tyrant who cared more about arbitrary rules and

regulations than about individual happiness.  The two kingdoms stopped

cooperating, and began spreading propoganda about each other.

Both kingdoms began to try and take Elysium for themselves.  Anarchus could

not bear to leave it to the rigid mechanations of Pontifus, and Pontifus

could not bear to think of Elysium in the hands of an irresponsible

hedonist like Anarchus.  Eventually, this all came to a head in a town

whose name has been forgotten.  Both armies decided to seize the town for

themselves,and never to let the other have it.  Violence broke out, and

both sides were so assured of the righteousness of their cause that no

quarter was given.  Before long, the town and its inhabitants were

destroyed; better to die than be ruled by they enemy.  

The battlefield ripped the benevolent nature of Elysium asunder.  It soon

shifted to the Outlands.  The aasimon were so intent on their battle that

they either did not notice or did not care.  The battle raged on.  The

bitter hatred of both sides engulfed them so that even the Outlands could

stand no more.  The battlefield slid into the Grey Waste.  

The fallen aasimon continue their war to this day on the plane of ultimate

evil.  Both sides blame the shift on the other, and refuse to acknowledge

that they have themselves become evil.  Even the Yugoloths avoid the

madness of this realm.  Many sages are concerned that this pointless war

will rage on forever.  Many more are worried that one side will eventually

win, and then decide to take on the rest of the multiverse.  If this

happens, the Powers help us all.

Comments?

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Thu, 2 Apr 1998 11:21:51 -0500 (EST)

From: Alex Roberts alexander.roberts@kcl.ac.uk
Celestial War: The Truth

On Wed, 1 Apr 1998 11:48:39 -0500 Samuel Weiss 

<SWeissBB@worldnet.att.net> wrote:

(quoting a sarky comment by me)

> >I'm willing to bet you think that the celestials fight each other in 

> > the Blood War too.<

> 

> While I agree with most every other comment from this response, this one I

> would say is off base. The celestials will fight each other when they 

> think no one is looking. Sometimes even when everyone is looking. 

> Remember, they can be as big a pack of jerks as the fiends when their 

> sanctimony level gets too high.

Sanctimoniousness is a largely mortal characterstic. Celestials are 

driven by a passionate belief in their moral principles and 

(optionally) in the commandments of their gods. Not by oneupmanship or 

by hatred or by paranoia or any of these other mortal thoughts. So do 

they go to war?

Celestials vs. Diametrically opposed fiends:

Yes. Archons keep a close eye on tanar'ri, eladrin on baatezu and so 

on. At the first sign of trouble, they make ready. They will perform 

pre-emptive strikes when the evidence is good enough and lives are at 

stake. They will give no quarter and will seek revenge for any and all 

infractions.

Celestials vs. Skew-opposed races:

(Archons vs. slaadi and yugoloths, for example.) In this case, the 

celestials tread warily. They seek to contain any damage caused by 

their enemies' actions and their own. They will probably not seek 

revenge or make pre-emptive strikes, but on the other hand they'll not 

discuss the issue either.

Celestials vs.laterally opposed fiends:

(Archons vs. baatezu, for example.) In this case, negotiation or single 

combat will be the method of choice. Celestials are not blind to the 

evil of their counterparts, but believe them to be more malleable or 

reasonable than their diametric opposites are. All the same, war 

inevitably breaks out. Such wars are sporadic on the lawful side of the 

ring, and swift and bloody on the chaotic side.

Guardinals ignore modrons and slaadi where possible.

Eladrin vs. Archons:

These two races never go to war against one another as a whole. 

Instead they debate, hold non-lethal tournaments or get the guardinals 

to sort it out. However, now and then small sects of these races to 

become involved in armed conflict. These are cruel and fearsome wars, 

in which the guardinals and the celestials' superiors attempt to 

intervene for peace. If they cannot, as in the case of Crusade (thanks 

Chris), both sides slip inexorably over to evil. Such is the lesson of 

war in heaven.

Lastly, there is the religious option discussed under 'Agathinon' in 

the PSMC.

The gods are convinced of their own moral rectitude, and never give an 

inch. They will quite happily send their celestial servants to war 

against those of other powers over just about anything. Fortunately, 

other gods try to prevent this. Eldath, the Crown Archons and the 

Japanese pacifist war god whose name I forget will all sue for peace at 

any opportunity. Also, this inclination to holy civil war is strongest 

at the edges of the Upper Planes, in Arcadia and Ysgard, which are also 

where the agathinon are strongest.

So the point of all this is this: That celestials do fight, and it 

ain't pretty. But they can never fight the unrelenting war that the 

fiends do. For to do so is to be a fiend oneself.

In Nominia Archontium,

Alex

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

tiefling@exultation.home.ml.org

http://exultation.home.ml.org

Date: Thu, 2 Apr 1998 16:56:35 -0500 (EST)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Tharzar's Bestiary part 1, 1/5: A-D

Here's the promised bestiary, in a number of parts. Key to follow.

Part I

Acidic Sliver: #1-4: Int Low (5-7); AL CN; AC 6*; MV 12, Br 4*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6 + special*; SA Acidic secretions*; SD Acidic blood*; MR Nil*; SZ L; ML 16; XP 420; SH.

Acidic slivers have a number of deadly abilities that make them amongst the most

fearsome of slivers. Firstly, they acid the exude enables them to cut through 

rock at a rapid pace. Secondly, all slivers accompanying an acidic sliver also 

begin to exude a somewhat weaker acid. Anyone struck by an acidic sliver or one 

accompanying one must save vs. poison or sustain an additional 1d6+1 points of 

acid damage. Lastly, when an acidic sliver is slain, everyone within 10' must 

save vs. death ray or be splashed with two doses of the poison.

Armour Sliver: #AP 1-4; Int Low (5-7); AL N; AC 5*; MV 9*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Grants all slivers present a -1 armour class bonus, to maximum bonus of -4 (allowed for above)*; MR Nil*; SZ L; ML 14; XP 270; TM.

Armour Slivers grant their companions protection both by coming between them and any attackers, and by exuding a hormonal message encouraging other slivers to stiffen their muscles at key moments. They are prized by monster hunters for the impressive body shields that can be made from their chitinous shells.

Armour Thrull: #AP 1-4; Int Semi (2-4); AL N(E); AC 3; MV 6; HD 4; THAC0 17; #AT 1; Dmg 1-6; SA None; SD None; MR 15%; SZ M; ML 10; XP 175; FE.

Armour thrulls are a subspecies of thrull (see least thrull) that are unexceptional except for one useful property: if properly skinned, an armour thrull's shell can be made into thrull armour, which grants AC 5 but disintegrates if any foe strikes with a natural 20 to hit.

Atog: #AP 1-3; Int Low (5-7); AL N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA Disenchantment; SD None; MR None; SZ L; ML 12; XP 175; AQ.

Atogs are vaguely humanoid reptilian creatures with large, shining eyes. They have a disconcerting ability temporarily to disnechant magical items used against them. Any magical weapon striking, or magical armour or shield struck by, an atog must save vs. disintegration or become utterly non-magical for 1d6+1 turns. If this occurs,  the atog gains 1-6 hp, although it cannot go over its original total.

Auratog: #AP 1; Int High  (12-14); AL (L)N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6; SA None; SD Spell absorption; MR 75% plus special; SZ M; ML 12; XP 420; TM.

Auratogs are a kind of atog (q.v.) with potent magic resistance. If they are the subject of any spell, and they make their magic resistance check, they regenerate 1d4 hit points for every level of the affected spell. This cannot take them over their natural total hp, but if an auratog regenerates to full hit points in any round, it gets a +2 to hit and damage (cumulative) in the next round.

Barbed-back Wurm: #AP 1; Int 1; AL N; AC 4; MV 8; HD 7; THAC0 13; #AT 1

bite, 2 barbs; Dmg 2-12/1-6/1-6; SA Throw barbs; SD None; MR None; ML 14; XP 650; MG.

The barbed-back wurm is a ferocious predator native to jungles and forests. It had a row of sharp spines along its back, with which it attacks its victims. In any round, it may forego both its barb attacks to shoot a single barb up to 60'. If it hits, it inflicts 1-6 points of damage.

Barbed Sliver: #AP 1-4; Int Semi (2-4); AL N; AC 6*; MV 6*; HD 4; THAC0 16*; #AT 2; Dmg 1-6/1-6*; SA Decreases all slivers' THAC0s in the colony by 1 per barbed sliver to a maximum modification of 4*; SD None*; MR Nil*; SZ M; ML 14; XP 270; TM.

Barbed slivers have nasty, thorn-like barbs on their forearms, which they use to lash attackers with. They also secrete a distracting scent which other slivers can exploit, gaining to-hit bonuses. The smell is practially undetectable to humans, but elves can smell it easily.

Basal Thrull: #AP 2-8; Int Low (5-7); AL NE; AC 6; MV 12; HD 3; THAC0 17;

#AT 1; Dmg 1-6; SA None; SD None; MR Nil; SZ M; ML 10; XP 65; FE.

Basal thrulls are an upgraded form of least thrull (q.v.) and are basically humanoid in appearance, although they are nevertheless as hideous as their cousins.

Bone Dancer: #AP 1; Int 12; AL NE; AC 6; MV 12; HD 4; THAC0 17; #AT 2; Dmg 1-6/1-6; SA Animate dead 1/day; SD None; MR Nil; SZ M; ML 20; XP 420; WL.

Bone dancers are a special kind of zombie developed by Shradin Mulophor of

Skullport. By means of secret invocations used in their creation, they can unleash an animate dead spell once per day. Typically they use this to re-animate fallen lesser undead. Unlike other zombies, bone dancers are quite fast and strike normally in each round. They are turned by priests as shadows.

Clot Sliver: #AP 1-4; Int Low (5-7); AL N; AC 8*; MV 6*; HD 2; THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD Grants all slivers regeneration of 1 hp/round (non- cumulative)*; MR Nil*; SZ M; ML 14; XP 120; TM.

Clot slivers are slivers which grant to all other slivers grouped with them the ability to regenerate one hit point per round. Whilst potent, this ability will not bring the creatures back from the dead.

Crystalline Sliver: #AP 1-3; Int Average (10-12); AL LN; AC 6*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Spell immunity*; MR 10% plus special*; SZ M; ML 16; XP 420; SH.

Crystalline slivers are so-called for the emerald-like appearance of their shells. Their purpose in the sliver colony is to defend against specific spells, complementing the general abilities of mindwhip slivers. Each individual crystalline is permanently attuned from birth to a specific spell, usually though not always an offensive wizard spell. All slivers accompanying a crystalline sliver are utterly immune to that spell for as long as it lives. Typical spells include: magic missile, fireball, lightning bolt, death spell, cloudkill, stinking cloud, melf's minute meteors and spiritual hammer.

Cryo Snake: #AP 1-10; Int 1; AL N; AC 5; MV 15; HD 4; THAC0 17; #AT 1; Dmg 1-3; SA Breathe cold; SD Immune to cold; MR Nil; SZ L; ML 15; XP 420; PoD.

Cryo snakes are related to white dragons and to a variety of mountain-dwelling

serpents. They live mainly above the snowline, and are consequently unharmed by all forms of cold. Once per day, a cryo snake may breathe a blast of chilly air which inflicts 3d6+3 points of damage to anyone within its area of effect (30' base cone, save vs. breath weapons for 1/2 damage).

Derelor: #AP 1; Int 10; AL NE; AC 2; MV 6; HD 8; THAC0 13; #AT 2; Dmg

2-12/2-12; SA None; SD None; MR 30%; SZ L; ML 20; XP 975; FE.

The derelor is the largest of thrulls. Taking the form of some huge deformed beast, it has a powerful resistance to magic and claws that rend flesh and steel alike to ribbons.

One example sighted looked like a cross between an armanite and a kuo-toan.

Duct Crawler: #AP 2-12; Int Animal (1); AL N; AC 8; MV 6; HD 2; THAC0 19;

#AT 1; Dmg 1-6; SA None; SD All attackers of duct crawlers get -1 to all damage

rolls; MR Nil; SZ S; ML 8; XP 65; SH.

Duct crawlers are nasty, insidious insects which infest cities, dungeons, the underdark and fortresses, and anywhere where there are tubes wide enough (1') to accommodate them. They are like huge skinny cockroaches, and their shells, although flexible, have considerable damage-absorbing capabilities.

Dungeon Shade: #AP 1-2; Int Average (10-12); AL NE; AC 8; MV Fl 15; HD 2;

THAC0 19; #AT 1; Dmg 1-8; SA None; SD Regenerates 3 hp/round in darkness or near-darkness; MR Nil; SZ M; ML 20; XP 175; SH.

Dungeon shades are the communal spirits of unfortunate dungeon-dwelling creatures such as goblins, massacred by adventurers, tortured by evil overlords or simply eaten by larger things. Their malevolence and cruelty are shown in the remorseless fashion in which they attack adventurers. Rumours abound of larger specimens - adjust the experience award up a band for every additional hit die posessed by a shade. Dungeon shades are immune to mind-affecting magics and psionic intrusion, and are turned by priests as ghouls.
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Electric Spider: #AP 1-8; Int Low (5-7); AL CE; AC 4; MV 12; HD 5; THAC0 15; #AT 1; Dmg 2d4; SA Lightning breath weapon; SD Immune to electricity; MR Nil; SZ L (7' wide); ML 16; XP 650; PoD.

Electric spiders are abyssal monstrosities occasionally found in or near drow cities. They can 'breathe' lightning bolts which inflict 2d8+2 points of damage once per day (save vs. breath weapons for 1/2 damage). This bolt is 40' long and has a range of 120'. They are utterly immune to all forms of electrical attack, but are not otherwise notably resilient.

Enormous Spider: #AP 1-4; Int Average (9-12); AL CE; AC 1; MV 15; HD 9;

THAC0 11; #AT 1; Dmg 2d8; SA Poison (save vs. poison or die when bitten); SD

None; MR Nil; SZ L (10' wide); ML 16; XP 2 000; PoD.

This species of spider is an intelligent and malicious breed native to the Abyss and

frequently sent by Lolth to plague the surface elves or aid her dark ones. Their virulent poison and low cunning make them formidable opponents, and adventurers who are lucky enough to survive enocunters with them remember forever the pain and the fear that they experienced. This race is also called spider queens, although this is strictly inaccurate and drow consider it mildly blasphemous.

Feral Thallid: #AP 1; Int 1; AL N; AC 4; MV 6; HD 9; THAC0 11; #AT 2; Dmg 3-18/3-18; SA None; SD Regenerates 2 hp/round; MR Immune to mind-affecting spells; SZ L; ML 18; XP 3 000; FE.

Feral thallids are the largest and most dangerous thallids, monsters bred in the darkheart of the woods. They regenerate rapidly and can rend steel with their thorn-padded limbs. Unlike other thallids, they demonstrate little affinity for saprolings.

Foratog: #AP 1-3; Int 1; AL N; AC 6; MV 12; HD 3; THAC0 17; #AT 1; Dmg 1-6;SA None; SD Armour class becomes effectively 2 in woodland; MR None; SZ L; ML 12; XP 120; MG.

Foratogs are a kind of atog (q.v.) which dwell in woodlands. When in their native

habitat, they are especially adept at defending themselves. They eat trees, tearing offthe branches and devouring them. However, they are not as environmentally damaging as might be expected, and live for great lengths of time in the forests.

Foul Imp: #AP 2-8; Int Low (5-7); AL CE; AC 6; MV Fl 12; HD 4; THAC0 17; #AT 2; Dmg 1-6/1-6; SA Stinking cloud 1/6 hours; SD Immune to gas attacks; MR Nil; SZ S (4' long); ML 12; XP 420; SH.

Foul imps are related to pit imps (q.v.) and found in many of the same locations. They are especially plentiful in the Abyss, in areas such as Mal Arundak and Offalmound. They can breathe a stinking cloud once every six hours, and use this ability to disable their opponents. Foul imps are notoriously strong and hardy, and are utterly immune to poisonous gasses. For this reason, green dragons take them as familiars.

Fylamarid: #AP 1; Int unratable; AL CN; AC 4; MV Fl 9, Sw 6; HD 4; THAC0 17; #AT 1; Dmg 1-6; SA Ink squirt; SD Immune to all psionics and mind-affecting magics; MR 60%; SZ L (10' long); ML 12; XP 2 000; TM.

Fylamarids are strange, alien beings resembling flying squid. They seem to dislike

wizards, whom they attack if they realise one is around. They are otherwise

comparatively harmless and innocuous, but they have potent powers. Apart from their inscrutable alien intelligence and immunity to psionics, they have a powerful magic resistance and the ability to spit a thick black inklike poison. Underwater, it forms a cloud 15' on a side obscuring all vision. In the air, it travels 20' in a cone 5' wide at the base, hitting everyone in the way if they fail to save vs. poison. In any event, the substance is an irritant, and requires the following: save vs. poison or be blinded for 1- 6 turns or until the eyes can be washed with clean, fresh water; take 1d12 points ofdamage (1d6 underwater) with a save vs. poison for half damage; and suffer a –1 penalty to hit due to the goop getting in the way. This ability may be used once every three hours or so.

Gaze Spider: #AP 1-4; Int Low (5-7); AL CE; AC 4; MV 12; HD 5; THAC0 15;

#AT 1; Dmg 2d4; SA Paralysing gaze; SD Nil; MR Nil; SZ L (7' diameter); ML 18; XP 420; PoD.

Gaze spiders, like electric spiders, are a thing of the Abyss. They have a weak gaze weapon which functions in all eight of their eyes. Anyone meeting the gaze must save vs. paralysis or become immobilised for 2d4 rounds. These spiders are especially vicious and fierce, and are determined combatants.

Greater Margoyle: #AP 1-3; Int Low (5-7); AL CE; AC 0; MV Fl 15 (B); HD 12;

THAC0 9; #AT 4; Dmg 1d10/1d10/2d8/2d8; SA Nil; SD May only be struck by

magical weapons; MR Nil; SZ M (6' tall); ML 15; XP 9 000; PoD.

Greater margoyles are larger, stronger, faster versions of margoyles, themselves

improvements on the gargoyle race. Found in ruins around the Realms, on variousevil planes and elsewhere, they attack 'fleshies' remorselessly and often lead their lesser cousins. Rumour tells of a small tribe of these creatures serving the baatezu in Myth Drannor.
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Heart Sliver: #AP 1-4; Int Low (5-7); AL (C)N; AC 8*; MV 12*; HD 2; THAC0

19*; #AT 1*; Dmg 1-6*; SA Slivers accompanying heart slivers gain +3 to initiative (non-cumulative) and MV 12*; SD None*; MR Nil*; SZ M; ML 16; XP 120; TM.

Heart slivers are especially vigorous members of their kind, whose very presence

incites their fellows to attack more ferociously and swiftly. However, if the last heart sliver in a group is killed, the remaining slivers must make a morale check.

Hibernation Sliver: #AP 1-6; Int Semi (2-4); AL N; AC 6*; MV 6*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD None*; MR 25%*; SZ L; ML 16; XP 175; SH.

Hibernation slivers are a key part of slivers, as they possess the power to slow their companions' metabolisms down slow, to preserve them in hostile conditions, of which their home plane of Rath has many.

Horned Sliver: #AP 1-4; Int Semi (2-4); AL N; AC 6*; MV 12*; HD 4; THAC0 17*; #AT 2; Dmg 1-8/1-8*; SA Advances the damage dice of all slivers by one place on this table: 1-6, 1-8, 1-10, 2-12, 2-16. This has already been accounted for in the above stats.* SD None*; MR Nil*; SZ L; ML 16; XP 270; TM.

Horned slivers are amongst the most dangerous of slivers, as they exude a hormone that toughens the sinews of other slivers in their colony, enabling them to crush the limbs of their opponents.

Ice Hound: #AP 2-8; Int Low (5-7); AL LE; AC 4; MV 12; HD 8; THAC0 13; #AT 1; Dmg 1d10; SA Breath cold; SD Immune to cold; MR Nil; SZ M; ML 14; XP 2 000; TotSF.

Ice hounds are a variety of hell hound native to Stygia, Cania and Nessus. They are somewhat larger and fiercer than the usual hellhounds, and breathe a blast of cold air which inflicts 7 points of damage (save vs. breath weapon for 1/2) on any one target within 10 yards. They are cruel and fairly cunning, and are used as guards by baatezu and other evil beings, including frost giants.

Kjeldoran Frostbeast: #AP 1-3; Int 1; AL N; AC 2; MV 6; HD 6; THAC0 15; #AT

1; Dmg 2-12; SA Gaze; SD Immune to cold; MR Nil; SZ L (20' long); ML 12; XP

975; IA.

A Kjeldoran frostbeast is a huge behemoth of a creature, crusted with icicles and rimed with frost, as the name implies. It has small, staring eyes with a dangerous gaze attack. Anyone meeting the frostbeast's gaze must save vs. paralysis at -2 or be paralysed and helpless for 1d6+2 rounds. Originally found in Kjeldor in Dominia, they are also native to a number of mountainous areas on other worlds.

Least Thrull: #P 3-18; Int 1; AL N(E); AC 8; MV 4; HD 1-1; THAC0 20; #AT 1;

Dmg 1-2; SA None; SD None; MR Nil; SZ S; ML 14; XP 7; FE.

Thrulls are blasted-looking creatures bred by the Order of the Ebon Hand in Sarpadia, and by worshippers of various Lower-Planar powers everywhere. Their appearance is decidely non-standard, and the DM is encouraged to be creative with their mutations. This particular species is also called the pit thrull.

Metallic Sliver: #AP 1-6; Int Non (0); AL N; AC 6*; MV 6*; HD 2; THAC0 19*;

#AT 1*; Dmg 1-6*; SA None*; SD Immune to mind-affecting magics*; MR Nil*; SZ M; ML 20; XP 65; TM.

Originally made by Volrath of Rath, metallic slivers have been successfully duplicated by Trobriand, and are now found widely in Undermountain and occasionally in the surrounding Underdark as well. They cunningly duplicate the powers of the slivers they accompany.

Mindwarper: #AP 1; Int High (13-14); AL NE; AC 4; MV 12; HD 6; THAC0 15;

#AT 3; Dmg 1-4/1-8 +special/1-8+special; SA Spell loss; SD Nil; MR 20%; SZ L; ML 12; XP 1 400; SH.

Mindwarpers are foul and cruel spirits that can seriously disrupt spellcasters. If a

spellcaster is struck by either of the mindwarper's claws, he or she must save vs. spells of lose 1d4 memorised spells. If both claws hit, two saves are required, but if both are failed, the victim still only loses 1d4 spells. Mindwarpers are found in the astral plane and on the prime.

Mindwhip Sliver: #AP 1-4; Int Low (5-7); AL CN; AC 6*; MV 6*; HD 4; THAC0 17*; #AT 2; Dmg 1-6/1-6*; SA None*; SD Grants all slivers an additional 10% magic resistance, to a maximum of 50%*; MR Special; SZ L; ML 14; XP 270; TM.

Mindwhip slivers are a form of sliver that defend their colleagues from magical attacks. Their harsh and cruel appearance adds to the already formidable aspect of the slivers they accompany.

Mnemonic Sliver: #AP 1-4; Int Average (10-12); AC 6*; MV 6*; HD 4; THAC0

17*; #AT 2; Dmg 1-6/1-6*; SA Magic missile attack*; SD None*; MR Nil*; SZ L; ML 14; XP 270; TM.

Mnemonic slivers are the closest thing normal slivers have to wizards. Each one can, once per day, use any sliver in the same colony as a focus for a single magic missile attack, which strikes unerringly at a victim within 160' and sight range of the focus, doing 1d4 damage plus one point for every sliver present in the colony.

Morgue Thrull: #AP 1-4; Int Below average (7-9); AC 6; MV 9; HD 4; THAC0 17; #AT 1; Dmg 1d8+2; SA None; SD Control undead as per a 7th level priest; MR Nil; SZ M; ML 10; XP 175; SH.

Morgue thrulls are a special kind of thrull, developed by Volrath to work in his

stronghold. Aside from their usefulness as muscle to shift corpses and other things

around, they can command undead patrols and work teams.

Muscle Sliver: #AP 1-6; Int Low (5-7); AC 8*; MV 6*; HD 2; THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD All slivers take one less point of damage per die from all attacks per muscle sliver present, to a maximum adjustment of -4*; MR Nil*; SZ M; ML 14; XP 120; TM.

Muscle slivers are similar in aspect to horned slivers, providing additional muscular strength to their companions. They are bulky, tenacious creatures and should not be regarded lightly.

Necratog: #AP 1-3; Int Low (5-7); AL N(E); AC 6; MV 6; HD 3; THAC0 17; #AT 1;

Dmg 1-6; SA Gains +3 to hit and damage if it has consumed corpses within 6 hours; SD None; MR None; SZ L; ML 12; XP 120; WL.

Necratogs are a species of atog (q.v.) dwelling in graveyards and tombs and on

battlefields. If a necratog has recently consumed a corpse, of any species and of any age, weighing more that 70 pounds, it gains bonuses to attack due to its affinity for the dead.

Necrite: #AP 1-6; Int Low-average (5-10); AL NE; AC 6; MV 12; HD 4; THAC0 15; #AT 2; Dmg 1-6/1-6; SA Killing blow: If necrite hits, it and its victim must save vs. death ray or die. Use this ability once a day; SD None; MR Nil; SZ M; ML 18; XP 270; FE.

Necrites are a kind of thrull bred for use as assassins. They attack without fear or

mercy, and have little compunction about shattering their bones as they deliver killing strokes to their victims. If a necrite dies of its ability whilst on a covert mission, its companions will eat it rather than be discovered.

Nekrataal: #AP 1-6; Int 0; AL N; AC 4; MV FL 15 (A); HD 3; THAC0 17; #AT 1; Dmg 2-12; SA Poison attack (save vs. poison or die) once per day; SD none; MR Nil; SZ S; ML 20; XP 270; VS.

Nekrataals are 18" wide spectral creatures shaped like spiders. They originated with the planeswalker Kaervek in Jamuraa, but it is thought that Halaster's apprentice Muiral brought them to Toril to complement his own wraithspiders. Their special attack, although it requires a saving throw vs. poison, is actually magical and not poisonous. Nekrataals are not undead and cannot be turned.

Neonate Sliver: #AP 2-12 (special); Int Animal (1); AL N; AC 8*; MV 6*; HD 2-1*; THAC0 19*; #AT 1*; Dmg 1-6*; SA Nil*; SD Nil*; MR Nil*; SZ S (4' long); ML 8; XP 65; SH.

 Neonate slivers are the new-born young of sliver queens (q.v.). They have no innate special abilities as these have not yet developed (although they resemble fully-grown species). They grow by half a hit die a week until they are fully grown.
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Ophidian, 'walker's Pet: #AP 1-3; Int Below average (8-10); AL N; AC 4; MV 12;

HD 4; THAC0 17; #AT 1; Dmg 1-6; SA Nil; SD Magical shield; MR Special; SZ L; ML 13; XP 270; WL.

The 'planeswalker's pet' ophidian is a large snake with a self-powering magic-resistant field. Initially, such an ophidian has a magic resistance equal to 5+1d10%. However, for each point of damage it inflicts in combat, that total rises by one. It loses these points at a rate of one per round, beginning three turns after the end of combat. If combat is rejoined during this period of decrease, the decline is halted, but no new points can be gained until the ophidian has inflicted one point of damage for every point of its current MR above 15%. These creatures were recently introduced to Slitherswamp in Undermountain, perhaps by Nandel Greenward.

Pedipalp: Scizomida: #AP 1-4; Int 0; AL N; AC 7; MV 12; HD 1+1; THAC0 19;

#AT 1; Dmg 1-8; SA Nil; SD None; MR Nil; SZ S; ML 14; XP 35; MMII.

Amblypygus: #AP 1-4; Int 0; AL N; AC 4; MV 9; HD 2+2; THAC0 19; #AT 3; Dmg 1-6/1-6/1-8; SA Grip (bite auto-repeats for 2-12/round. 'Open doors' to escape.); SD None; MR Nil; SZ S; ML 14; XP 120; MMII.

Uropygus: #AP 1-2; Int 0; AL N; AC 2; MV 12; HD 4+4; THAC0 17; #AT 3; Dmg 1-8/1-8/2-8; SA Grip (all attacks repeat on any victim; beat to-hit by 3 to sever tentacle); Poison gas (20' radius, save vs. poison or fight at -3 to hit for d6 rounds) 3/day; SD None; MR Nil; SZ L; ML 14; XP 1 400; MMII.

Pedipalpi are loathsome creatures of the underdark called whip scorpions by some

races. Their attacks are dangerous and their strength considerable. Adventurers are

advised to avoid them at all costs, especially the larger varieties. Near drow cities and in Lolth's realms of the Abyss, such beings are plentiful.

Pet of Kalistes: #AP 1-2; Int High (14-16); AL CE; AC -1; MV 18; HD 13; THAC0 7; #AT 3; Dmg 2d8/2d6/2d6; SA Poison, magic; SD Blink, immunities; MR 85%; SZ L (12' diameter); ML 18; XP 15 000; PoD.

Pets of Kalistes were created in the Abyss by the (now dead) Marilith Kalistes, and many now serve Lolth. Others are freelance, working for any Abyssal lord. Appearing as colossal spiders, they are cruel and intelligent, and work alongside tanar'ri. They can use their spell-like abilities of death spell, disintegrate, feeblemind, fire touch, fire shield and charm monsters each once per day. Their bites do 2d8 damage, and carry a poison so virulent that the victim must save vs. poison at -2 or die. They can also blink three times per day.

Pit Imp: #AP 2-16; Int Low (5-7); AL CE; AC 8; MV Fl 12; HD 1; THAC0 19; #AT 1; Dmg 1-4; SA Lock on: if a pit imp scores a hit on a creature, it will lock its jaws on ferociously, inflicting an automatic hit each round until removed or slain. To pull a pit imp from one's flesh requires a strength check and inflicts 1-6 damage on the victim and 1-3 damage on the imp. Each time an imp attached to a victim is struck, the victim must save vs. wands or be hit too, for the same amount of damage. SD: None; MR Nil; SZ S (3 1/2' long); ML 20; XP 65; TM.

Pit imps are not fiends, although they are found plentifully in the Lower Planes of

Chaos. They are cruel, deformed beings, some having several mouths or many eyes. They prey on all they encounter and attack ruthlessly for food and pleasure. They are also found in the underdark, in dungeons, and in darker forests.

Pyro Snake: #AP 1-10; Int 1; AL N; AC 5; MV 15; HD 4; THAC0 17; #AT 1; Dmg 1-3; SA Breathe fire; SD Immune to fire; MR Nil; SZ L; ML 15; XP 420; PoD.

Pyro snakes are related to red dragons and to fire lizards. They live mainly in

volcanoes and deserts, and are totally immune to heat and fire damage, and to natural dehydration. Once per day, a pyro snake may breathe a 30' base cone of fire which inflicts 2d10+1 points of damage to anyone within its area of effect (save vs. breath weapons for 1/2 damage).

Saproling: #AP 2-8 per thallid present, 3-18 per verdant force present, 1-6 otherwise; Int 0; AL N; AC 8; MV 6; HD 2; THAC0 19; #AT 1; Dmg 1-4; SA None; SD None; MR Immune to mind-affecting magic; SZ S (3' tall); ML 20; XP 65; FE.

Saprolings are small fungoidal creatures cultivated by thallids, spawned by verdant forces, and farmed by some elves. They have many uses, from being eaten by thallid devourers to having their bodies used for compost to being used as surprise troops by the Elven Imperial Navy. They are small, inoffensive creatures, but can be roused to the attack by a skilled handler.

Serpent Warrior: #AP 1-6; Int Low (5-7); AL CE; AC 4; MV 9; HD 6; THAC0 15; #AT 3; Dmg 1-4/1-4/2-12; SA Life draining; SD None; MR Nil; SZ L (10' long); ML 16; XP 975; SH.

These cruel creatures were created in the Abyss by Sseth, the yuan-ti god. They look like yuan-ti abominations with enlarged fangs and horns, and attack with weapons or with their claws (1-4 damage each), and bite. If a serpent warrior's bite hits, it may choose to drain the victim's energy. This may be done once per day. The victim must save vs. death ray or lose 2d4 points each of strength and constitution. Lost points return to each score at a rate of one per two hours.

Sliver Queen: #AP 1; Int Genius to Godlike (18-21+); AL LN; AC -4*; MV 12

(never modified by other slivers); HD 14; THAC0 7*; #AT 5; Dmg 1-6/1-6/2-16/2- 16/1-10*; SA Fear, spells*; SD Create slivers (1 neonate sliver/day)*; MR 50% (may go up to 100% with help)*; SZ G (200' long); ML 20; XP 16 000; SH.

Sliver queens are the mightiest of their race, and are so rare as to be considered unique by some. They can command an area of territory 100 miles in radius without trouble, and are very efficient breeders, producing one neonate sliver (q.v.) per day. If attacked, the queen will immediately expel the newest sliver into the attackers, where it will attack with surprise. Sliver queens cast spells as wizards of a level equalling their hit dice. They emit fear as per a red dragon great wyrm, and exploit this power when dealing with intruders. Their own young are, of course, immune. Sliver queens may benefit from the protection of their young, and choose the abilities of crystalline slivers (q.v.) carefully to maximise effectiveness. A sliver queen seldom has treasure, but will willingly act as a guardian for a powerful wizard if provided with a large enough lair and supplies of food. 

Spined Sliver: #AP 1-4; Int Semi (2-4); AL CN; AC 6; MV 12; HD 4; THAC0 17;

#AT 2; Dmg 1-6+1/1-6+1; SA All slivers do one extra point of damage per attack

(cumulative to a maximum of +4)*; SD None*; MR Nil*; SZ L; ML 16; XP 270; SH.

Spined slivers bristle with sharp spikes which make even going near them difficult. They spur the other slivers on to new heights of cruelty, and are exceptionally vicious.

Spined Wurm: #AP 1; Int Animal (1); AL N; AC 2; MV 12; HD 9; THAC0 11; #AT 1; Dmg 5-30; SA None; SD None; MR Nil; SZ H (35' long); ML 14; XP 975; SH.

Spined wurms are large, stupid serpents that dwell in remote wildernesses. They have spiny backs that give them their low armour classes, but unlike the barbed-back wurms (q.v.) they cannot shoot their spines.

Steel Hornet: #AP 1-8; Int Non (0); AL N; AC 6; MV Fl 15; HD 2; THAC0 19; #AT 1; Dmg 1-6; SA Surprise; SD Immune to mind-affecting magics; MR Nil; SZ M; ML 20; XP 175; SH.

Originally made by Volrath of Rath, these cruel beasts have been successfully

duplicated by Trobriand, and are now found widely in Undermountain, where they hide in pits and air tubes, and surprise unwary travellers.

Stone Spiders: #AP 1-4; Int Low (5-7); AL CE; AC 4; MV 12; HD 4; THAC0 15;

#AT 1; Dmg 2d4; SA Petrifying touch; SD None; MR Nil; SZ L (7' diameter); ML 16; XP 650; PoD.

Stone spiders are another of the perverted spider species found in the Abyss. Not

unique to Lolth's layers, the also infest Moander's realm, Smaragd and the Plain of

Infinite Portals. Their touch is dangerous indeed: the victim must save vs. petrification or be turned to stone, much with a cockatrice. They feed on stone, and especially relish petrified beings.
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Thallid: #AP 1-6; Int 1; AL N; AC 8; MV 8; HD 2; THAC0 19; #AT 1; Dmg 1-6; SA Produce saprolings; SD None; MR Immune to mind-affecting spells; SZ M; ML 20; XP 120; FE.

Thallids are a kind of fungus-creature of uncertain origin. The basic thallid can produce a saproling (q.v.) every day or two, and are typically accompanied by them.

Thallid Devourer: #AP 1-3; Int 1; AL N; AC 6; MV 8; HD 4; THAC0 17; #AT 2;

Dmg 1-6/1-6; SA Produce saprolings; SD regenerates hp equal to those of any

saproling consumed; MR Immune to mind-affecting magics; SZ L; ML 20; XP 650; FE.

Thallid devourers are a large species of thallid which can eat passing saprolings to

restore their health. They do so instinctively, and need only sacrifice one attack in a round to do so. Like normal thallids, they produce a saproling every day or two.

Thorn Thallid: #AP 1-3; Int 1; AL N; AC 6; MV 8; HD 4; THAC0 17; #AT 2; Dmg 1-10/1-10; SA Throw thorns; SD None; MR Immune to mind-affecting spells; SZ M; ML 20; XP 270; FE.

Thorn thallids, like feral thallids, have no real affinity for saprolings. Instead, they

possess a dangerous stock of sharp thorns which they use to slash any creature they fight. They can also throw a thorn up to 60 feet instead of attacking. The thrown thorn does normal damage.

Thrull Champion: #AP 1; Int High (12-14); AL NE; AC 4; MV 12; HD 6; THAC0

15; #AT 2; Dmg 1-8/1-8; SA All thrulls except derelors look up to the champions, and all thrulls accompanying one gain the benefits of morale 18; SD None; MR 15%; SZ M; ML 18; XP 975; FE.

The thrull champions are exceptionally loathsome examples of the species, designed to command instincive respect from their lessers. They fight with crudely-forged but effective swords in each hand, and posess considerable strength.

Thrull Wizard: #AP 1-2; Int Exceptional (15-16); AL NE or CE; AC 8; MV 12; HD 2-6; THAC0: 2 HD: 19; 3-4 HD: 17; 5-6 HD: 15; #AT 1; Dmg 1-6; SA Casts spells as per a wizard of level equalling the thrull wizard's HD; SD Spells; MR Nil; SZ M; ML 14; FE.

	Hit Dice
	XP

	2
	120

	3
	175

	4
	270

	5
	650

	6
	1 400


Thrull wizards are the vaguely-humanoid spellcasting caste of thrulls. They are cunning and callous, and often try to defeat their creators. If not, they can be found aiding thrull breeding programmes. Sixth-level thrull wizards posess magical items in addition to their spells, typically wands of magic missiles, staves +1, amulets of proof against detection and location or scrolls of useful spells.

Thundermare: #AP 1; Int High (12-14); AL CE; AC 0; MV 15, Fl 12; HD 10;

THAC0 11; #AT 3; Dmg 2-16/2-16/1-6; SA Never surprised, always gains surprise, breathe fire for 4d6 damage to all in a 30'x6' cone 3/day; SD Immune to fire-based attacks; MR 15%; SZ L; ML 18; XP 11 000; WL.

Originally from the para-elemental plane of magma, thundermares are also found in the Lower Planes from Gehenna to Pandemonium. They are cruel and powerful, acting as willing steeds to renegade baatezu, tanar'ri and evil fire magi. Simply touching a thundermare with bare flesh inflict 1d8 heat damage on an unprotected target. They are related loosely to nightmares, and the yugoloths, who seldom ride them themselves, negotiate contracts for them to other fiends, such as the court of Moloch. A greater fiend of any kind who is bonded to a thundermare can gate it in with 100% chance of success three times per day.

Urborg Mindsucker: #AP 1; Int High (12-14); AL NE; AC 6; MV 9; HD 4; THAC0 17; #AT 1; Dmg 1-10; SA Spell loss; SD None; MR 35%; SZ L; ML 15; XP 420; VS.

Originally from Urborg in Dominia, the foul mindsuckers are becoming increasingly widespread. Appearing as large illithid-like beings, they are actually despised by mind flayers for the damage they cause to perfectly good brains. The DM should take careful note of which spellcasting characters and psionicists are damaged by a mindsucker, because when the mindsucker dies or 1 hour after the injury, whichever is sooner, the spellcasters will each lose one of their lowest-level remaining spells at random, and each psionicist will lose 10+2d4 PSPs. Mindsuckers' principal food is brains.

Victual Sliver: #AP 1-3; Int Below average (8-10); AL LN; AC 6*; MV 9; HD 4;

THAC0 17*; #AT 2*; Dmg 1-6/1-6*; SA None*; SD Cast cure light wounds 3/day on slivers only; MR Nil*; SZ L; ML 16; XP 270; SH.

Victual slivers are the breeders of the sliver hive, the faithful mates of their queen. By anointing other slivers with their secretions, they can heal them. Victual slivers are considered very imortant, and other slivers will fight to defend them.

Winged Sliver: #AP 1-6; Int Low (5-7); AL N; AC 8*; MV 3, Fl 12 (B)*; HD 2;

THAC0 19*; #AT 1*; Dmg 1-6*; SA None*; SD Gives all slivers movement Fl 9

(B)*; MR Nil*; SZ M; ML 12; XP 175; TM.

Winged slivers are themselves literally winged, but more crucially they grant to all

slivers within their colony the ability to fly magically. They are found in many sliver hives and add an extra terror to dealing with such things.

Yotian Soldier: #AP 1-4; Int Average (10-12); AL N; AC 2; MV 12; HD 5; THAC0 15; #AT 1+1 (attacks twice a round); Dmg 1-6/1-6; SA None; SD Immune to mind- affecting magics; MR None; SZ M; ML 20; XP 270; AQ.

Yotian soldiers are a kind of living statue of unknown origin. Made of a dark brown stone, with insectoid features and large yellow eyes that dissolve upon each soldier's death, they seem alien and inscrutable. They are free-willed and never communicate with anyone they meet. Their form of communication is unknown. Some speculate that they are a creation of a thri-kreen race from deep in history. Yotian soldiers are not openly warlike, but attack rapidly and competently if threatened or obstructed. of level equalling the thru€

Abbreviations at the end of monster descriptions:

	FE: 
	Fallen Empires

	HL:
	 Homelands

	IA: 
	Ice Age

	AL:
	 Alliances

	MI:
	 Mirage

	VS: 
	Visions

	WL: 
	Weatherlight

	TM: 
	Tempest

	SH: 
	Stronghold

	PoD: 
	Pools of Darkness computer game

	GttSF:
	 Gateway to the Savage Frontier computer game


As you can see, there's a veritable plethora of planar denizens here. There's 

also quite a lot of FR references. If someone would like to comment on the 

usability of these races in other prime worlds, I'd be grateful.
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 Tharzar's Bestiary

 Part Two

This document deal primarily with the inhabitants of the so-called Warhammer 

World, although interlopers from M:tG and other sources keep slipping in. A 

third volume concerning the Fighting Fantasy world of Titan and non-evil beings 

from the plane of Shadows is in preparation. Index at foot.

Beastman: #AP 2-12; Int Low-Average (5-12); AL CE; AC 2; MV 12; HD 1+1;

THAC0 19; #AT 1; Dmg 1d6 or by weapon; SA Typically armed with spears, which they throw; SD None; MR Nil; SZ M; ML 16; XP 65; WQ.

Beastmen are creatures which plague residents of the Outlands and many Prime

worlds. Created by worshippers of chaos gods both greater and lesser, they 

appear as tall, emaciated humanoids with bestial heads and hooves. They are 

strong and brutal, and are not known for their subtlety. They have leaders with 

7-9 HD who carry magical weapons. The 7 HD specimens carry magical swords and  are worth 975 XP; the 8 HD ones carry an additional miscellaneous magical item,  have strength 18 and are worth 1 400 XP; and those with 9 HD have 19 strength, have magical armour and another magical item in addition to those possessed by the other leaders, and are worth 3 000 XP. It should be observed that beastmen get a natural +1 AC bonus no matter what armour they wear, and that their magical items often carry an unholy taint. Beastman shamans have 6-8 HD and cast spells as a priest of level equalling their hit dice. The 6 HD ones carry 

a magical weapon of some minor sort and are worth 975 XP; the 7 HD ones are 

similar, and worth 1 400 XP; and the 8 HD are the most powerful of their 

shamans, and carry a miscellaneous magical item as well, and are worth 2 000 

XP.

Beast of Nurgle: #AP 1-3; Int Low (5-7); AL CE; AC 0; MV 9; HD 7; THAC0 13; #AT 1d3; Dmg 2d6 per attack; SA Paralysing attack, disease; SD Immune to non-magical weapons, acidic slime; MR Nil; SZ L; ML 16; XP 5 000; WQ.

Beasts of Nurgle are huge tentacled slug-like monstrosities. They serve no 

purpose except to spread Nurgle's vile brand of despair and disease. They carry 

the same illness as plaguebearers (q.v.), and also leave a trail of acidic 

slime wherever they go. Anyone stepping in this gunk takes 3d6 points of damage 

with a save vs. paralysis for half. Like carrion crawlers, beasts have a 

parlaysing attack. Anyone struck by one must save vs. paralysis or be 

immobilised for 2d6 rounds.

Bloodletter of Khorne: #AP 1d6+2; Int Low (5-7); AL CE; AC 4; MV 12; HD 2;

THAC0 19; #AT 2; Dmg 1d8+3/1d8+3; SA Armed with chaos hellblades; SD Immune to non-magical weapons, fear; MR None; SZ M; ML 20; XP 270; WQ.

Bloodletters are created from larvae in Khorne's blood-drenched layer of the 

Abyss. They appear as blood-red horned humanoid beings wielding black swords. 

They strike twice with the hellblades, which are +2 weapons, each round. The 

swords dissolve upon the wielder's death, being essentially an extension of 

their insane bloodlust. Anyone meeting a bloodletter is affected by magical 

fear due to their terrifying appearance. However, a +2 bonus applies to the 

saving throw because the bloodletters have not the force to back their 

terrifying visage up with.

Bloodthirster of Khorne: #AP 1; Int Genius (17-18); AL CE; AC -4; MV 18, Fl 18; HD 15+14; THAC0 5; #AT 4; Dmg (4d6+4 or 3d8+entanglement) x 4; SA Magical axe, whip, magical disruption; SD +3 or better weapons to hit, fear, half 

damage from blunt weapons, takes 3 points less damage per melee attack (minimum  0); MR 20%; SZ H (20' tall, 35' wingspan); ML 20; XP 20 000; WQ.

Bloodthirsters are the rarest and most powerful servitors of Khorne. Drawn from 

the ranks of greater tanar'ri for their exceptional bloodlust and vile cruelty, 

they are venerated as minor gods by perverse cultists. They do not fight 

specifically in the Blood War, but fight all beings equally, including each 

other sometimes. They wield +4 axes of Khorne and terrible barbed whips which 

force a victim to save vs. wands at -2 or be entangled. Entangled victims are 

automatically the successful target of one of the bloodthirster's attacks each 

round until they die. A successful roll to open magical doors is required to 

get free. The whip can withstand 25 points of damage before it is even weakened 

enough to release its victim. Once per turn, a bloodthirster can invoke a 

terrible attack which requires all spellcasters on non-CE alignment in the 

vicinity to take 1 point of damage for every spell level memorised, with a save 

vs. death magic for half.

Blue Trollkin: #AP 2-8; Int Low to Average (5-12); AL NE; AC 7; MV 12; HD 2+2; THAC0 19; #AT 1; Dmg By weapon; SA None; SD None; MR Nil; SZ M (5 1/2' tall); ML 14; XP 65; DM.

Blue trollkin, also called broad-goblins, are lumpen, muscular goblinoid 

creatures with vivid royal-blue skin, which is somewhat greasy. They are 

nomadic, trekking through the underdark stealing fungus and other things from 

the various races they encounter. They are too dull to be cruel, and tend 

towards a primitive level of technology. They wear little clothing, and use 

clubs as weapons.

Bull Centaur: #AP 1-3; Int Average (9-12); AL NE; AC 2; MV 24; HD 4+1; THAC0 17; #AT 2; Dmg 1d8+1/1d8+1; SA None; SD Fear; MR 10%; SZ L; ML 16; XP 650; WQ.

Bull centaurs are beasts created for the chaos dwarves by Hashut. They roam 

Acheron, seeking battle, and also guard chaos dwarf fortresses on the prime. 

They attack twice per round with heavy axes, and seldom retreat. Their leaders 

have as many as 9 HD and carry magical weapons.

Cave Squig: #AP 1-4; Int Animal (1); AL N; AC 2; MV 12; HD 1; THAC0 19; #AT 2; Dmg 1d6/1d6; SA None; SD None; MR Nil; SZ S; ML 9; XP 15; WQ.

Cave squigs are vicious creatures farmed by orcs. They are thought to consist 

of a small mammalian creature and a large symbiotic fungus, but this is 

unconfirmed. What is obvious is their huge razor-like teeth and incredibly mean 

temper.

Chaos Dwarf: #AP 2-8; Int High (13-15); AL LE; AC 2; MV 9; HD 2; THAC0 19; #AT 1; Dmg 1d8+1 (chaos dwarf axe); SA None; SD None; MR 10%; SZ M (4 1/2' tall); ML 14; XP 120 (175 w/arquebus); WQ.

Chaos dwarves are, surprisingly, not chaotic. They have more in common with 

duergar than with derro, and worship the Acherontian power Hashut. They wear 

black and red armour and robes, and tall hats. They love firearms, and equip 

squads of their soldiers with blunderbusses. Chaos dwarves also have a tainted 

kind of magic, which grants their sorcerors much power, but slowly turns them 

to stone. There is no known cure for this affliction. Stone to flesh has proved 

ineffective. Chaos dwarves are associated with dark lammasu, great tauri, bull 

centaurs and hobgoblins.

Chaos Hound: #AP 1-6; Int Semi (2-4); AL CE; AC 2 (-2 in chaos armour); MV 18; HD 2; THAC0 19; #AT 2; Dmg 1d6/1d6; SA Surprises on a 5+ on 1d6; SD None; MR Nil; SZ L; ML 18; XP 65 (120 in armour); WQ.

Chaos hounds are mutant creatures bred up from yeth hounds, death dogs and 

other monstrosities. They are swift and keen, and can run fast even when 

wearing the heavy chaos armour given to them by their owners. This armour is 

dangerous for a mortal to handle, and is of no use except for the armament of 

chaos hounds.

Daemonette of Slaanesh: #AP 1-6; Int Average (10-12); AL CE; AC 4; MV 12; HD 5; THAC0 15; #AT 2; Dmg 1d8/1d8; SA Surprises on a 5+ on 1d6; SD fear, immune to normal weapons; MR 10%; SZ M; ML 17; XP 975; WQ.

Daemonettes are foul beings related to succubi. They appear as vaguely-human 

female creatures with hairless heads and huge crab-like claws in place of 

hands. They are populous in the Abyss, and are often sent for foul missions to 

prime worlds by Slaanesh itself. They are the commonest Slaaneshi daemons, and 

often appear in large numbers.

Dark Elf, Naggarothi: #AP 2-12; Int High (13-15); AL CE; AC 3 (assassins 0); MV 15; HD 1+1 (assassins 4+1); THAC0 19 (assassins 15, modified for dexterity);  #AT 1 (assassins 3/2); Dmg 1d6 per attack; SA Crossbows, +1 to hit, damage and  morale vs. elves; assassins use poison, attack with surprise on a 5+ on 1d8 and  inflict triple damage with a natural 20 to hit; SD None; MR Nil; SZ M; ML 16; XP 175 (assassins 2 000); WQ.

The race of elves is blighted by its traitors. Dark gods pluck the jewels of 

this elder race from the stores of the Seldarine. Their names are curses 

amongst the lios-alfar; Atzanteotl, Lolth, or in the case of the elves of 

Naggaroth, bloody-handed Khaine. Khaine is another name for the chaos god 

Khorne, and like his other devotees the dark elves revel in the spilling of 

blood and in dark sorceries. Their assassins are infamous for the ferocity and 

cruelty of their attacks. Anyone struck by a dark elven assassin's blade must 

save vs. death ray or develop a weeping wound, losing 1d6 hp per round until 

healed.

Dark Lammasu: #AP 1; Int High to Genius (13-18); AL LE; AC -4; MV Fl 18; HD 10; THAC0 11; #AT 2; Dmg 3d6/3d6; SA Breath weapon, fear (save at -2); SD None; MR 30%; SZ L; ML 18; XP 10 000; WQ.

Dark lammasu are the favoured proxies of the chaos dwarf god Hashut, created in

mockery of the celestial race that so often opposes him. They appear as great 

black bulls with large humanoid faces and dragon's wings. They breathe a 

terrible breath weapon called the sorcerous exhalation which nullifies all 

magical weapons for 1d4 rounds and causes 6d6 damage, which counts for immunity  purposes as a magic missile spell. The breath weapon occupies a cloud of 3000  cubic foot volume and can be used three times per day.

Dauthi Ghoul: #AP 1-3; Int Low (5-7); AL CE; AC 6; MV 12; HD 1; THAC0 19;

#AT 1; Dmg 1d8; SA None; SD Unaffected by mind-affecting spells, magical 

weapons required to hit, regenerates 1d4 hp if anything dies within 40'; MR 

Nil; SZ M; ML 18; XP 120; TM.

These terrible undead from the plane of Shadow are technically a kind of 

zombie, animated in the shadow-realm by shade wizards. Their connection to 

Shadow gives them special invulnerabilities, but if these are overcome, they 

are less fearsome. They are turned by priests as ghouls.

Dauthi Horror: #AP 1-4; Int Low (5-7); AL CE; AC 6; MV 15; HD 1+4; THAC0

19; #AT 2; Dmg 1d8/1d8; SA May save vs. spells to overcome any abjuration of 

3rd level or less; SD Magical weapons required to hit; MR Nil; SZ L; ML 18; XP 

120; TM.

Dauthi horrors are gaunt 10' tall beings from the plane of Shadows. They seek 

out and slay any they choose, uncaring, unfeeling, unrelenting. They have 

special resistance to spells designed to keep them away, and like many shadow 

creatures are invulnerable to normal weapons.

Dauthi Marauder: #AP 1; Int Below Average (8-9); AL CE; AC 6; MV 12; HD 2;

THAC0 19; #AT 3; Dmg 1d8/1d8/1d10; SA None; SD Immune to normal weapons; MR Nil; SZ M; ML 18; XP 65; TM.

Dauthi marauders serve greater beings in the realm of Shadow. To those in the 

Prime, they appear to be empty suits of shadowy armour. They strike with both 

their hands, and also shoot shadowy tentacles from their helms, which are more 

dangerous.

Dauthi Mindripper: #AP 1; Int High (13-15); AL CE; AC 6; MV 18; HD 1+4;

THAC0 19; #AT 2; Dmg 1d8/1d8; SA See below; SD Immune to normal weapons; MR Nil; SZ M; ML 16; XP 175; TM.

A Dauthi mindripper is a foul insectile being from out of the plane of Shadow. 

It attacks with deformed claws, trying to shred its victims. It has a special 

fondness for wizards, and if it is slain, all wizards within 40' of it must 

save vs. spells at -2 or lose 1d4 memorised spells, chosen at random.

Dauthi Slayer: #AP 1-4; Int Average (9-12); AL CE; AC 4; MV 12; HD 2; THAC0 19; #AT 2; Dmg 1d8/1d8; SA None; SD Immune to normal weapons; MR Nil; SZ M; ML 20; XP 65; TM.

Dauthi slayers are the foot-soldiers of the dark army of the Shadow creatures 

known as the Dauthi. They attack on sight and never retreat or surrender. Each 

appears to be a warped humanoid shadow, creeping through patches of darkness to 

strike and to slay.

Dragon Ogre: #AP 1-2; Int Low (5-7); AL CE; AC 0; MV 18; HD 8; THAC0 13;

#AT 2; Dmg 2d6/2d6; SA None; SD Fear; MR Nil; SZ L; ML 15; XP 2 000; WQ.

Dragon ogres are monsters with the lower bodies of small dragon-kin, and the 

upper bodies of ogres or hill giants. They are fierce, cruel and remorseless. 

They are among the most ancient worshippers of the chaos gods, and often 

accompany their hordes down out of the wastelands.

Fiend of Slaanesh: #AP 1-3; Int High (13-15); AL CE; AC 4; MV 18; HD 2; THAC0 19; #AT 2; Dmg 1d6/1d6; SA Aura of Slaanesh; SD fear (+2 to save), immune to normal weapons; MR Nil; SZ L; ML 14; XP 650; WQ.

Fiends of Slaanesh are messengers rather than warriors. They carry the 

blasphemous missives of the Lord of Mysteries to his fanatical cultists, and 

lead the stronger but less intelligent daemonettes into battle. Their aura acts 

as a prayer spell permanently. They appear as a conglomerate of man, scorpion 

and lizard, and are rightly feared.

Flamers of Tzeentch: #AP 1-4; Int High (13-15); AL CE; AC 2; HD 5; THAC0 15; #AT Nil; SA Fear, breathe flame, attack with surprise on a 5+ on 1d8; SD Immune to normal weapons, immune to fire; MR 10%; SZ L; ML 14; XP 4 000; WQ.

Flamers of Tzeentch are dangerous fiends. They can breathe fire once per round

inflicting 2d6 points on one target within 10'. Three times per day, they may 

instead breathe a 30' long cone of fire which does 5d6 points of damage. The 

smaller attack allows a save vs. breath weapons for half damage, but the larger 

does not. The appearance of flamers has been variously reported, but they seem 

to be cone-shaped beings with birds' heads.

Great Taurus: #AP 1; Int Low (5-7); AL LE; AC -2; MV Fl 18; HD 9; THAC0 11;

#AT 2; Dmg 3d6/3d6; SA Breath weapon; SD Fear; MR Nil; SZ L; ML 16; XP 6 000;WQ.

Great tauri are enormous bat-winged red bulls, native to Acheron and Hashut's 

realm. Chaos dwarf sorcerors use vile magics to summon them to the prime plane, 

and use them as steeds. Great tauri may breathe fire three times a day in a 30' 

long cone, inflicting 5d8 damage to anyone caught in the blast.

Great Unclean One: #AP 1; Int High to Genius (13-18); AL CE; AC -6; MV 12; HD 13+13; THAC0 7; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as a 15th level

necromancer, attack with surprise on a 5+ on 1d8, fear (save at -2), breath 

weapon, disease; SD takes half damage from blunt weapons, ignores 2 hp of 

damage from each melee attack; MR 60%; SZ H; ML 19; XP 23 000; WQ.

Great Unclean Ones are the fiendish and minion servitors of the Plague God 

Nurgle, although some allegedly serve the sleeping god Moander as well. They 

are indescribably monstrous and foul, oozing pus from many pores. They are 

always accompanied by nurglings (q.v.) and other fiends. Three times a day, a 

Great Unclean One may breathe a stream of corruption filling a cone 50' long 

and 10' wide at the base. Anyone caught in the stream takes 6d6 points of 

damage. If both a save vs. breath weapon and one vs. poison succeeds, half 

damage is taken. The disease they carry is twice as harmful as that of a 

plaguebearer.

Horror of Tzeentch: #AP Pink 2-8; Int Average (10-12); AL CE; AC 4; MV 12; HD Pink 2, Blue 1; THAC0 19; #AT Pink 2, Blue 1; Dmg 1d6 per attack; SA Fear; SD Immune to normal weapons + see below; MR 10%; SZ M; ML 20; XP Pink 270, Blue 120; WQ.

Horrors are foul chaos creatures of manic magic made by Tzeentch, the Changer 

of the Ways. When any pink horror is slain, its ichor immediately reforms into 

two blue horrors.

Keeper of Secrets: #AP 1; Int Genius to supra- (18-19); AL CE; AC -6; MV 18; HD 12+13; THAC0 9; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as a 14th level

enchanter, aura of Slaanesh, attack with surprise on a 2+ on 1d8, takes 2 fewer 

points of damage per melee attack (minimum 0); SD fear (save at -2), +3 or 

better weapon to hit, half damage from blunt weapons; MR 60%; SZ H; ML 18; XP 

19 000; WQ.

Keepers of Secrets are the greatest daemons of Slaanesh. Appearing as huge 

bull- headed, four-armed monstrosities, they bear upon them tattoos of the 

signs of chaos, and they cast seductive, evil magics. Their auras are twice as 

strong as those of fiends of Slaanesh, and they radiate potent fear.

Lord of Change: #AP 1; Int Supra-genius (19); AL CE; AC -4; MV Fl 24; HD

12+13; #AT 3; Dmg 4d6/4d6/4d6; SA Casts spells as 20th level wild mage, control surges (+/-3 discretionary modifier), gains surprise on 4+ on 1d8, magical 

items; SD +3 or better weapons to hit, fear (save at -2), half damage from 

blunt weapons, ignores first 2 points of damage from every melee attack; MR 

100% from own spells, 60% otherwise; SZ H; ML 16; XP 22 000; WQ.

Lords of Change are the chosen of Tzeentch, malicious wild mages devoted to 

chaos and evil. They appear as huge multicoloured kenku-like beings and cast 

spells indiscriminately. They carry 3 or more miscellaneous and deadly magical 

items to use on their hapless victims, especially favouring wands of wonder.

Nurgling: #AP 3-18; Int Semi (2-4); AL CE; AC 4; MV 12; HD 1-1; THAC0 20;

#AT 2; Dmg 1d2/1d2; SA Disease, attack with surprise on a 6 on 1d6; SD fear 

(save at +2), immune to normal weapons; MR Nil; SZ S; ML 14; XP 175; WQ.

Nurglings are disgusting, bloated quasits that wait upon the Great Unclean 

Ones. Licking their split and weeping lips with prehensile tongues, they crawl 

in and out of the rents in the bodies of larger daemons, and feed on corpses 

and waste. They carry the same disease as plaguebearers, although a +2 bonus 

applies to the victim's save.

Plaguebearer of Nurgle: #AP 1d6+4; Int Low (5-7); AL CE; AC 4; MV 12; HD 3;

THAC0 17; #AT 2; Dmg 1d6/1d6 + special; SA Disease; SD Immune to normal

weapons, fear; MR Nil; SZ M; ML 18; XP 420; WQ.

Plaguebearers are foul daemons created by Nurgle to transmit his diseases. 

Anyone struck by a plaguebearer's plague sword must save vs. poison or contract 

a terrible wasting illness. Those afflicted cannot regain hit points, and lose 

one hit point, strength point and constitution point per day. If any score 

reaches zero, they die. Cure disease will remove the contagion. If cured, the 

patient's points return at a rate of one per day,and healing is once more 

possible.

Rat Ogre: #AP 1-3; Int Low (5-7); AL NE; AC 0; MV 18; HD 6; THAC0 15; #AT 2; Dmg 2d6+1/2d6+1; SA None; SD causes fear with a +2 to save; MR Nil; SZ L; ML 15; XP 975; WQ.

Rat ogres are huge mutants with ratlike heads and ogrish bodies, sometimes 

sporting third arms, and nearly impenetrable leathery hide. Created by Clan 

Moulder, they are switft and brutal attackers, and difficult to defeat.

Riding Spider: #AP 1-2; Int Animal (1); AL N; AC 2; MV 15; HD 6; THAC0 15;

#AT 2; Dmg 2d6/2d6; SA Throw a web 6 times/day; SD None; MR Nil; SZ L; ML 16; XP 420; WQ.

These huge spiders are used by forest goblin chieftains as mounts. They are not

poisonous, but do have an unnerving facility with webs. Their bodies are 

covered with small chitinous plates, which hamper attacks quite effectively.

Rodent of Unusual Size: #AP 1-6; Int Semi (2-4); AL CE; AC 5; MV 12, leap 15;

HD 2+3; THAC0 17; #AT 1; Dmg 2-12; SA None; SD Half damage from blunt

weapons; MR Nil; SZ M; ML 20; XP 120; TPB.

R.O.U.S. are found principally in the Fire Swamp of Guilder, but can also be 

found out-competing smaller rats in dungeons and sewers, or being trained up 

for use by skaven in their foul experiments. A warpstone-enhanced version has a 

poisonous bite: the victim must save vs. poison or suffer 1d8 damage each round 

for 2d4 rounds. This variant is worth 270 XP.

Skaven: #AP 2-12; Int High (13-15); AL NE; AC 4; MV 15; HD 1; THAC0 19; #AT 1; Dmg By weapon or 1d4; SA None; SD None; MR Nil; SZ S (4' tall); ML 13; XP 35; WQ. Champion: 4 HD, plate armour (AC 0 with dex bonus), sword +1; XP 420.

Chieftain: 6 HD, plate armour (AC -1 with dex bonus), poisoned sword (save vs.

poison or be reduced to 0 hp); XP 1 400. Gutter Runner: 1+1 HD, attacks with

surprise on a 4+ on 1d6; XP 120. Assassin: 2 HD, attack with surprise on a 3+ 

on 1d6, does triple damage with a natural 20 to hit, AC 2 with dex bonus, 

poisoned sword (save vs. poison or have your movement halved for 2d4 rounds and  lose 3d4 hp); XP 650; WQ.

Skaven are loathesome rat-men who dwell in sewers, dungeons and the underdark.

They worship a dark god of Oinos called the Horned Rat, and seek to promote his 

will that they should rule the whole world. They are led by sinister 

bureaucrats called the Council of Thirteen. The assassin caste, usually a 

single clan on any one world, train up the so-called gutter runners to become 

skilled assassins. The masters of the skaven assassins are called Deathmasters: 

DMs are encouraged to design skaven Deathmasters individually. Also to be 

individually designed are the wizards (warlocks and Grey Seers) and priests 

(plague monks) of the race: each is a deadly individual. The skaven employ the 

meteoric ore warpstone in their creations: DMs are invited to design deadly

powers for this substance and for the engines it drives.

Shrieking Eel: #AP 1-4; Int Animal (1); AL N; AC 3; MV Sw 15; HD 7+3; THAC0 13; #AT 1; Dmg 2-16; SA Scream; SD None; MR Nil; SZ L (15-25' long); ML 14; XP 975; TPB.

Shrieking eels are found in salt and fresh water. They are voracious 

carnivores, and are especially fond of the flesh of humans and humanoids. When 

they smell their food of choice (which they can do above and below the water to 

a range of some 40 or 50 feet) they shriek loudly. In inhabited areas, this 

will bring wandering monsters hoping to eat anything the eels leave behind, 

steal the victims' possessions or even eat the eels. Each turn the eels scream, 

make a wandering monster check at double normal chances. Disregard any undead 

or constructs that show up.

Snotling: #AP 3-24; Int Low (5-7); AL N(LE); AC 8; MV 12; HD 1d2 hp; THAC0 20; #AT 1; Dmg 1-2; SA Attack with surprise on a 4+ on 1d8; SD None; MR Nil; SZ S; ML 7; XP 15; WQ.

Snotlings are a stupid diminutive goblinoid race, weaker than kobolds and used 

as cannon fodder and cheap labour by the stronger greenskin races. They are 

cowardly and attack only in large groups.

Stormvermin: #AP 3-12; Int high (13-15); AL NE; AC 2; MV 15; HD 1+1; THAC0 19; #AT 1; Dmg By weapon +2 (conventionally armed with polearms); SA None; SD None; MR Nil; SZ M (5' tall); ML 16; XP 65; WQ. Champion: 3 HD; XP 120. Warlord: 7 HD, AC -1 (dex bonus, skaven armour +1), MR 20%, armed with a magical polearm and a miscellaneous magical item; XP 2 000; WQ.

Stormvermin are black-furred elite skaven shock troops: they act as commanders 

for other skaven, or fight in special regiments. They are relentless warriors, 

skilful tacticians and merciless captors. They often form bodyguards for the 

Grey Seers and other members of the skaven hierarchy.

Termagant: #AP 2-16; Int Below Average (8-9); AL NE; AC 4; MV 18; HD 2+1;

THAC0 19; #AT 1; Dmg 1d8+2; SA Fleshborer; SD None; MR Nil; SZ S (4 1/2'

long); ML 19; XP 120; WH40K.

Termagants are a subspecies of the terrible space-going plague known as the 

tyranids. They are small and cruel, and attack principally with a biological 

weapon known as the fleshborer. This device spits a live maggot at high 

velocity toward the target, inflicting ugly wounds, severe pain and lots of 

damage. The fleshborer has ranges 20'/50'/90' and rate-of-fire 3/2. In close 

combat, termagants use their claws, doing 1d6 points of damage per hit.

Tomb Guardian: #AP 1-4; Int Average (10-12); AL Any evil; AC 2; MV 12; HD 5; THAC0 15; #AT 1; Dmg 1d10+1; SA None; SD Regenerate 1hp/round, causes fear, half damage from blunt weapons; MR Immune to mind-affecting spells and 

abilities; SZ M; ML 20; XP 2 000; WQ.

Tomb guardians are a vicious skeleton variant, also called skeletrons. They 

have a magical regeneration power, and radiate an aura of magical fear which 

unnerves those who meet them. They are imbued with a cruel intelligence, and 

tend to be loyal to their creators, who are necromancers or evil priests. They 

are turned by priests as ghasts.

Vermin Lord: #AP 1; Int Genius (18); AL NE; AC -8; MV 24; HD 12+14; THAC0 7(3 w/Doom Glaive); #AT 3; Dmg 3d8+4/3d8+4/3d8+4; SA Attacks with surprise on a 3+ on 1d8, Doom Glaive, frenzy (see below), casts spells as a 14th level  transmuter, dimension door 1/round (unlimited uses) ; SD +3 or better weapons  needed to hit, radiates fear (save at -2), suffers 1 less point of melee damage  per attack; MR 60%; SZ L (15' tall); ML 18; XP 22 000; WQ.

The Vermin Lords are the daemonic minions of the skaven god the Horned Rat. 

They serve him in his realm Skavenheim in Oinos, and can be summoned to the 

dark faithful on the Prime by the Grey Seers. In combat, they can work 

themselves up into a frenzy. When in combat, a Vermin Lord may try to fail a 

saving throw vs. spells (voluntary failure does not apply) to enter a frenzied 

state. No other action may be performed that round. From then on, the daemon 

gains 2 extra attacks per round, until the end of combat. The magical Doom 

Glaives wielded by the Vermin Lords are +4 weapons, and may not be handled by 

any non-skaven or non-daemon - it is simply impossible.

Sources:

WQ: Warhammer Quest

WH40K: Warhammer 40 000

TPB: The Princess Bride :)

TM: Magic: The Gathering, Tempest Expansion

DM: FTL software's old Dungeon Master game.

Comments welcome.

- ---------------------------------------

Alex Roberts             Tiefling   }:-)

tiefling@exultation.home.ml.org

http://exultation.home.ml.org

Date: Thu, 02 Apr 1998 13:01:43 -0500

From: Roland Lamoureux <roland@cyberbeach.net>

Darkguard....


Hello, folks!

 Here is a Faction I have found I made a while ago, for a intrigue campaign

in Sigil last summer. They are called the Darkguard....

Faction Philosophy:  The secret truth of the multiverse? Is a truth so

strong most could not handle it. The Darkguard Know the *Dark* of it of

course!

    "The multiverse is a vile, loathsome mistake. Detest it, revile it!"

You see friend the multiverse is a unjustifiable existence that must be

given up and made pure again. Have you ever wondered why the tortures that

infest the multiverse is never ending. How long have things been wrong

unjust and cruel?  Have any at any time anywhere in the multiverse solved

anything? Who is the author of pain in the multiverse? It is Life and

existence itself! So lets kill the author to end the pain! 

 Spare a thought to the meaning of Darkness. It is often said that the

secrets, powers, and horrible truths lie in the *Dark* of things. Death is

Darkness, why is evil expressed as the Darkness in one's soul? Could there

be a hidden truth in these words? The truth is, the Darkness wihtin one's

soul is a source of power. The Darkguard can teach you to learn the power

of Darkness, it can not be denied that darkness is the power of light

blessed be the Darkguard.

 Desire the Darkness outside to become part of the Darkness wihtin you.

Now that you are part of the Darkguard you see that Death and oblivion is

the only salvation. Kill all the people then they will be free of pain. We

the Darkguard are the tools for the destruction of the multiverse so that

we can achieve the purity of Total welcoming Darkness throughout the

multiverse.

 Our goal is to make all come to Darkness and wash away the pain of their

life. We will purify  wherever we dwell, sterilise and sanatise all who

refuse the Darkness. We must destroy the Chaos that is life and existence

outside. It is good to hate!, for all that we are is a vile, loathsome

mistake.

 This faction claims that Darkness is a physical ally to the manifestation

of power, that they can untap from within. They also believe all of reality

is a mistake and must be erased until only welcoming darkness remains. That

is why the Darkguard work so hard to kill as many folks as possible. They

also seek the destruction of all things including new and old they do not

discriminate.

primary plane of influence: Demi-plane of Shadow, a place of dreadful

darkness that best suits their grim philosophy. Within Sigil they are a

hidden agents causing mass deaths and destruction. Also wihtin Sigil they

have recruiters seeking members for the Darkguard. It is said they have a

secret headquarters within the darkest regions of Sigil.

allies and ennemies: Because of their insane philosophy to utter

destruction of everyting, the Darkguard often work with the Doomguard, and

the Bleak Cabal. It is well know that when they work together the streets

of Sigil run red with blood while buildings lie in ruins. However they are

forever hated by the Wheels of Justice of Sigil whom seek em out at all

times. All others Factions and beings in Sigil are the ennemies of the

Darkguard, because the Darkguard seek to free all of their Life and in some

cases their Unlife in their quest to clense the multiverse to total

welcoming Darkness.

Elligibiltiy: All races and classes are welcome to join the Darkguard, but

no one of good alignment can ever be a Darkguard.

Benefits: Members of the Darkguard hate everything and everyone who does

not share their view or goal. It is from this dedication that they are able

become one with the Dark. Once they are one with the Dark they gain 30 Dark

spell points usable by any class. These points can be used to memerise

spells of either wizard or priest of any school or sphere. They are

considereed to have the casting level of whatever class they are when they

join. If already a spell casting class these dark spell points must be kept

seperate from their standard pool.

Restrictions: Because each time they use 4 dark spell points a Darkguard

must make a saving throw vs death or loose 2 soul points. A Darkguard

soulpoints = his constitution total. When this reaches 0 he is souless.

This means in game terms that the Dark has his soul which means the DM can

veto the pc Darkguards action on behalf of the Dark God, sometimes Known as

kuthulas or Tharizdun.

 Well there it my nasty Darkguards of my Sigil City of Intrigue campaign of

last summer. any comments?--------------------------------------------Roland

                                 "Proxy Scion Herald of the Demon Lord

Pelor!"

Date: Thu, 02 Apr 1998 17:27:54 -0800

From: Der Verdammte <dispater@rcip.com>

Torm and the Harmonium

I have a Faerunian Paladin of Torm in my game, who is being introduced

to planescape, and I am eageraly awaiting his introduction to the

Harmonium. How do the rest of you think Torm's official position on

the Harmonium should be? Background info follows for those who don't

know anything about him.

The information that follows is paraphrased from Faiths and Avatars:

Torm is a LG lesser power with the portfolio of duty, loyalty,

obedience, and paladins. His realm is on Celestia, in Mercuria, and is

called Trueheart.


Originally, he was very similar to St. Cuthbert in his black and

white views of things, but during an event on Toril known as the Time

of Troubles, Torm was angered to discover that in the city of Tantras,

the capital of his faith, a priest named Tenwealth was using

Harmonium-like methods to try to wipe out other goodly religions.

Tactics included heave taxation of non-Tormish temples, Fines, and

imprisonment for following other faiths. There were harmonium-like

troops of guards roaming the streets and persecuting the non-tormish.

Once Torm saw for himself what had happened, he was angry, and after

several peripheral events concerning his defeat of bain, death and

resurrection by Tyr, imposed the Penance of Duty on his followers. 


This is the first Debt declared by Torm to be owed by his followers,

verbatim:

"Debt of Persecution: To repay their persecution of other religions,

the truly faithful must aid other goodly religions in re-establishing

themselves."


It seems to me that Torm would see the harmonium as a dangerous group that his followers could have become, and discourage, or possibly even

consider a violation, the act of joining the Harmonium. What do you

think?  And what would happen if the paladin in question was

approached by Daneel, and asked to join. How would the Harmonium take

a refusal to join, especially a refusal by an esteemed LG person?

Thanks a lot!!

dispater@rcip.com

Date: Mon, 06 Apr 1998 19:53:54 -0400

From: Joshua Jarvis jj@keene.edu
Maztican Planes
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1. Maztlan

2. Xilen

3. Mictlan

4. Itzli

5. Mayel

6. Tlalocan

7. Tlatocalli

8. Tlaxcautli

9. Xibalba

10. Exbal Ken

11. Zompantli

12. Teotli Itic

13. Xipetlan

14. Tochitl

15. Teotecan

16. Xitonco

17. Catlampa

REALM: maztlan

PLANE/LAYER: outlands

CHARACTER: Pleasant life, natural wonders, and the judgement of souls.

POWER: The spirit of the goddess Maztica (neutral) dwells here. Her

physical form has died long ago becoming the continant itself. Apparently some powers can give death the laugh. Maztica is the goddess of life and the world, the second of the Maztican elder gods.

Her worshippers are mostly shamans and druids of countless primes across

the land. Due to her status as goddess of the world and life she gains some power from those who worship life, streams, mountains, and landforms all across toril. Even if another god represents and is worshipped for this. Some believe this use of the worship of other powers is what keeps her alive after her body died. 

DESCRIPTION: This realm is on an island set in the middle of a large lake.

Life here is pleasant in a neutral kind of way. Nobody bothers anyone if they don’t have to.  A tall step pyramid rises from the land. Seven caves are found on the islands,  it is said that all races of mankind (demihumans included) first emerged from these caves. Whether or not this is true some bashers have said to have seen people unlike any they have seen before and incredibly primitive human bones in these caves. This pyramid is the basis of the maztican view of the planes.   The mazticans disagree about how many tenemos (sacred places I.E: planes) there are, their scholars argue as to whether there are nine or thirteen. The poor clueless don’t know the dark of it, there are 17, and the pyramid contains a portal to each

and every one of them, albiet some require crossing into another plane to reach. (see map of the maztican planes to see where the portals lie in the pyramid.)

Mazticans disagree whether the building of maztlan is takes up the whole top of the pyramid or sits in the center of a large flat surface. Though us planars tend to know the dark of things is the later the pyramid has an illusion upon it which makes anyone who looks down the steps believe they are looking down the steps of an infinite pyramid(walking out this door brings you to another plane entirely). Petitioners who arrive here have their tonali (soul to us planars) directed to go down the stairs, west is good, north is law, south is chaos, and east is evil (some say a similar pattern can be found in the lands surrounding the maztican city

of Nexal). The portal to maztlan itself is in the building itself. (quite a shock for planars who walk up the stairs into the pyramid and suspect that they will arrive

in the same plane when the leave.)  Steping out of the main building brings you to one of four planes, from their you have to walk down the stairs to reach one of three.(pity the poor berk who has to reach Ysgard through Limbo)

REALM: Itzli

PLANE/LAYER: Mechanus

CHARCTER: A huge towering stone city rises from the cogs.

POWER: Plutoq, Maztican god of earth and stone dwells here. Those few bloods who have seen him describe him as a huge earth elemental with jade eyes and

razor sharp obsidian teeth. He towers 50 feet high and he has a massive girth. Plutoq has few followers but is prayed to when fields fall barren and Watil, the guardian of plants, has not responded to prayers. As the undisputed master of heights Plutoq is towering and his city is even larger. Mazticans pray to him for safety for they believe that bizarre and dangerous creatures dwell at great heights. Plutoq is very emotional for a lawful neutral god, when he is displeased he causes earthquakes and avalances. Usually the displeasure is from insolence towards Plutoq on the part of some hapless soul who has already suffered from the disaster. When clerics of plutoq seek the god’s benevolence they sacrifice pottery or jewelery by shattering it against the ground. Most clerics of Plutoq are

artisans who use materials of the earth such as gems, stone, metal, or clay.

DESCRIPTION: What is a city like in which a fifty foot god associated with

earth and heights dwells? Huge. Picture a city of huge towering dwellings made on a giant scale.

Their heights inhabited by huge creatures. Giants and dragons occasionally

dwell here for a short time and then move on. The stone buildings get smaller towards the edge of the cog. Most human sized petitioners live along the edge, after all the huge central structures contain stairways that would foil all but the most experienced mountain climbers.

REALM: Tlalocan

PLANE/LAYER: Acradia

CHARACTER: A clam gentle rain fall down upon the lush fields and verdant

forest. watering the fields and providing the pleasant feel of a spring rain.

POWER: Oddly enough the power most frequently seen in this part of Arcadia

is an evil one! Azul (also called Calor), the lawful evil giver of rain and taker of

breath created Tlalocan to please his wife. Azul appears as a plump smiling cherub in a clean soft cotton gown. Azul is meticulously clean as are his clerics. Clerics often have skin covered with abrasions from the rough pumice soap they use, these injuries are considered their badges of honor. Azul’s favorite sacrifice is a young child, usually a child of a slave or prisoner. Some believe that Azul takes the form of a cherub as a harsh reminder to his followers of the sacrifice he demands. (though some thinks it is a insult to the upper planes as well.)

Clerics usually build a temple to Azul as one of the first buildings in a new city. This is mainly because in the dry land of maztica, water is necessary. Azul is god

of water in all its forms. Ice, snow, sea water, rivers, lakes. He is also the god of alcohol and drunkeness.

DESCRIPTION: The water land is a monument to the capability of an evil god

to feel love and compassion. Those who died due to drowning live here among the

gentle rain and friendly animals. So far few planars have had a clear idea as to the

exact location of Tlalocan. The top layer of arcadia has many places where it could be and since petitioners do not remember their former life (and death) this is all the more difficult. Some picture it as a stretch of arcadian grove-like forest with hedge like underbrush on the slopes of a symetrical mountain, others say it is a large lake with a few islands on it, still other think it may be in or near the palace of the rain lord. All that is known is that the friendly animals and constant gentle rain makes its most likely appearance to be a wet wilderness.

REALM: Tlazcautli

PLANE/LAYER: Mt. Celestia/Jovar

CHARACTER: A pyramid with the power of law and good where archons fly as

eagles.

POWER: Until recently, Qotal, the feathered dragon resided here, at one of

the few (perhaps the only) portals to the seventh heaven. He as returned to

Maztica, after centuries of abandonment after he left their in disgust. Quotal hates

sacrifices, his clerics never offer lives to him, instead they free butterflies and birds during his rituals. He has an uneasy relationship with his brother Zaltec, and currently exists in equilibrium with him. After all, his attempts to drive Zaltec from Maztica failed. Quotal appears to be a gold dragon with feathers instead of scales with a multicolored lions mane of feathers. Qotal is the Maztican god of goodness and health.

DESCRIPTION: This great structure on Jovar, the sixth layer of Mt. Celestia, is often mistakenly : called a ziggurat. This building is really a step pyramid. The

petitioners here are visited and ruled primarily by archons. Qotal gives his archons the ability to take the form of eagles. This is the form that his archons mostly appear in. One of the most important things about this realm is the portal to the seventh layer of Mt. Celestia at the top. This portal had a few people enter it, but so far none have left. This pyramid is endless. People looking from the bottom cannot see the top (except in the mind of the purist of lawful good, where they can get a clear image of it) and people at the top cannot see the bottom. (though often clouds appear to obscure it after a certain distance.)

However a few portals exist that open to various parts on the pyramid, including near the top and bottom. (NOTE: Alternately you may be able to see the top of the

Unending pyramid in a way similar to seeing the top of the infinite spire in sigil.)

REALM: Teotli Itic

PLANE/LAYERS: the abyss

The plane of infinte portals

Driller's Hives

Forgotten land 

Grand Abyss

Wormblood

Realm of a millon eyes

Phantom plane

Skin shedder

Burning water

CHARACTER: Not a realm, just nine layers of the Abyss. Mazticans call this the nine hells. More proof that prime names are not useful. The most degenerate

Maztican souls reside here

POWER: Both Zaltec and Tezca spend time here. Zaltec is a bit of a wanderer

and often goes to Zompantli. (See Zompantli for more details) Tezca also visits here when not in Xipetlan or seeing to his duties. He returns to Xipetlan at night to do penance. (see Xipetlan)

REALM: Catlampa

PLANE/LAYER: Bytopia/Dothion

CHARACTER: A location on the plane of work where women who die in

childbirth are honored.

POWER: No power is known to reside in Catlampa.

DESCRIPTION: On the hilly pastoral plains of Dothion lies what appears to

be a temple. The halls are lined with statues of women and any pillars are also statues. Here is where female petitioners who died in childbirth (very dangerous among some primes, haven’t they heard of a cleric of healing?) end up here. Being on Bytopia means that they don’t have it easy, they have to work. (as one failed comedian I know may say, it is the plane of labor) Children who appear as petitioners (and who don’t go to Xilen) or who were abandoned are often sent here to be raised. It’s unknown if this is because the women miss the children they never got to experience, the gods have charged them to, or if it is out of kindness. Word has it that a few people have dropped off young fiends (the unholy terrors

that they are) to be raised here in hopes that they turn to the good of the plane.

REALM: Xilen

PLANE/LAYER: Elysium/Thalasia

CHARACTER: An island of plants, which offer food to the needy.

POWER: Watil (neutral good) the guardian of plants is the goddess who

resides here. She is a benign power whose aspects include dieties which are dedicated to a specific plant. Thus mayz, flowers, seaweed, cactus, and cocoa dieties are aspects of her. Fruit is her greatest blessing and she is praised when it is harvested. Watli’s priests vary considerably. Some are farmers who do blessings upon crops and rituals such as the gathering of a thousand worms (which are released into a field before seeding). Other priests of Watli dwell away from inhabited areas studying and caring for exotic plants. When they learn the secrets of the plants (darks that the priests tend to keep to themselves) they often develop

unusual strains with bizarre powers. (a few claim that the plants had these powers to begin with. Only weaker or just in spirit.) Watli is the sister of Kiltzi. Watli

appears to be a lushly sensual lady with ample womanhood. Her hair frames her face in white lily petals, Her clothes are lush green foliage, her cloaks are made of bright flowers, and she often wears belts and sandals. Rumor has it that she is a weak pawn of Azul the rain god, after all rain has power over plants. 

DESCRIPTION: An  island in Xilen is covered with fields of mayz. This mayz

is free for the use of any needy traveler. After all Elysium provides for its people,

especially those in need. This island is claimed by Watli herself though most bloods never see her. Another place in Xilen  (possibly on the same island) has one of the most bizarre sites on the upper planes. The Heaven of Milk Trees is an orchard of trees whose fruits produce milk. This orchard is a home for those who died in infancy. It is surreal (and quite frankly, a little bit disturbing) to see those self sufficient infants. It is unknown if they ever mature (physically or mentally), if they do then other quickly take their place since no one older than infancy seems to be a permanent resident here and most of the infant population remains the same here.

REALM: Xitonco

PLANE/LAYER: Beastlands/Brux

CHARACTER: A sunny meadow rich in game.

POWER: No power resides here.

DESCRIPTION: This is part of brux the top layer of the beastlands. The

meadow is home to maztican petitioners who rest here and find abundant game whenever they hunt. Those who feel that humans do not belong in the beastlands are often shocked to hear about the people of the meadow. Many guvners have argued over whether this is merely the whim of the maztican powers or if this means humans are just a type of animal.

REALM: Teotecan

PLANE/LAYER: Arborea/Olympus

CHARACTER: Arboria is Arboria. Enough said.

POWER: In the “Land of the Gods” (as the Mazticans call Arboria. How it

makes a difference from the other outer planes gods wise I don’t know.) Kiltzi

(chaotic good) is the resident maztican power. Kiltzi is the maztican goddess of health, growth, nourishment, and love. She is a benign goddess who offers only happiness, health, and contentment. Her name is usually envoked at weddings, during pregnancy, and after childbirth. Her priests are very efficient healers and are consulted by those in physical or emotional stress.  They often offer spells to aid the unhappy. Kiltzi is never offered a sacrifice though her worshippers sometimes burn a shock of mayz or a bag of seeds on her alter. The more common form of devotion is performed privately between a man and a woman. Kiltzi Is fond of the wilder forms of human affection, and it is not unusual for her presence to be noted and appreciated among following a long night of octal-drinking, dancing, and singing among warriors and their women. (I know of many sensates who are followers of kiltzi and many women on the street corners in the less

reputable parts of Sigil act a lot like her.) Kiltzi gets along well with the other gods of Arboria. She appears as a vibrantly beautiful woman with clear smooth skin and hair that would trail behind her on the ground if it fell freely. The hair is used to clothe her full feminine body. Kiltzi’s body is often (though not always) portrayed as pregnant. Her eyes are deep placid pools that one can lose his mind staring in, even for a second. Whether this is from godlessly appearance or magic I’m not sure. 

DESCRIPTION: Teotecan is Arboria. It is said that Kiltzi has a realm in a

valley here. I know of many sensates who sought out that valley but few who have found it. Perhaps those who do don’t want to leave.

REALM: Tochitl

PLANE/LAYER: Ysgard/Asgard

CHARACTER: A realm populated by beasts of all sorts.

POWER: Nula (Chaotic Neutral) the guardian of animals dwells here. Nula can

appear as any animal but her usual form is a wise, long limbed monkey, with a long prehensile tail. She is subject to sudden mood swings. When feeling joy or hilarity she is loud and exuberant, when angered she shrieks, spits, and pummels with incredible force. Nula doesn’t have the stature of Watli since Mazticans keep no livestock save for fowl and small dogs, have no beasts of burden, and wild game is an embellishment rather than a staple. Nula is rarely worshipped but fishermen and hunters often leave a small offering of a seed or bone on the ground or water before setting out after his quarry. Nula’s importance has grown since foreigners arrived on Maztica with their domesticated horses, cattle, and swine. Nula has aspects devoted to most categories of animals (carrion-eaters, cats, fish, birds, monsters, etc.) as well as specific types. (hummingbirds, vultures, parrots,

eagles, snakes, dolphins, and fire lizards.)

DESCRIPTION: Most describe Tochitl the same way they describe the

beastlands. But however this “realm populated with beasts of all types” has a major difference. The chaotic neutral overpowers the good here making these creatures much more unpredictable and prone to hostility. The good still exists (Ysgard has a sliver of good) but it isn’t idealized. If anything the chaotic savagery demonizes nature a bit. The beasts are a lot as turbulant as any Ysgardian human. No one is sure if any sentient beasts are here since Nula has few true worshippers to become petitioners. How she gets her power from the prime isn’t quite known, maybe the small offerings help.

REALM: Mayel

PLANE/LAYER: Limbo

CHARACTER: A calm spot in the chaos of limbo.

POWER:  Eha the wind sprite (chaotic neutral) is one of the few godesses

who goes out of her way to do services for planewalkers. Spending most of her time in Limbo she creates a refuge for those who need it. Eha appears to be a woman made of white smoke, her long hair flows outward and trails around her. At times she coalesces and appears solid, but she prefers being insubstantial. Light passes through her, her shape quickly flows from long and slender to a pudgey ball to any other build she chooses but usually keeps her form of a woman of smoke. Eha is a beneficial godess who gives breath to babies and creates warth and breezes of spring. When angry her winds, though powerful, are rarely deadly. Fathers of newborns leave offerings of food out to her on windy nights. Her realm

Mayel is named after one of her human consorts.

DESCRIPTION:  Mayel’s (the realm not the consort) most notable feature is

it’s lack of features. It is an area of calmness surrounding the goddess. Though Eha spends most of her time in limbo she does wander, this makes the wind sprite as tough to find as any other feature on Limbo. She does leave occasionally too. She doesn’t HAVE to maintain a spot for travelers, she just likes to do it.

REALM: Xipetlan the flayed Land.

PLANE/LAYER: Pandemonium/Pandesmos.

CHARACTER: Same as normal Pandemonium. Just another name for it. Tezca has to spend the night here doing penance but it isn’t known if he maintains an

actual realm or not.

POWER: Tezca, (Chaotic Evil) the god of sun and fire resides here at night.

At day he goes about his duties. This is what creates the day/night cycle, or so says the Mazticans. Tezca is the god of heat and sunlight. He plays an important role by bringing life to the world, providing warmth, light at night (and the day), and making it possible to cook food.

He is also completely evil. He demands his priests make sacrifices, tearing

out the hearts of unfortunate victims and offering them to a stone image of Tezca himself. Why do those clueless berks do this? Well Tezca claims if they don’t he won’t return to the world the following day. If he doesn’t return that means no day, no fire, no light, and no warmth. Blackmail from a power, that’s a new one to me. Those few who claim to see Tezca say he is a fire faced giant. His body is humanoid and the center of his face is natural looking. However his face is surrounded by a mane of crackling flame similar to a stlylized picture of a sun with a fact painted in the middle of it.Tezca has orange skin ,and hair that is a thick column of opaque smoke that trails after him as he moves. It is said that anything he touches instantly bursts into flame. Tezca doesn’t want to dwell in

Pandemonium, he much rather prefers the Abyss. He visits the Abyss in his spare time. He spends the night in Pandemonium only because he is doing penance for some unknown transgression.

REALM: Zompantli

PLANE/LAYER: Carceri/Cathrys

CHARACTER: A place of skulls on the second layer of pandemonium.

POWER: Zaltec, (chaotic evil) brother of Qotal, dwells here in a palace of

skulls. Though more human looking than his brother Zaltec still is fearsome. He is a upright walking torso with two arms, two legs, and a savage, beastlike, face. He is always angry, always hungry, and his hands are always ready to clasp and weapon and strike a killing blow. His face has a perpetual snarling and scowling that shows his deadly jaguar teeth and rattlesnake fangs. Zaltec is a god of war and violence is worked in his name. Zaltec demands blood and hearts and his priests struggle to keep up with his insatiable hunger. Hearts offered on an alter are the most satisfying. The feather wars (contests where cities send their best warriors in a contest against each other to capture prisoners to satiate Zaltec’s hunger) were waged in the name of Zaltec in order for the people to gain sufficient sacrifices

during times of peace. Battle also helps feed Zaltec and he favors those who wage war in his name. Zaltec’s priests wear black, soiled robes and their hair is caked

with blood and twirled into sharp points jutting out in all directions. (some in Sigil

have tried to imitate the style, usually without the blood) His priests constantly fast and mark themselves with ritual wounds. Patronage of Zaltec is responsible for the Nexala’s success in war. Zaltec spends much of his time in the abyss as well.

DESCRIPTION: The place of skulls is home of Zaltecs petitioners, most of

whom reside as skulls. It is said that the skulls can speak when the wind blows through them. Rumor states that Zaltec dwells here in a palace of skulls yet it hasn’t yet been confirmed.

REALM: Exbal Chen

PLANE/LAYER: Gehenna/Chamada

CHARACTER: Another name for gehenna berk.

POWER: none known.

DESCRIPTION: Just gehenna, nothing else. Exbal Chen was the name of the

anti-hero who introduced human sacrifice to Maztica.

REALM: Xibalba

PLANE/LAYER: Baator/Maladomini (malagard)

CHARACTER: In a shifting city there is one constant. The great ball court.

POWER: All the dieties prize this spot. After all they play ball here.

DESCRIPTION: An open ended court with a hard packed dirt floor, a goal at

each end, and 15 feet up at the midpoint of the sidewall is a verical ring set into

the wall itself. The baatezu (or their slaves) tend to take apart and rebuild buildings in their cities, but they leave the ball court untouched. (rumor has it they don’t want to anger the gods) However, they have been known to host games when the gods weren’t using it. (which is often, since gods usually have more important things to do than play games.) The game is used (by the mazticans, and most likely the gods because who knows what goes on in the mind of a power anyway?) as a method of resolving disputes and settling grievences, giving players

status, and as a religious rite (not likely a powers choice but still, it is a use.) The baatezu tend to have fierce betting on the game, use new rules, and develop strict

penalties (like death of losers, or sometimes winners) depending upon how they feel the sides will fare. Baatezu setting the game so a favored team wins is not uncommon, and doing it without causing suspicion is sure to gain the favorable (unless he bet on that team) notice of a high up.

RULES OF THE GAME: Since it is unlikely that the rules of the ballgame will

ever be published again I will write them here. After all, it’s a part of

planescape too. (and competing against the baatezu is an idea some sods go for.) NOTE: Alternate rules from different Maztican cultures are included because the baatezu have been known to change the rules if they feel it gives them an advantage.

Goal: The object of the game is to knock the ball through the opposing

teams hoop or across the opposing teams goal line. 

Team placement: Each team has 1 goal defender who stands before the goal

line and two to five teammates who stand near the middle of the court. At the start of the game (and each match) the ball enters play with a player from each team trying to gain control of it.

This allows that players team to have a chance to make a shot.

The ball: 6” in diameter and made from congealed rubber tree sap.

Moving the ball: The ball is moved without using the hands. In the most

common rules it may only be moved using the knee, elbow, hip, shoulder, or head. (Not the hands or feet, though some alternate rules used by some Maztican cultures and crafty baatezu allow the ball to be kicked) It is currently unknown if the rules allow or don’t allow baatezu to use their horns, wings, or tails to move the ball, since mazticans and their most if not all of their gods tend to lack them.

Games: A match consists of three games. A game is won instantly if a ball

goes through a hoop in the wall. (then chaos ensues, the player is famous, and the baatezu offer him sandle endorsement deals.) 

Putting the Ball in Play: A player selected to try and gain control of the

ball makes a proficiency check vs. his opponents. A success means he has a chance to take a shot. If both pass or fail the struggle to shoot continues.

Shooting a goal: If the ball is on his side of the court he can roll half

proficiency to score. A success scores unless blocked.

Shooting a Ring: Three successful half proficiency checks must be made.

First is the opportunity to shoot (half wisdom), If successful he makes a half dex roll to aim the shot properly. After that suceeds a half strength roll is made to send the ball through the ring. It may sound impossible but instant wins are not easy.

Blocking: A team can try and make a successful proficiency check to block

twice. Once at midfield (-2 penalty) and once at the goal (+1 bonus) . If the ball is

blocked the blocking team takes a shot, if it is not a goal is scored by the other team and the ball is returned to play.

Alternative rules: Since the fiends use the court when the gods are away

and they like rules, they tend to use alternative rules. Here are a few of the known

alternative rules.

Kicking the ball: it’s obvious isn’t it., losing team starting the match.

Open court rules: Various rules exist. 1. A court doesn’t have to be

enclosed. 2. The court may be large with the center of two towns or cities as goals. (this means natural obstacles get in the way) In an open game scoring requires a proficiency check if the player is within 20’ of the goal.) Success means it was on target (unless blocked) . Shots from farther than 20’ away means –1 to the proficiency rating for each additional five feet away. A proficiency check to try and steal a ball from another player. (2 successes or failures means they fight over the ball and keep rolling until someone wins. 

BALL GAME PROFICIENCY: Ability score: Strength, Dexterity, or Wisdom. The lowest of the three. If a half proficiency check is called for divide the

lowest by 2 (round up)., Classes Allowed: all,  Slots: the ball game uses up 2 proficiency slots.

 INCREASING PROFICIENCY: For every four levels the character adds a slot to this proficiency raising the proficiency check roll (but not the ability score) by one. 

REALM: Tlatocalli

PLANE/LAYER: Acheron/Avalas

CHARACTER:  Battles where all hope is lost and the cause is forgotten.

POWER: No power dwells here.

DESCRIPTION: Often called the “House of the Warriors.” This is where many dead warriors clash. Here the art of war continues to be practiced without hope,

cause, or ultimate success.

REALM: Mictlan.

PLANE/LAYER: Grey waste/Niflheim

CHARACTER: The crippling hand of boredom wrenches your mind as you wander through the realm of owls and spiders.

POWER: none is known.

DESCRIPTION: Here is a land I thankfully have never seen. But because of

that I must only go by second hand reports and hearsay. Apparently the first thing you notice is the usual dread, grey, gloomy forests of the second layer of the grey waste. Then it hits you, slowly at first, but then stronger and stronger still. The boredom. Whatever you do you gradually become bored with. Walking, singing, fighting, surviving, existing. The next thing is the spiders and owls. They are everywhere. From scuttling wolf spiders to big tarantulas. From small screechers and saw-whets to big great horns and great greys. It is said that fiends harvest some of these spiders for poison. Even more disturbing is that some explorers claim to see what looks like humanoid bones in what appears to be giant spiders silk wrappings or huge owl pellets. Of course this may all be part of some fiendish

plot to keep people out. Who knows what the Yugoloth keep out their.

DEAD POWERS: Besides Maztica herself (who is an exception by still

existing) there is one other dead Maztican god, Kukul. Kukul (Neutral) is the ancient father of the gods. He was a mountainously huge manlike being of pure gold. He was the first of the gods and the maker of the rest. He was slain by the knowledge of strife between his sons. Kukul is all around Maztica. The gold they find are bits of his body, the stars and shooting stars are his legacy. The gods choose to remember him because of his honorable death of grief and shame. He has no worshippers since he is dead (though sages, chroniclers, and other magicless seekers of knowledge favor him.) Clerics of the younger gods constantly blame each other for causing their gods death. It was said that, while alive, Kukul was kindly and bewildered.
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1. INTRODUCTION

Some time ago a famous planewalker named Randir o Ia presented a treaty on

the nature of the Powers. His work, although a very insightful one, has

never received much attention, maybe because it has never been backed up

by any high-up or mystic of the Pla nes. That is why I have decided to

bring his work again into peaklight and expand the very worthy theory. 

Most of the theses presented in my work are controversial and will

probably not meet with much enthusiasm, but the aim of it is to present a

different point of view upon a strange beings named Powers. 

2. LITERATURE ANALYSIS

For the sake of all the readers who are not familiar with the works

mentioned in my thesis, I decided to quote their most important parts. 

2.1. RANDIR'S DEFINITIONS OF TERMS

At first I would like to present the words of Randir himself and supply

his definitions, which I will expand later in this work. 

Randir claims that there are four forms of Power, the Source, Powers, Gods

and Avatars.

2.1.1. THE SOURCE

"This is the common root of all the Powers. This is the fount if divinity

the Godsmen believe to exist. The Source is eternal, without beginning or

end." 

2.1.2. POWERS

"These are the fundamental forces of the Multiverse, they are the pure

forms derived from the common source. Powers are divided into ideas,

emotions and materials. They are eternal but not alive." 

2.1.3. GODS

"These are the beings usually confused with the Powers. Gods are immortal

but not eternal. They are the champions of the Powers." 

2.1.4. AVATARS

"Temporary constructs made by both gods and mortals to champion a Power.

They are very mortal, ceasing to exist after carrying out their appointed

task.." 

2.2. DEFINITIONS FROM THE ANCIENT TOME OF KNOWLEDGE

I would like to quote the theory presented in "The Ancient Tome of

Knowledge", known also as "On Hallowed Ground" written by an unknown

author. He (or she) writes about gods in this way: 

"(...) Gods are more than just big mortals with lots of impressive tricks

and mighty abilities. They are concepts and symbols too. They embody every

aspect of their portfolios, the living representations of their spheres of

control - and of mortal's hopes and fears. The essence of Powers extends

to a whole other kind of existence." 

Although the author confuses the terms "power" and "god", from the text we

can guess, that he/ she clearly meant the latter. Since almost all our

knowledge about Powers comes from this source, and we sometimes so blindly

follow it to the last letter, I sh all present another quotation, which

shall be also motto for my thesis: 

"It's crucial to remember that - the powers are incomprehensible, their

motives and abilities unguessable. If they've chosen to let the material

in this chapter [about Powers] be revealed to mortals, who can say how

much more they're hiding? And perhaps t he gods allow or even encourage

the spread of wrongheaded chant. After all, it's a bet they guard their

secrets jealously, and are more likely eager to steer folks away from the

true dark of things." 

With this in mind I shall attempt to find "the true dark of things." 

2.3. LIRA'S THEORY OF THE OUTER PLANES

The Theory of the Outer Planes, formulated by Lira, a Cipher, is probably

unknown to most of the readers. It was dismissed by scholars as unproven

and unreliable, but I decided to bring it forth, for it will be useful in

the further part of my work. 

To evoke the whole theory would be senseless, because it's full of

inconsistencies and simplifications. The only point that is important is

the sentence:  "The Powers are so bound to their realms that they are

surely the realms themselves." 

3. EXPANDING RANDIR'S THEORY

Randir's definitions call for explaining and expanding. I will do it by

answering following questions: what are they? where do they get their

power from? what power do they have? do they have a free will? what are

their goals?

From now on I will use Randir's definitions of terms Source, Power, God

and Avatar unless noted otherwise. 

3.1. WHAT ARE THEY?

Here I will present my thesis on the nature of the powers and try to

answer the question whether they are sentient or not. 

3.1.1. THE SOURCE

The Source is mentioned in many myths and legends and takes many forms.

Sometimes it is a superior being (even to the gods themselves), sometimes

it is a state (like chaos), and finally, sometimes it is a place (like

fountain of Godhood for example). Its exact nature however, remains

unknown. The reason of this is that the Source is so incomprehensible that

we are unable to comprehend it in any way, so we have to use symbols. 

The Source may be Athar's Great Unknown, to which they pray. And since

Athar priests do not lose power while travelling on the Planes, it would

be reasonable to claim that the Source exists in the whole Multiverse -

and possibly that it IS the whole Multi verse. 

It is believed by many that the Source is sentient and that it supervises

our Multivaerse. There is no agreement on its alignment. There are many

great theories (and most of them by Athar's famous theologises) but it

would be pointless to quote them here. 

Personally I agree with words of the great philosopher Arias: "It [the

Great Unknown] is beyond our comprehension. Its actions and motives it is

useless to question, for we with our pathetic little minds do not see the

Grand Scheme of things. The Great U nknown is beyond any judgement." 

3.1.2. POWERS

Randir's definition of Power is generally right, but I cannot agree with

one thing. The tree kinds that Powers are divided into are: ideas,

emotions and states of being, not materials. Why do I dismiss the last

one? Randir probably thought here about elem ental powers, but those I

would put into ideas category. It is so, because when one worships an

elemental power, she does not worship the element itself, but rather the

concepts and ideas that stand behind them. She worships beings with

features that this element possess. The pure element is the Inner Plane -

it is the STUFF of the Multiverse. It does need neither our belief nor

faith. 

It is unsure whether the Powers are sentient. While the idea of a sentient

emotion seems strange to me, judging by the other forms of power it would

be fair to assume, that they are sentient, but their sentience is beyond

mere mortal's comprehension. One thing is sure, though - the communication

with Powers is almost impossible and only a few priests claim that they

actually hear its "voice." 

Randir believes, that the Powers are "formless things" or "spirits" that

"exist anywhere emotion is felt", and I wholeheartedly agree with it. 

Ideas, emotions and states of being cannot have a physical form so they

are spirits on the Prime Material Plane. On the Outer Planes, however,

where the belief becomes reality, they are the Outer Planes themselves.

3.1.3. GODS

Randir's definition of a god is very imprecise so I will quote his

statement from another of his numerous works, which better explains the

nature of the gods: "[different gods of love] are all Avatars/

Manifestations of a single Power [of love]. Each one is a separate aspect

formed by the beliefs of Primers..." So gods derive from Powers like

Powers derive from the Source. 

There is no doubt to the fact that gods are sentient. They can

communicate, they have their own agendas and sometimes they are very

similar to mortals. They certainly have a physical form, not only on the

Outer Planes, which leads to a very interesting co nclusion that they are

not solely products of mortals' belief. Rather they are the belief, which

is incorporated in a form. 

If one visits the Astral, she can go to the Dead Gods Cementery, which

should give her an impression of how huge and wonderful a LIVING god is.

And since on a body of a dead god Githyanki can build a citadel, then a

body of a living god should have at lea st a size of its realm. My claim

is, that a living god's body is in fact its realm. 

3.1.4. AVATARS

I am not sure whether the Avatars are still Powers or just constructs of

Gods. The Rule-of-Threes says that there should be only three forms of

power, but Avatars seem to share some powers common only among Powers.

I have been researching the topic of Avatars for a few years and I have

found no evidence that they cease to exist after they fulfil their

mission. In many legends they usually leave to another plane or crystal

sphere to perform another task, but also the re are some who actually

stayed with believers for a long time after finishing their tasks. So

contrary to the popular belief Avatars don't just disappear. There is even

more. There is no evidence that an Avatar is a being created by a God! It

is possible that they are summoned or called upon and thus that they are

separate beings who exist in Multiverse but Gods know the power to bind

them. 

Avatars are the most human-like from all the forms of power. They possess

physical body and seem to be able to freely travel on the planes. They are

even more focused than Gods. They are Gods' arms and eyes when they need a

major manifestation outside the ir realm and the power of a priest is not

enough. A God can have more than one Avatar (depending on its power) at a

time and it is possible that they may not know about themselves. 

They are certainly sentient and also are probably the most communicative

from all the Powers. However, this doesn't mean that one can just go and

talk to them. If they think that you are an obstacle in their mission,

they will try to put you out of their way by any means available. 

3.2. WHERE DO THEY GET THEIR POWER FROM?

This part of my work is probably the most controversial, but it is based

on a deep and long research as well as on the sheer logic. I will try to

answer the question what powers need to exist and how they gain their

strength. 

3.2.1. THE SOURCE

My theory, based mainly on speculations, is that the Source gains its

power from the whole Multiverse - the Inner, Outer, Astral, Ethereal and

Prime Material Planes. By simply existing they give it their power. So the

Source - which is the Multiverse - is self-sufficient. It draws its power

from within. The question, whether this power grows, remains the same or

withers remains unanswered. 

3.2.2. POWERS

Since I have assumed that the Source of Power exists and that the Powers

derive from it, I shall then make a conclusion. Powers gain their share of

the Source's power. It is yet unproven, but the logic confirms this

assumption. 

Another source of Powers' power are emotions, ideas or states of being.

They feed on them and grow in strength when one feels an emotion, follows

an idea or experiences a state of being. The only proof of this theory is

that beings worshipping an emotion try to live by it and thus gain their

power. 

Rule-of-Threes makes me think about another source of Powers' power. If we

consider the Unity of Rings, we could assume that Powers gain their power

also when Gods grow in strength. 

Because Powers are formless, they exist nowhere and everywhere at the same

time. They may feed on emotions, ideas and states of being of the whole

Multiverse. 

3.2.3. GODS

Everybody knows that Gods need mortals' belief to sustain. I agree with

it, because this theory is well-proven. But the truth is a little bit

different than shown by the author of The Ancient Tome of Knowledge. 

We all know that Gods are excellent in covering their tracks, guarding

their mysteries and spreading false information. We all believe that they

need only belief and faith and nothing else. I claim that it is a lie. It

is a lie spread by them to make sure that the secret of their real power

is not revealed. 

Have you ever wondered why it seems impossible to kill a God and yet they

can fight among themselves and slay each other? Here is the answer for

this: majority of their power comes from their links with Powers. Each God

shares a part of his Powers' power.  If this connection is severed, a God

can no longer draw its power from the whole Multiverse and is limited only

to its realm that slowly disappears, as God weakens.

Also, similarly to Powers, the Rule-of-Threes and the Unity of Rings tells

us to look for the third source of their power in their Avatars who,

surprisingly, can also grow in strength. 

3.2.4. AVATARS

While Source depends on its existence, Powers on feeling or experiencing

and Gods on faith and belief, Avatars depend on actions. It is them who

feed on people's deeds. While Avatars are generally very focused, they do

not have much to draw from and can d o it only from the sphere or realm

they are currently in. They promote actions, because they know, that it

will strengthen them and also their God.. 

Of course, main power of an Avatar comes from its link with its God. When

it is severed, most of his abilities disappear. This has led me to an

assumption of the source of Godly power. 

Probably there exists a third source of Avatars' power but I have not been

able to find it. Since there is no lower form of power, we cannot use the

Unity of Rings in this case. 

3.3. WHAT POWER DO THEY HAVE?

After determining the source of their power I shall now try to find out

what they can do with it and how they interact with the whole Multiverse. 

3.3.1. WHO ANSWERS OUR PRAYERS?

I have asked this question to a hundred random beings in Sigil and apart

from three strange answers given to me by members of Xaositects faction

all were the same - Gods. This is the common belief, but looking at it

from the point of view of Randir's theo ry, I must correct this. 

The ability to grant spells and answer prayers of the faithful is common

to all forms of power from the Source to a simple Avatar. They all can do

miracles, although their power varies. One can pray to a God of Love (one

without any name), but in fact he prays to the Power of Love. The same is

about ideas. And Athar's Great Unknown is the most probably the Source

itself. 

The most doubts concern Avatars. Do they grant spells? Maybe it is their

God that really answers one's prayers? To this question I do not have an

answer. 

3.3.2. THE SOURCE

Power of the Source is absolute . It could probably wish to cease existing

and that would be the end of the Multiverse. Because it is the most

advanced being, as Godsmen might say, it has little interest in affairs of

mortals. On the other hand all of us can say "I am the Source" and that

would be perfectly true, because the Source is within us and all around

us. It is omnipotent and eternal. 

Priests of the Source are rare, but they are generally mysterious people

and have great insight into the ways of Multiverse. 

3.3.3. POWERS

Since the issue of Powers' sentience is still undecided, it is hard to

tell how they interact with the Multiverse. Probably they try to inspire

emotions, promote ideas and states of being but the way how they do it is

unclear. One can certainly see some p atterns within the Multiverse, but

she cannot be sure whether it is caused by Powers or by the Source. 

Priests of Powers generally follow some kind of philosophical belief,

emotion or state of being and usually treat godly priests as people who

are going a wrong path. They claim to see wider picture of the Multiverse

and partially they are right. 

3.3.4. GODS

Gods are the most visible and the most active form of power. They possess

enough power to conquer minds of many people. 

Gods generally do not act by themselves. On a daily basis they rely on

their priests and only sometimes, when the power of their worshippers is

not enough and the matter is very important, they send their Avatars. 

They rarely communicate with their followers, preferring to give them

great amount of free will. They intervene only in the most extreme cases

(usually obvious blasphemy). They are very reluctant to leave their

realms, because then they lose their omnipot ence, but they are certainly

able to manifest themselves on the Prime. I believe that they do it only

when they have no other choice, because when they abandon their body

(their realm) they can be destroyed. 

Gods are divided into single-sphere pantheons and into Multiversal

pantheons. Why it is so remains mystery to me. There are many theories,

but it seems that single-sphere pantheons guard crystal spheres, which are

in some way important. I do not know whet her such focus gives them any

benefits over the Multiversal pantheons, but Gods are nobody's fools and

they would not waste their power. 

3.3.5. AVATARS

Avatars can freely roam the Multiverse and their power is used almost

solely for accomplishing quests given to them by their Gods. There are,

however, many religions that are centred on Avatars, but they -

paradoxically - serve mainly its Avatars' God. Si nce Avatars feed on

actions and deeds, they try to force people to act in such a way that

would strengthen them.

Avatars possess a physical body and can interact with the Multiverse the

way all mortals do, except they can usually invoke its Gods powers to

perform some tasks. 

3.4. DO THEY HAVE A FREE WILL?

Since all forms of power derive from the Source, answering this question

will lead to learn about their goals. 

3.4.1. THE SOURCE

The Source is definitely its own master. There is no superior being to the

Source, at least there is none that we know about or can perceive in any

known way. 

3.4.2. POWERS

Powers are unknown and incomprehensible. My general impression is that

each emotion can have its good and bad sides and can be used to cause good

or evil. Probably Powers possess free will but in no way we can be sure of

it. 

3.4.3. GODS

To find whether Gods are their own masters is a real challenge. The amount

of lies encircling these beings is so vast, that to find any useful

information one has to look everywhere and for a very long time.

Eventually I have found some piece of informati on that I hope will be

helpful. 

Judging by the common belief Gods are restricted to their portfolios and

cannot exceed borders of their focuses. The question is whether they

really cannot or just pretend to. Another question - no less important

than the first one - is how much they are shaped by mortals' belief.

My opinion is that it is our belief that actually restricts them to their

portfolios. It is through our belief that they can interact with the

Multiverse. If in one sphere Ares is restricted only to the portfolio of

war, then he is able to manifest itself there only through war activities.

It could also explain why certain Gods have different portfolios in

different crystal spheres.

On the other hand Gods are also limited by their Powers. They cannot do

anything that is opposite to their Power's will, but that is the only

restriction of their free will. As long as they keep to it (and it is

impossible for them to do otherwise), they may do as they please. 

As already mentioned. Gods scarcely leave their realms and mainly work

through hands of their priests, who are conduits of their power. The more

attuned to her deity a priest is, the more of its power can flow through

him and the stronger effects it can c ause. In the extreme cases, where

the faith of worshippers is not enough, a God sends his Avatar to

accomplish given task. 

3.4.4. AVATARS

Avatars seem not to enjoy too much freedom. They are servants and as such

their free will is restricted only to fulfilling tasks that his God gives

to him. They follow orders and die for their masters if necessary but they

will NEVER do anything against them. 

On the other hand they are the only ones who seem to be able to travel

through the whole Multiverse. Is possessing a body a benefit or a

hindrance will remain a subject of many great philosophers and I will not

try to answer this question. 

3.5. WHAT ARE THEIR GOALS?

This chapter is based mainly on the research of various myths and legends

and also on pure logic. Though I have tried to break through the shroud of

mystery surrounding Powers, it should be obvious that we can only guess an

answer and neither of those given below is a final one. 

3.5.1. THE SOURCE

The motives and goals of the Source are incomprehensible and absolutely

unknown. Whether it tries to achieve a state of ultimate balance, good or

evil will remain without answer. 

3.5.2. POWERS

Their goals are as mysterious as they are. Judging by the agendas of Gods

and having in mind the Unity of Rings they probably try to make a whole

Multiverse feel a given emotion, follow a given idea or experience a given

state of being. They may strive am ong themselves to become the best one,

but their fight remains so far invisible. 

3.5.3. GODS

Powers leave promoting their emotions/ideas/states of being to Gods. Gods,

through their interaction with Multiverse inspire certain beliefs in them

and thus make them more likely to feed Powers.

But it is not their main goal. Gods are probably the most selfish form of

power ever to exist. They try to gather as many followers as possible,

knowing, that it would strengthen them, their masters, and - above all -

hinder their enemies. They struggle f or power during every minute of

their existence. They have to protect what they have and conquer more. It

seems that the main goal of any God is to become a master of the

Multiverse. 

3.5.4. AVATARS

Their main goal is to carry out given tasks. The second one is to promote

their Gods' ways by acting and forcing people to act. 

3.6. CAN THEY BE DESTROYED?

This is the most delicate subject of all covered in my work. I do not

hesitate however to reveal the powers' weaknesses that I have learnt

about. I know that the contents of this chapter may be dangerous if it

falls into wrong hands, but may it also be beneficial to all good mortals

that care to read it. 

3.6.1. THE SOURCE

There is no way of immediate destruction of the Source. It may however be

destroyed if the whole Multiverse is destroyed. It is only a theory, but

maybe it is time to reconsider the Doomguard philosophy - do they know

something that others do not? 

3.6.2. POWERS

There is no evidence that a Power can be destroyed. Certainly it is not

possible for a little mortal, but it is quite certain that if the Source

was destroyed, Powers would also cease to exist. 

It may be that severing Power's link with the Source can kill it, but of

course first one would have to figure how and then find means to do it.

And I am sure that it is not an easy task. 

3.6.3. GODS

Oh, how mortal do Gods seem to be after all the research that I have done!

They are like a gust of wind in comparison to Powers and to the Source. So

far I have come upon three ways to destroy a God. 

First, when their connection to their Power is severed, God loses its

power to answer prayers anywhere except their realm. Thus their power

rapidly diminishes, which causes their realm to shrink and reduce their

power again. The process repeats itself, until a God is completely

forgotten and its dead body starts floating in the Astral. 

Second, when it leaves its realm (a VERY rare occurrence, but known to

happen), it loses its omnipotence and most of its power. However, it is

still stronger than any Avatar, but given enough effort it may be killed

then. When combined with the first way, it would be possible for a really

powerful mortal to destroy a whole pantheon! 

The third and the last way to destroy a God is to strip it of all its

followers. This task seems to be almost impossible, but that is the most

common way that Gods fight among themselves. They try to convert as many

as possible, usually killing those who oppose. Ways of depriving a God of

its worshippers wary, but the end is always the same - the God cannot

interact with Multiverse and is trapped inside its realm that slowly

diminishes and in the end a body of the dead God begins his endless

journey throu gh the Astral.

Of course, the third way requires a lot of power and even more time to

accomplish, so Gods stick to the first two when possible. But since

occasions to use these are so rare, on a daily basis they wage their

unholy war among themselves and use their follo wers as puppets in

fulfilling their goals. 

3.6.4. AVATARS

Since Avatars possess physical body, they are vulnerable to most things

that would harm mortals. They can be crushed by magic or killed by the

sword, though it is very hard to accomplish, if we consider Godly powers

given them by their masters. 

Of course, when the link between an Avatar and its God is severed, killing

an Avatar stops being an almost impossible task and becomes only a hard

one. 

4.0. OVERPOWERS

Mysterious beings known as Overpowers seem not to belong to any of

mentioned above forms of power. I have decided to exclude them from the

hierarchy, because I believe that they are not powers themselves. They do

not need followers, so they are not Gods. They do not answer anybody's

prayers, so they cannot belong to the power kind. They seem, however, to

be more powerful than Gods themselves, at least in a given crystal sphere.

Various myths describe them as the creators and guardians of worlds. There

are no tales of their appearance outside the Prime Material Plane, so I

assume that they do not exist anywhere else. 

They seem to be able to banish Gods from their realms onto their crystal

sphere, which no other being probably can do. Thus they are superior to

Gods. They are not Powers, though, because Powers don't create matter.

They can be, however, the servants of the Source. They are probably given

a single or multiple crystal spheres to supervise and to assure that the

Godly struggle does not evolve into an open warfare and the religious war

which would destroy their world. 

So the Overpowers are not Powers per se. They are guardians and sentinels,

supervisors of Gods that watch upon the mortals and make sure that Gods

never gain complete control over us. 

5.0. CONCLUSIONS

I would like to sum up what I have said.

I am not claiming that powers are frauds. I state that there are four

forms of Power that bind our Multiverse together and that the destruction

of any level of hierarchy would probably cause major damage to all the

Planes. Each form of power seems to have its weaknesses and its strong

points, but the most promising seems the faith in the Source, since it is

all-encompassing and one can be sure that it will not limit her free will. 

I predict that in time more and more mortals will turn to the Source for

the guidance and that there will appear many interpretations of its nature

and many religions. This is the main flaw, since when it happens, mortals

probably will battle among themselves to prove that their view of the

Source is right. And they will forget that the Source is all and that they

see only a part of the Great Scheme of Things. And the Multiverse will

still be shaken by the unholy holy wars. 

For the benefit of those who see and are not afraid to look.
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Date: Wed, 08 Apr 1998 11:03:27 -0400 (EDT)

From: gantr@NKU.EDU

Response to Forms of Power 

Very well said.  It makes me wish I'd been on the list longer before

randir dropped off (where did he go, anyway?).  

Since we're getting metaphysical, here's something to go along with it.  I

tried posting it a while back, but my account ate it.

- -------------------------------------------------------------------------------

OF THE NATURE OF FAITH

By Harim, Factol of the Fraternity of Order

A commonly misunderstood concept in the Outer Planes is the power of

belief.  Many assume that it is one of the three great truths.  It is not.

The three great truths are The Center of the Multiverse, The Unity of

Rings, and the Rule of Threes.  Nevertheless, the power of belief cannot

be ignored, as it has an impact on the three great truths and on all

lesser truths of the Outer Planes.

The greatest misunderstanding of the power of belief is a fundamental

ignorance about how the power of belief operates.  Many Planars think that

this is a simple thing, that a casual acceptance of a thing can make it

true.  This fallacy can be easily demonstrated through the use of an

example, in the form of any of the gate-towns.  All gate-towns ultimatly

slip through into the Plane they contain the gate to, an established fact.

All residents of a gate-town have a casual acceptance of this fact;  they

are aware that someday their town will become part of another Plane.  This

does not move the gate-town.  It only moves when their belief in the

nature of the "adjacent" Plane becomes strong enough for them to behave in

a manner consistent with that Plane.

This information allows us to present a very basic statement about the

nature of belief.  Belief alone does not carry power;  belief which

motivates a change in nature or action carries power.  This form of belief

is more difficult to maintain, and is analagous to the belief which

priests maintain in their Powers.  For this reason I will henceforth refer

to belief which motivates a change in nature or action as faith, and will

refer to the power of belief as the power of faith.

The Rule of Threes calls for three types of faith, and indeed there are.

These types of faith consist of faith in a specific entity, faith in a

concept, and faith in a philosophy.  Each type of faith carries the same

amount of potential energy.  However, the energy is less focused, and is

therefore harder to utilize, the further along the types of faith one

goes.

Faith in a specific entity is, simply enough, believing in a single being  

enough to allow that being to change your nature or your beliefs.  This

type of faith is typified by faith in a Power, but it does not end there.

Any being may recieve this kind of faith.  Many skilled individuals,

whether craftsmen or warriors, have this kind of faith in themselves when

it comes to their specific fields of expertise.  This faith, while small

when measured against the faith the Powers recieve, is sufficient to

enable them to perform deeds which would otherwise be beyond them.

Faith in a concept is believing in an idea enough to allow it to change

your nature or actions.  These ideas are the pure forms, the archtypes of

existence.  They include life, death, good, evil, and so on.  For the

Powers and the near-Powers, this type of faith represents a second source

of power.  The faith is not as specific to them as faith in them directly

would be, but it is far more omnipresent.  Any Power or near-Power may

harness the faith in concepts which coincide with their natures.  Mortals

may also harness this source of power, inasmuch as they represent the

concept that recieves the faith.

Faith in a philosophy is believing in a set of goals and ideals enough to

allow them to change your nature or actions.  A primary example of this is

the Factions of Sigil and the Sects of the Outer Planes.  This type of

faith is the easiest for mortals to utilize, as it is the simplest to

understand and to embody.  All mortals have a particular pattern of ideal

which they follow;  their faith in these ideal energizes them, and allows

them to persevere and continue to obey them, even when it seems difficult.

The Factions focus this power, bringing together many individuals who

accept the same goals and ideals.  Because many accept the same goals,

their faith reinforces and energizes the others who have the same beliefs,

as well as the individual.

In summation:  the power of faith is not one of the great truths of the

multiverse.  Despite this, it has an impact on all three great truths, and

influences the lesser truths as well.  An understanding of the nature of

faith and the power it brings is essential to any who would study the

multiverse.

- -------------------------------------------------------------------------------

Rich Gant 

Date: Wed, 8 Apr 1998 19:05:04 -0400

From: "William P. Bryan" <liam_the_great@email.msn.com>

Joe Dever's Powers- The Chaos-master


    Okay, I make no guarnatees about how accurate these powers are with

respect to Dever's novels.  I adapted most of them for my personal campaign,

so they might seem a little different from how you remember them (if any of

you do).  I'll try and do one or two a week (spring break is coming up, so I

might get more in then).  I did this power first, as I noticed a few people

looking for something of pure Chaos.  Here ya go, man!  This is my personal

rendition of the Chaos-master (in F&A format), a god of pure chaos taken

from Joe Dever's Lone Wolf books.  While he seems a little on the evil side,

it's more sadism than anything else....

The Chaos-master

(The Wish-giver, Baron of Neverness, The Corruptor)

Intermediate Power of Limbo, CN

Portfolio: Wishes, Chaos

Aliases: None

Domain Name: Limbo/Paradox

Superior: None

Allies: None

Foes: None

Symbol: Some part of an animal, usually from a pig or bird, but rarely used

more than once.

Wor. Align.: Special

    The Chaos-master has existed as long as magic has been used, and some

say even before the powers of magic were given thought.  He created a realm

in Limbo of which its accidental visitors may be counted on one hand.  This

realm called Paradox is all but impossible to reach, being located not just

in the swirling soup of Limbo, but also in a side effect of this domain, the

Neverness.  It is a combination of the Gray Waste's apathy and Ravenloft's

mists.  It creates a sense of one having always been in it, and that one

shall always stay.  Only those with incredibly strong wills (or those under

some magical geas or such) can focus enough to keep moving.  For this

reason, he has stayed in anonymity not afforded most powers.

    The Chaos-master was thought to originally be a powerful yugoloth,

although many would point to his devious mental workings and suggest that he

was a baatezu.  This unknown soul spent long years in Limbo, trying to

unlock the secrets of how the chaotic soup could be harnessed to one's will.

Eventually, he came to worship just that primal chaos.  By virtue of unknown

powers, his body began to represent that of chaos incarnate.  It would melt

and reform, never staying the same for more than a moment.  While this

caused him intense agony, it gave a bizarre clarity to his mind, opening up

paths of thought never used before by anyone.  He grasped all secrets of the

multiverse in a glance, and he either went mad or sadistic (perhaps both).

    He gains power not by worshippers, but by users of his power.  Whenever

a wish is cast, it is he that shapes its power.  He can alter reality by his

dedication to chaos, and uses this power to change reality into a wish.

However, he corrupts this power in the worst way possible, causing poorly

worded wishes to have dire consequences.  The most famous of these (among

the billions of millions cast) is probably Sinay, the warrior-king who

desired a woman's love.  While he gained her love, he was also cruelly not

able to stand her presence physically.  His deformed body barely escaping

total destitution by shifting to another plane.  While they both still loved

each other, they could never meet, or even exist on the same plane without

endangering his life.

The Chaos-master's Avatar (Conjurer 40, Fighter 18)

    The Chaos-master's avatar is seen almost as rarely as the god makes his

presence known.  He sends his avatar to fufill the wishes that can be so

utterly twisted as to even give an arcanaloth pause.  The avatar appears as

an unholy hybrid of animal parts, from pigs to eagles to lizards.  Like the

soup of Limbo, this gross flesh is constantly melting into bizarre forms of

chaos incarnate.

AC -6; MV 18; HP 153; THAC0 3; #AT 1

Dmg 1d10+2 (fist, +2 STR)

MR 100%; SZ H (20')

STR 18, DEX 15, CON 16, INT 25, WIS 25, CHA 1

Spells W: 10/10/10/10/10/10/10/9/9*

Saves PPDM 3, RSW 3, PP 4, BW 4, Sp 4

    * Numbers assume an extra Conjuration/Summoning spell per level

    Special Att/Def: He attacks with a single fist per round if pressed, but

only if he has run out of spells.  He has the ability to grant a wish spell

once per hour, but it is almost assured that it will be twisted beyond all

recognition.  All of his 9th-level spells will be wishes, unless he is

feeling particularly chaotic and decides to only memorize cantrip spells.

He is allowed to use spells from any school, although he tends toward wild

magic, invocation, and conjuration.  He is immune to all spells, and to

weapons of less than +4 enchantment.  Anyone viewing his hideous visage must

make a saving throw vs. poison or be nauseated for 2d4 rounds.

Other Manifestations

    Whenever a wish goes wrong, it can be attributed to the Chaos-master

(although most mortals, and even some demipowers, do not know that).  Even

when a wish comes off without a hitch, it is the Wish-giver's doing, as he

is more unpredictable than the wishes he grants.

The Church

    The Chaos-master has no worshippers in the traditional sense (see

above).

Date: Thu, 09 Apr 1998 02:44:11 -0400

From: Biomage <Stokesr@NKU.EDU>

Champions of Alignment


Several weeks ago a friend a list of classes that were based on alignment. She said that she had gotten it off of the web. I regret to say that I do

not know who the original author is. If anyone know, I would like to know

as well. Anyway..... there were classes listed for every alignment save

lawful good (paladin of course) and true neutral. After much consideration

I decided to develop a TN sub-class. Please take a look and offer comments

and suggestions. 

Thanks 

Biomage

Savant (Neutral)

Ability Requirements: 
Wisdom-15

                       


Intelligence-12




         


Constitution-14

Prime requisites: 

Wisdom, Constitution

Races allowed: 

Human

      
The Savant is class for human mages dealing in contemplation and

thinking. Their prime requisites are Wisdom, for their realization of the

way they perceive the world around them, and Constitution, for the way they

view themselves as the most important thing in their multiverse. They spend

much of their time in study, meditation or reflective thinking. They are

insightful thinkers and often creative inventors, building devices only for

the pleasure of inventing. 


The Savant, unlike most other mages, can be a formidable opponent in melee

combat. Their THAC0 and hit die are like other mages. However, if a Savant

studies an opponent in melee, he can gain insight to the flaws of his

opponent's fighting style. This knowledge gives him a slight advantage when

a conflict breaks out involving him If the Savant observes an opponent for

3 rounds of combat, he gains a –1 bonus to his AC. If the observation last

7 round he gains a –2 to AC and +1 to his attack and a –3 bonus to AC and a

+2 attack for a full 12 rounds of observation and study. . The observation

must be continuous and uninterrupted. This knowledge is only useful if the

opponent is attacking in a similar manner. If a Savant observes a character

fighting with a sword, he would not gain a bonus if he were attacked with a

dagger. The combat must take place within a number of rounds that was spent

observing the opponent. 

         
Savants are often thought of as dispassionate sometimes becoming

hermits. They rarely get rid of things. as a result, they're pockets are

always full with trinkets and items of personal interest. They are usually

fervent collectors, often making their collection a driving goal in there

life. To simply give something away the Savant must fail a save vs. charm.

This becomes more and more difficult the further the Savant advances. 

A strange side affect of being so self-absorbed is their lack of eye

contact with most people. They receive a –2 reaction adjustment when

meeting new people and never attract followers.

They see law, chaos, good, and evil as meaningless and not worth fighting

over, or thinking about for that matter. They realize small, individual

scale of things. The Savant knows that there is no such thing as a selfless

act. Everything a berk does they do for themselves. Even the aasimon do

what they do because it makes them feel good. They benefit from there

actions, therefor, their actions are not selfless. Once the have come to

terms with this realization they can become self-absorbed. This doesn't

make them evil, however. Performing a good act may be as beneficial to the

Savant as it is to the benefactor. They follow one basic ideology: do what

ever you want as long as it doesn't interfere with anyone else doing what

they want. 

Date: Thu, 09 Apr 1998 19:31:43 -0400

From: "Mr. Niceguy" <jtwright@sysnet.net>

Tharizdun and other "Single Sphere" powers

I wanted to say a couple last things in the Tharizdun thread, and then

move this on to another point about the so-called Single Sphere deities.

Skip down to 'third' for the new stuff.

  First, I appreciate the passionate defenses of Tharizdun.  I see where

having a mysterious dark uber-bad-guy could be useful to a campaign.

  Second, "Naughtiest Maximum" listed a reference I'll accept as

semi-official (big of me, no? :) for Tharizdun, so I guess it must be

upgraded from a minor, possibly official bad-guy from a defunct module

to a single-sphere intermediate power.

  Didn't mean to step on Naughty's toes there, as he seemed quite PO'd

that I'd dare to impugn the mighty works of EGG or rate Tharizdun's 

'officialness'.  

  When I say 'official' I mean to use it as a reference that all other

AD&D players should recognize.  Things like HD, AC, THAC0, yeah, I have

to say those are pretty darned official.  If you don't use those, you're

not playing the same game I am, no matter how generous the forwards in

the books might be.  You're roleplaying, no doubt, but not playing AD&D,

as the esteemed Mr. Gygax used to rant on a monthly basis in Dragon Mag.

 And when I say 'elf' or 'dwarf' most other AD&D players have the same

mental picture.  But if I say "the great and terrible god Tharizdun,"

before this thread wound its merry way across the list, I'd bet most

folks here would have had no idea what was meant.  Therefore, it's a

very 'unofficial' thing.  My list of officialness was created thinking

along those sorts of lines.

  Anyway.

  Third, I think we need to give a lot more credit to these so-called

'single sphere' deities from Toril and Oerth.  I'm willing to state

categorically that the gods from those pantheons have worshippers on

many more prime worlds than just one.

  How do I know?  Because some at least are known on my world.  And

yours, and yours, and yours over there in the corner, and so on.

  How many DM's incorporated St. Cuthbert into their campaign because

his temple figured prominently in the ancient but beloved town of

Hommelet?  How many DM's have done the same with the Torillian (is that

a word?) and Oerthian pantheons as a whole?  

  Not just me, I'll bet.  There must be thousands of home-grown crystal

spheres that recognize those deities, possibly as many or more than

those which recognize the Greek or Norse pantheons.

  So I think calling these folks 'single sphere' powers does them a vast

disservice.  Look at the cross-world following Tharizdun has, and

*that's* a relatively *forgotten* power on Oerth!

  Now, I'd have to admit that the deities I've made up for my own

campaign are nothing more than single-sphere entities.  No other DMs

have used them or heard of them, much less seen their spheres of

interest, etc.

  But the pantheons that were grown on Oerth, Toril, and to a lesser

extent, Krynn (did Dragonlance inspire anyone to make their own world

using those gods?) cannot be considered to be in this category.  

  What does this mean for Planescape?  Is there some conspiracy trying

to minimize the impact of these pantheons?  Are they deliberately

keeping a low profile?  Or is something even more sinister going on?

(chuckle)

Last post for the day, I promise.

Mr. Niceguy

Date: Tue, 14 Apr 1998 19:39:03 EDT

From: LC Ghent <LCGhent@aol.com>

New Cambions

I tried this thread on the AOL boards awhile back, but here goes again.  I am

working on a module for the RPGA.  I have created some new cambions, and such

that are semi blessed by a god of war.  Or at least he used to be a god of

war.

The module is based on a Balor priest of Garagos the Reaver.  Garagos is

trying to get his power back from what he lost to Tempus.  His is going to try

to gain back followers with the Blood War by helping in the fighting.  Anyway

the tanari need good fodder and most tanari dont like that the Balor has gone

outside the standard methods of power.  (standard methods for tanari.  I know.

weird)  The balor has started a cross breeding program with other races.  The

main ones involved is orcs, flinds, ogres, and giants.  Well the blood of

these creatures worked all to well with the tanari blood and out sprang some

descently powerful creatures.  Anyway here is a short description of what I

have for the best of them all.  The Garaglith.  It is a giant/marilith mate

that has been blessed by Garagos himself.  It is stronger than both parents

combined.  

Heres some basic stats for it.

15 hd.

22 str.

6 arms.

size Large

int above average

AC -8

Damage:  by weapon +10, or grappling is +17, or 3d12 per boulder

No. of attacks:  6, or 3, or 3

MR  65%

It can throw 3 boulders a round if available, or make 6 attacks a round with

weapons.  Its main strength is its grappling though.  It is considered to have

6 slots/multiple specialization in wrestling.  This creature can only take 3

attacks per round when wrestling, but it prefers this over anything else.  It

enjoys ripping things to pieces with its bare hands.  Its strength is

considered a 24 for checks to break free when grappling due to its

specialization.  Its other main attack power is its ability to gate.  Due to

not being wholly tanari, it cant gate in fiends.  It can gate in 1-4 hill

giants instead.  This power is 3 times per day, with a 45% chance of success.

It has all the abillities of normal cambions otherwise.  Any suggestions?  

I have a better writeup for the module.  I thought about submitting these for

Dragon.  I like the orc cambion better.  I crossbred it with the one that

leads the ghouls and ghasts.  It come out a near skeletal, albino Orc.  5 hd

and such.  Cool little creature, but not super powerful like the Garaglith.  

Tell me what you think.  

Thanks

Jason Lundy  

Date: Wed, 15 Apr 1998 19:38:47 +0100

From: Jon <jon@mimir.net>

Review of Faces of Evil, Dead Gods and TGMM

As requested, and mercilessly scanned from Dragon 246,

my OCR program apologises for any typos.

Cheers!

Jon

Reviews by Allen Varney:

The Great Modron March

AD&D PLANESCAPE adventure anthology

128-page softcover book

TSR, Inc.   $24.95

Design:  Monte Cook, Colin McComb

Editing:  Michele Carter

Illustrations:  rk post, Adam Rex, Ray Nadeu

Cover: rk post

Faces of Evil: The Fiends

AD&D PLANESCAPE accessory

96-page softcover book

TSR, Inc.  $18.95

Design:  Colin McComb

Editing:  Ray Valiese

Illustrations: Adam Rex

Cover:  Robh Ruppel

In an odd setting, most any role can become odd.  Play a hulking barbarian

in the FORGOTTEN REALMS campaign, and you're one of thousands; play him in the futuristic cyber-magical Seattle of FASAs Shadowrun, and his routine

barbarism becomes remarkable.  But even when the PCs fit right in,

spectacular scenery and outlandish cultures can still make adventures

unforgettable.

For the purest spectacle and outlandishness in any AD&D campaign world,

look to the Outer Planes of the PLANESCAPE setting.  Out on the planesthe

bizarre afterlife of Prime Material characters-everything grows bigger,

from overpowering Mount Celestia to the world-spanning ash tree, Yggdrasil,

to the Great Modron March.

Don't know the March? It's a real phenomenon: Over 10,000 modrons (little

two-legged clockwork guys) parade forth from their highly lawful plane of

Mechanus and walk the Great Ring through all the other planes.  The

Beastlands, Arborea, Ysgard-they march through implacably, relentlessly.

The March invokes the grandeur of Earth's great buffalo migrations, or-when

the modrons reach the evil Lower Planes-of the popular myth of mass lemming

suicides.  The journey takes months or years, and only a few modrons make

it full-circle.  Though they never seek protection, they need it.

The next Modron March wasn't due for 189 years, but for designers as

talented as PLANESCAPE stars Monte Cook and Colin McComb, reshuffling the

schedule is the work of a moment. in the 128 mayhem-filled pages of The

Great Modron March, PCs likely never learn exactly why the latest March

starts early.  But in 11 short scenarios they do learn how to evacuate

villages ahead of the modron stampede, keep evil Tacharim knights from

grotesquely cannibalizing clockwork parts, persuade cloud creatures not to

divert the March, help the modrons through the formless chaos of Limbo, and

so on.  The campaign takes them from ist to 9th or 10th level, with ample

opportunity to explore every plane in the PLANESCAPE setting.

And what a setting! The tanar'ri Fortress of the Fallen Stair.  The mad

village of Bedlam.  Acheron's Mine of Marsellin, a colossal floating cube

made entirely of cast-off weapons and equipment.  Even Undermountainyes,

Realms fans, that Undermountain.  Compared to the rest, Undermountain comes

off as downright plebeian.

Why should the PCs help the modrons? Hmmm.  Unfortunately, the heroes'

motives here seem as inscrutable as the modrons.  At first they get

bodyguard jobs from various onlookers, but eventually they're supposed to

help the March just because it's so cool.  I can buy that, but make sure

your PCs can too! And these 11 chapters hit just the high points of the

March, so be ready to flesh out the framework with other adventures. (The

Well of Worlds adventure anthology makes a good choice.)

Those gallivanting through the planes might pause a moment over Faces of

Evil, which goes into remarkable detail about the most notorious denizens

of the Lower Planes, the dem- uh, the dev- well, it still seems prudent to

call them 'fiends.' The detail in Faces is remarkable because there's (a)

so much about fiendish reproduction, art and architecture, baatezu chains

of command, tanar'ri communication ('they're constantly and fundamentally

misunderstood,' so they resort to torture), yugoloth birth, the obsidian

triangles of the gehreleths, and larvae physiology; and (b) so little of

use in a game.

Yes, you might want to send your PCs to the yugoloths' Tower of Incarnate

Pain, even though it absorbs fools who enter it and turns them into bricks;

or to the baatezu's City of Man, an Inferno-in-reverse of tempting

pleasures where everything is free.  But most of the useful information

here just rehashes the first PLANESCAPE MONSTROUS COMPENDIUM book.  Three lengthy discussions about summoning fiends boil down to 'Don't.' And were

your PCs ever to meet one of the Dark Eight or an Abyssal Lord, they

wouldn't live long enough to discover the secrets mentioned here.

Designer McComb seems to recognize the perfunctory nature of this project.

To enliven dry material, he introduces a variety of fictitious narrators.

Most entertaining is Xanxost, a slaad with an attitude but not much focus.

Here's Xanxost discussing tanar'ri vuinerabilities: 'Hello, mortals! It is

time now to learn how to kill the tanar'ri.  Xanxost knows of only three

attacks that are fully effective: the magic missile spell and weapons

forged of cold-wrought iron.  Two attacks.' He rambles on like this for

pages, pausing to eat and to libel the baatezu.  It's fun-not well-informed

(magic missile, huh?)-but fun.  Still, we needed more here than

entertaining reading.

Dead Gods, by Monte Cook.  TSR, $29.95. This pricey but suitably mammoth

176-page ADAD PLANESCAPE adventure (for 4-6 characters, 6th-gth level)

follows directly from The Great Modron March. At least, the first 124 pages

do, as the scenario Out of the Darkness': A deceased evil power is about to

be resurrected.  But he has to kill half a dozen other gods to do it, and

he needs his lost artifact.  The PCs accidentally learn of the danger while

catching a thief of beauty, encountering a walking bird-footed castle, and

spending too much time with squirrely ratatosks on the World Tree,

Yggdrasil.  After this slow start comes some of the PLANESCAPE campaign's

very best material, like timetravel visions in the Last Spire, forays with

the mad Cynosure travelling carnival, and high-stakes nastiness in a spooky

fortress at 'the Bottom of the Multiverse.'

But these chapters stand out too boldly from their weaker surroundings.

Longtime ADEfDers may enjoy a return to the Vault of the Drow; others can

jettison it, along with the poor step-child companion scenario, 'Into the

Light,' an unremarkable factional squabble in Sigil's Lower Ward.  The lows

in Dead Gods stretch as gray as Astral Space, the scene of its unsatisfying

climax, but its best chapters reach divine highs.  Overall? Thumbs up,

especially as a continuation of Great Modron March.

jon@mimir.net

http://mimir.net

Date: Thu, 16 Apr 1998 20:18:50 -0400 (EDT)

From: Joshua Jarvis jj@keene.edu
Cool creature ideas.

I have been thinking of some interesting planar creatures. (I have no 

idea on what their stats should be) here are my ideas.

AGRI: The agri is a rare creature formed by the upper planes themselves. 

The agri forms under the rare conditions in which people are starving 

(such as a fiend sent plague, or an evil wizard attemping to destroy the 

good planes by summoning locust swarms.) The agri is a humanoid being 

composed entirely out of edible plant life (like a surrealist painting of 

a vegetable man). The agri exists for one purpose and one purpose only, 

to be eaten. Rumors state that an even rarer creature is a beast of pure 

grade-A meat with easily cut hide that makes perfect clothing. This rumor is 

yet unproven.

Tentacled horror: Ever since I read the comment on Evards black tentacles 

in Planes of Conflice (it was "not that black tentacles occur naturally) 

I decided to make up a creature that IS naturally occuring black 

tentacles of a strange, powerful sort. The tentacled horror is a beast 

from pandemonium that dwells in the deepest, darkest, caverns on the 

upper layers. It usually fits itself into a crevice or cavern (depending 

on whether it's a small one or a gigantic one) and plots to take over the 

multiverse. These creatures are loners that refuse to work willingly with 

any free willed "inferior" creatures. Instead, if it needs any work done 

it sends it's shrieking skulls (see later) or uses it's tentacle runes. 

The tentacles have glowing red runes on them that burn onto a victims 

skin, that victim is subject to various mind effects (depending on which 

rune hit them. Various recorded rune effects are 1. charm  2. dream 

terror: the tentacled horror can confront the victim with horrible 

nightmares in his sleep. Many more as well (I haven't thought of them 

yet.) It's said that those branded by the horror can be turned into skull 

spirits when they die.

Skull Spirits: Branded victims of a tentacled horror can be warped into 

skull horrors. These sinister creatures exist partially astral (like 

color pools) and fly around their masters shrieking with the pandemonic 

winds. It is said that the very touch of a skull spirit is pain fore they 

tear you between two planes. 

Date: Sat, 18 Apr 1998 05:23:09 -0300

From: "Roberto" <Roberto@netyet.com.br>

Need a bad guy!!!

At 20:44 17/04/98 -0400, you wrote:

>Hey out there.  I need a bad guy...perferably 

>a) not a fiend, undead or dragon

>b)Intelligence is a must 

>c)spell casting would be nice but not necessary

>d) must have some spell like powers however

>shapechanging a definite asset!!!!!!

>e)must be able to use small magic items

>f) (very Important)  must be the type of opponent who could talk someone into

>doing anything; without spells or force

>finally please not something commonly used  (ie not an evil spell caster,

>illithid, goblin, drow, etc etc etc)

Maybe you like this one. He is an old NPC I create a long time ago, but I

think he can be easily adapted to the planes. Business in Sigil is a good

start.

- -------------------------

Non-Player Character

Loki Von Dryke

(Real Name: Unknow)

Dual Class: 13th Level Thief / 21th Level Priest of Loki

Str: 14
Int: 20
Con: 15

Dex: 17
Wis: 19
Cha: 18

Alignment: Neutral Evil

Age: 58 (Apparently: 30) Height: 1.73m  Weight: 68  

Hair: Black  Eyes: Black

Granted Powers (All Loki's Priesthood, Legend & Lore p.183):

* Mass Suggestion (1/Day)

* Shape Chage (1/Day)

* When a priest prays to Loki for some personal gain, there is a 1% chance

per level that loki will send his avatar to help the priest (But never more

then 3 time in a lifetime)

* Cannot turn Undead

Weapons: any
Armor: any

Special Powers:

* Like Loki's avatar he is immune to any kind of mental control (magical ou

psionic) and only an illusion made by a magic-user of superior level can

fool him.

* Is able to choose illusions instead of cleric spells.

During his adventurer life those powers were gained through whishes granted

by his God (Loki) or by any one who could grant them in order to pay for

rendered services (Certainly something evil).

Weapon Proficiences:

Short Sword, Dagger, Long Sword, Hand Axe, Darts, Long Bow

Non-Weapon Proficiences:

Aprasing, Seduction, Intimidation, Tumbling, Ventriloquism, Alertness,

Blind Fighting, Religion, Healing, Spellcraft, Etiquete, Wine Tasting,

Reading/Writing (Common)

Languages: Common, Elf, Dwarf, Halfling

Thieving:

Pick Pockets: 95%


Open Locks: 75%

Find/Remove Traps: 75% 
Move Silency: 95%

Hide in Shadows: 95%

Climb Walls: 40%

Read Languages: 30%

Hear Noise: 80%

Backstab: Dmg x 4

Spells: 12/11/10/10/7/5/2

Spell Preferences:

1)
Cause Fear, Sanctuary, Cure Light, Detect Magic, Know History, Personal History, Light, Protection from Good, Change Self, Phantasmal Force

2)
Aid, Nap, Hold Person, Charm Person or Mammal, Silence 15', Withdraw, Resist Cold/Fire, Idea, Mirror Image, Hyppnotic Pattern, Drawnis's Scent Mask, Dream Sight, Invisibility

3)
Cure Disease, Cure Blindness/Deafness, Remove Paralysis, Negative Plane Protection, Protection from Fire, Remove Curse, Bestow Curse, Dispel Magic, Strength of One, Strength of Avatar (18/95), Invisibility 10'.

4)
Neutralize Poison, Poison, Genius, Mental Domination, Etherealness,

Protection from lightning, Spell Immunity (Polimorph Other), Cloack of

Bravery, Free Action, Weapon Master, Phantasmal Killer, Fear, Improved

Invisibility.

5)
Cure Insanity, Graft Limbs, Cure Critical, Raise Dead, Slay Living, Mind Shatter, Lower Resistance, True Seeing, Shadow Magic, Plane Shift

6)
Ethereal Walk, Heal, Harm, Word of Recall, Transport Via Plants,

Demi-Shadow Magic, Progect Image, Mislead, Pos-Hypnotic Suggestion

7)
Destruction, Protection From Death, Mass Invisibility

Any expanation about the listed spells e-mail me.

Magical Items:

Ring of Mind Shielding + Aura Alteration (Lawful Good)

Ring of Protection (+3 A.C. +1 nos S.T.)

Ring of Regeneration (1/turn)

Bracelets of Thief (Defence AC: 2, Dextery =22, 2 Attacks/Round)

Dart of Homming (Poison - Paralysis)

Vorpal Say +3* (Dmg: 1d8+3)

* The Say is a type of long and thin oriental short sword with a pulse

protector shaped in a U form.

  This particular Say is able to achieve a vital point in a natural 20. In

an unmodified die roll of 18 or 19 the damage is 2d8. This extremely rare

artifact was obtained by the character when he was an adventurer.

Background:


Loki was born in a poor family and grew up as a thieve in the outskirts of his town (any town chosen by the DM). After some adventures, he discovered

the God Loki's religion, in which he found his true identity, in a very

strong way. Loki (God) demands very little of his priests and is always

generous in his gifts. He changed his identity to Loki and began to devote

himself as a priest of Loki's religion.


After that, he went through many adventures before establishing and

dealing with a very profitable business in the town (the same town or any

other one chosen by the DM). Chief and founder of a large Loki's church he

sells its services and has a big group of inferior level priests to attend

the population. In his church the PC's can find several magical services if

they are willing or not to pay the price (always high, the prices on the

DMG are sufficient).

Role-Playing Notes:


He is a very complex character and, in many aspects, very attached to the

God (Loki). Loki appeared to my players as a rich chief of one of the

largest churches in town. Besides, he is also a well-succeeded merchant

with some questionable businesses. However, his reputation as a good man is

known all over the town despite his implacable business sense and the high

prices of the services charged by his church.


For anyone, his friend or even in a public event, Loki is always a perfect

gentleman, very kind and with an incredible sense of humor. "A lawful good

for sure" to innocent eyes.


Loki is inclined to buy any magical item (mainly from the PC's). He will pay a price that is apparently good but it will be always an inferior one.

Concerning business, Loki is implacable and will not let a powerful or rare

item escape his attention even if it means to pay a fair price, what

usually is not necessary because nobody in town would have the money or the

courage to cover his offer. Thanks to this way of dealing with business, he

has a large amount of magical items, but he will never sell anything

because he knows that they do not have price (and this particular fact the

PC's cannot know). The only exception to this rule is that he can only give

an item (of an inferior value) if he can get something better, probably he

will still want some money too, that means to take an advantage of an

apparently reasonable trade.


An example that occurred in my adventure was: a PC gave to him a Plate + 3 and 2.000 g.p. for a ring of protection + 3.


When it is necessary, Loki will hire someone (Evil PC's) to execute dirty services or will fool someone (Good PC's) in order to get what he wants. In

my adventure Loki backed a journey that was searching a lost Spelljamming

Ship (Down with the ship adventure, Treasure e Maps module).


Loki will do his best in order to avoid conflicts with any person and will always try to bring people to his side (mainly in public). He will never

let any one destroy his image, and if he could not blame other person he

will eliminate any witness of an evil act. He will never reveal his powers

or use his abilities as a thieve in public. He will always keep secret of

his items, first letting the buyers make their proposal and then he will

answer if he will or not make his own proposal.


Loki must show that the worst evil person is the one that everybody thinks that is good. He will never let someone fool him or make enemies. On one

hand if someone is a real threat for Loki, he must eliminate this person or

bring him or her to his side, on the other hand if someone is really very

powerful Loki will be on his side (but certainly he will betray that person

in the future).


Loki is a cold person and will do his best to not let his emotional side

give in (the only exception to this rule is optional and is explained below).


If the players become involved with him in the same town and for a long period of time they must know that he has a family. In my adventure he

married Priest of Hel's (Lawful Evil) with a 18 Charisma. The couple have

children and one of them, the older one, is called Elisabetha and she is a

very especial girl. She, strange as it may seem, is Neutral Good and the

only person in the world that can lead her father to do a good action at

his own will. His obsession for her has no limits. As beautiful as her

mother, Elizabetha (Cha. 18) is a point of balance in the personality of

her parents.

+-------------------------------------------------------------------+

| Roberto de Brito Nunes        Roberto@netyet.com.br      |

|                                        ICQ 11082568                            |

| Analista de Sistemas e Webmaster  

     |

+--------------------------------------------------------------------+

Date: Tue, 21 Apr 1998 14:37:55 +0800

From: "Shukry B Mohd Kasan Harom" <p9739693@sp.ac.sg>

Angels

Hi thought of something over the weekend and hope it'll be useful IYC.

ANGELS

     When one look at the two main spellcasters of the AD&D realm i.e.

mages and priest, one might assume that the mage is by far more superior in

terms of spellcasting. This may be true for very few spells can overcome

the might of the Wish spell. Yet priest are agents of divine sponsors and

they wield far less powers. That is why to boost the priest's power their

divine agents sends angels to them.Only priests and clerics can have

angels.Paladins and druids cannot summon them.

What are Angels??

     Angels are like familiars to priest, however they act as a priest's

companion and friend. When a god sends an angel to a priest, the angel will

reflect the personaility of the priest/god. For example, a sage priest

might have an angel with silvery white hair and intelligent grey eyes, a

priest of Sune might have an angel with curly blond hair and volupmtious

body or a priest of death might have his with a pair of black wings.

Summoning an Angel

     Just as familiars are summoned by wizards, angels are summoned by

priest. Only Lesser Gods or higher can sent angels.This includes a period

of prayer and meditation for 1 week and the meditation period must not be

less than 8 hrs per day. During this time the priest must stay in the

temple and not go adventuring. If the period of meditation is interupted,

the priest must begin anew. Before he begin the ritual prayer, he must

prepare the material components, which are a mother-of-pearl worth at least

500gp set in a silver frame, the whole thing must not cost less than

1500gp. The pearl must be soaked in holy water for 1 day. Once the period

if over, the priest must cast the following spell in that order, bless,

purify food and drink, sanctify and commune (Thus the priest must a least

be 9th level to summon an angel). If the priest and been true to his

religion (DM's judgement) the pearl will break open and the angel will come

forth, if not the pearl will remain intact and must be soaked in holy water

for 1 week before it can be used again. Once the angel emerges, the priest

is given the task to name the angel (they tend to have unsual names such as

Sunshine Bow, Rain of Hope or Noble Scarlet), a priest can either choose to

have a male angel or female angel, chossen before he begins the ritual.

Dunno why but male priest ALWAYS seem to wish for female angels, but male

or female, the angel is more of a best friend than a romantic pursuit. She

is the one who knows the priest's deepest secrets and she seems to be the

one who truly understands the priest best.

Angelic Powers

     Angels when not called upon rest inside the priest's body, when

called, the angel imerges form the priest's body in less than 1 round. The

angel is semi-etherial in nature and can pass through solid objects with no

trouble, only the priest can physically touch the angel. The angel radiates

an aura of 20' radius that has the same effect as the emotion spell which

instills hope and friendship. Angels can only be hit by +2 weapons and

above, however the weapons seems to past through them, they have the same

hp, ac, thac0 as the caster. Once an angel is reduced to 0 hp, she

vanishes, the priest cannot call upon his angel for the rest of the day,

other than that, the priest can call the angel anytime and as many times as

he wish. The angel never speaks, verbally that is, she only speaks to him

tepathically. Angels share the priest's same hp, proficentcies and stats,

though slightly altered. All angels have a +2 bonos on their charisma, male

angels have a  +1 bonos on strength and constitution but a -1 penalty on

dexterity and intelligence, females have the opposite bonos and penalties.

Angels can cast any spell on the sphere of influence the priest has excess

to, she however can only cast up to 3rd level spells. The angel cast her

spells as if she were the same level as the priest. Once per day, a priest

can call up the angel to boost his spell casting ability, the angel hovers

above the priest chanelling divine energy, the priest can cast his spells

or turn undead as if he were 2 levels  higher. The angel also share a bevy

of other abilities such as cure light wounds, bless and dispel evil all

thrice per day and heal, cure critical wounds and speak with dead all once

per day. She also can planat travel at will, but will only do so at the

priest's request. If a priest is put in the dead book, the angel will hover

above the priest, protecting his soul for 1 to 5 days, she will prevent the

body from harm and if necessary fly out to seek help after ensuring that

the body will not be harmed while she is away. If raise dead or

resurrection is cast upon the body within 1 to 5 days, a +10% bonos will

added to his resurrection survival check, the priest however cannot be

reincarnated into another totally diferrent species. Furthermore within the

period of time, the priest cannot be reanimated into an undead. Once the

period is over, the angel collects the soul and flys out to the outer

planes.

To Love an Angel

     With all this advantages, the priest is expected to treat the angel as

a best friend. Some rare cases however will abuse this friendship. Those

barmy priests are in for a bad time, the angel will always obey the priest,

she will however will have a sad expression while carrying out the order,

she never argues with the caster. Once the high priest finds out about

this, it's a sure thing that he will punish the offending priest. Often

though the god will get offended, he will confisticate the angel and order

the offending priest to do pennace and bind with with a difficult quest.

Even if the priest has attoned for his deeds, it is rare that the god will

ever give him another angel.

There you go..comments???

Date: Wed, 22 Apr 1998 16:51:25 -0400 (EDT)

From: Leor Blumenthal <lblument@hejira.Hunter.CUNY.EDU>

Holidays and other strange topics

On Mon, 13 Apr 1998, Mr. Niceguy wrote:

>   Now then - returning to the topic at hand (PS):

> 

>   What kind of holidays do you think are celebrated in Sigil?  I've got

> a city on my prime that prides itself on having a temple to every known

> (to them) deity.  Because of this, you virtually can't step out on the

> main boulevard without meeting some priest celebrating *some*

> holiday!    Is it the same in Sigil?

>   Or is this kind of thing muted?  Why?  

Here are some suggested holidays, by faction:

Athar:Despite what the clueless might think, the Athar don't spend their 

time raining on everyone else's feast days. Instead they celebrate the 

following occasions:

- -Astral Day:The first day of the Athar calendar, usually spent in 

meditaion, or if possible they use the Astral spell and hang out in the 

Astral without their bodies. They often hire bashers to keep the gith's 

away from their silver cords. After the end of Astral Day they gather in 

their festhall and celebrate. The Sensates often join in, and the feast 

is always open to the poor.

- -Sacrilege Day:A day of feasting, drinking, and levity, the Factotums 

dress up as the "Powers" and mock the foibles of the gods. It rarely goes 

beyond a pageant, but a few greybeards remember that blood was spilled 

when a clueless priest of St. Cuthbert took umbrage at the Puck & Judy 

style puppet show (Where St. Cuthbert was wolloping an adherant.) Since 

then the Mercykillers keep all clerics and proxies away from the Athar on 

Sacrilege Day

- -Bar Chutzpa:The confirmation of the child of Athar parents into the 

worship of the Great Unknown. A lad who reaches 15 destroys a holy item, 

and reads a speech. Recently the young of the Athar are refusing to go 

through the ceremony, (possibly due to Anarchist influence.)

Godsmen:The Godsmen have few holidays. To them the Source doesn't care 

about many holidays. The most important one is Competition, a day where 

the Godsmen hold races, wrestling matches, and riddle contests, open to 

all of Sigil. The Fated enjoy participating, and the Xaositects always 

seem to know the riddles. The Harmonium has tried to ban Competition, on 

the grounds that some knight of the post has been fixing the races, and 

runing a betting parlor, but the Godsmen are adament it go on.

Bleakers:The Bleakers have holidays, much to the surprise of those new to 

the cage. Every month comes the day Weeping, when the Cabal mourns for 

those who have died with no family. The Dustmen accompany them to the 

mausoleum, wait till the eulogies have finished, and then say a song of 

comfort to the Bleakers, saying that the dead are better off. 

The Bleakers also have three fast days:

- -The Day of Solitude, where they sit alone in a dark room without 

speaking, sleeping or eating.

- -The Day of Destitution, where all the Cabal's members (regardless of 

their wealth or station) don sackcloth and ashes, and march through the 

lower ward giving out alms.

- -The Day of Failure, where they recite all their sins, all the vows they 

could not keep, and all those they could not help in the Asylum.

However there is one day one which all Bleakers rejoice: The Day of 

Promise, the one dqay when the hopeless dare to hope. They spend they day 

praying for all the despair and misery to be banished from their lives. 

At sundown they resume their despondant moods.

Doomguard:The Doomguard celebrate entropy, usually on the last day of the 

year. They also have a great celebration for Factol Pentars's 

birthday, as she is progressing one year closer to decay. The Sinkers 

have a series of feastdays, on which they drink to excess and run amok. 

The Hardheads have banned all Doomguard feastdays.

Dustmen:Dustmen rarely celebrate. They try to comfort the Bleakers on the 

Day of Weeping, but they otherwise ignore the holidays of other factions. 

Even on The Lady's Day, they merely go through the motions. The only day 

they truly revere is the Day of The Dead. On that day they honor the 

Undead, and let them roam the streets of Sigil. The Harmonium has 

outlawed Day of the Dead, but the Dustmen keep on letting the Skeletons 

wander around.

Fated:The Takers mooch off of other faction's feast days mostly, although 

they do have private feasts. No one is ever invited to a Taker feast, 

even other Takers. They celebrate Lady's Day, and the Day of Grace, where 

they give thanks to the Powers for not letting anyone take what is 

rightfully theirs, and to show off what they have gained.

Fraternity of Order:The Guvners have over a hundred different feast days, 

one for each momentous occaison they wish to honor. The most prominant are:

- -The Lady's Day, which they observe passionately.

- -The Day of Labor, on which they honor the workers by forbidding any but 

the most important tasks to be done.

- -Drinking Day, one which (you guessed it) they imbibe alcohol, usually 

making long arduous toasts before taking a gulp. The Sensates stopped 

joining them decades ago, claiming that the toasts were the same every year.

Free League:The Indeps have no official holidays, which they proclaim 

loudly to anyone within earshot. They go to all the other factions' feast 

days, except the Harmonium's which are closed to outsiders, and the 

Ciphers, who got tired of their protestations of not being a faction. 

Indeps usually get thrown out of most celebrations, and the Xaositects 

always "forget" to send invitations to the Indeps.

Harmonium:The Harmonium have many holidays, all imported from Ortho. They 

will only let members of the Harmonium into their festivities, except on 

The Lady's Day and on Unity. Here the prominent Hardhead feasts:

- -The Lady's Day, the only holiday they have adopted Sigil. They allow 

anyone to join them for singing their anthemns, and forbid consumption of 

alcohol by non-members.

- -Unity, which commemerates the "unification" of Ortho under the 

Harmonium's benevolent guidance. They allow anyone to join them, for 

readings of Hardhead scripture (which the anarchists call propaganda.) So 

far the Sensates and the Mercykillers are the only faction to attend. The 

Sensate representatives left in the middle, saying that it was worse than 

the time the Chaosmen invited the Slaadi Boys Choir to their Lady's Day 

pageant.

- -Freedom Day, where the Hardheads pray for the multiverse to be 

"liberated" from their misguided ways.

- -The Day of Darkness, which commemorates the death of a great knight, 

named Sturm Brightblade, who though not a Hardhead earned their respect 

when they learned of his heroism.

- -Charity Day, when they hand out coppers to the beggars in the lower ward.

Mercykillers:Other than Lady's Day, the only holidays they celebrate is 

Justice Day, when they declare amnesty for any criminal who will confess 

a crime. (Of course amnesty for a Mercykiller isn't what most 

cony-catchers think it is....)

Revolutionary League:The Anarchists celebrate the holidays of the faction 

they are infiltrating, and they also have their own holidays which they 

celebrate in secret. Those include:

- -Paschal, where they eat no leavened bread.

- -Sukkota, which they spend in the Outlands, in booths.

- -Chanu 25, when they light candles, and celebrate a great victory over 

the Taanari

- -Purm, when they celebrate, drinking to excess, and sending gifts to 

friends, and to the poor.

Sign of One:The Signers don't celebrate holidays, they imagine them. They 

try to imagine great banquet feasts, wine, and decorations. In practice 

they usually spend they time pretending to be drunk. The Xaositects 

usually bother them by playing along.

Society of Sensation:The Sensates have 25 holidays, two per month plus 

Lady's Day. What's special about Sensate holidays is that the Sensates 

never celebrate them exactly the same way twice. Somehow they always find 

new things to do on holidays like Glory Day, Pagentry, and Bard's Night, 

while keeping the meaning of they day the same.

Transcendant Order:The Cipher holidays are days of action, not prayer or 

contemplation. They commemorate events, not ideas. Their greatest feast 

is that of The Day of Glee, when they try to drink more than is humanly 

possible.

Xaositects:The Chaosmen have 1000 holidays. They have no fixed date, and 

take place when the Factol feels like it. Some years they celebrate one 

every day, other years they observe none, save Lady's Day. On Lady's Day 

the Chaosmen do the most outlandish things in their Pageants, like 

casting Nahal's Reckless Dweomer at dinner guests, or summoning Modrons. 

The Sensates come every year, and actually enjoy themselves on occaison. 

By order of the Guvners, the Chaosmen are never to bring back the Slaadi 

Boys Choir, nor may they invite Elminster to give a four hour lecture on 

the Ecology of the Flumph.

Whew! Any comments?

>   Mr. Niceguy, once more facing list oblivion due to life, the universe

> and everything.

Leor Blumenthal

Date: Fri, 24 Apr 1998 22:42:06 -0300

From: "Heregul" <heregul@geocities.com>

Adventure Idea concerning Infinite Distances

Imagine if, for one reason or another, all of the portals in the multiverse

shut down.  Throw in an urgent thing the players need to do about five

planes away, and watch 'em squirm... (unless they have high lvl magic)

Even more interesting would be springing this on a party while they're in

Sigil.  The Society of the Closed Door (Doors to the Unknown) would be

estatic, but when people start to mysteriously die one by one all over

Sigil, things don't look good.  And EVERYONE's trapped in Sigil, since the

portals are the only way in and out of Sigil.

Behind it all, the Lady of Pain be eliminating a rival that she can't just

whirl off in a maze (perhaps a high-level wizard).  Or perhaps it's actually

the Society of the Closed Door utilizing a high-level magic device.  Or

maybe it's a Baatezu trap to trap a horde of tanar'ri in one place.  Or

maybe the Yugoloths are holding the population of Sigil for ransom...

Or stick a lower level party on a plane where suddenly, due to a natural

occurence (on Mechanus) or just out of sheer Chaos (Limbo), all portals have

ceased to function.  On Mechanus, without any portals functioning, most of

Mechanus would be off limits because of the absence of the Labyrinthine

Portal.  On Acheron, iron cubes would become prisons.  On Gehenna, parties

would be trapped on one of the mountains, unable to leave.  On Ysgard,

getting from one earthberg to the next would be difficult without flight.

And on the Outlands, having all the portals shut down temporarily (at least

the gate towns....) would cause panic.

Just an idea... and one that should hit home the concept of "infinite" for

many players and DMs.  Just think how you're gonna get from one plane to

another without their precious "portals."

Heregul

The author of this message vehemently denies using subliminal messages in

this text.  Actually, they're pretty damn obvious.  :-)

ICQ #7235975

Date: Sat, 25 Apr 1998 21:14:17 +0200

From: Eucep <eucep@cybergate.nl>

books to quest

Hello to ya all.

When I read some other mail on books to quests I got some idea's myself.

For books to quest I do not only look at novels, but also at comix. I've

used the work from Crisse and Goupil. The Crystal Sword is a good story

to use. This is an extreme on Good vs. Evil and the Neutrality in

between.

At this moment I'm still buisy converting it to AD&D - PS. This is what

I got so far. This is DM stuff so Players only people shouldn't read

this.

The world: a demi-plane with hardly any intervention of Powers. Two

sides, the Heavenly Horn and the land of the Anthonoms. The land called

Centauria is the deviding part (the Neutral lands).

Petitioners/Commoners: The Anthonoms in a large part, Humanoid Hordlings

would be a fair description, they seem to be both humans and orcs and

worser types. Other beings can be found.

Special races etc: Holwins, longeared Kender NG, sertain individuals are

capable of Voodoo like magic. Their blood turns blue when dried up. Twin

Holwins are even more connected to each other than other humanoid races,

if one dies the other will die too.

Whylden, a kind of sect. Hunting battleragers. Everything is prey and

they are the hunters.

Crystalsprites, like pixies, but when they sit on the hilt of a sword

they and the sword turn into purest crystal. These swords are capable of

destroying spirits when used properly. (hit with the sprite side, not

the blade.)

Nurks, bloodenemies of the Holwins. Small goblinoids with faces that

can't be seen. Though their grinning teeth are visible.

The Important people: Zorya, she's an Anthonom warrior raised by the

Guardian of the Senses Aneith. She is a beautifull woman with pure white

hair with a dot of pure black at the front of her head. Her eyes are

surrounded by permanent white tattoos giving her very deep eyes. She

wears a zebra-striped suit, made out of a zebra-moose crossbreed.

Brisbaan, a good powerfull mage. He's short and heavy. His beard is so

large it touches the ground, but he doesn't trip over it. His eyes are

barely visible in all his hair. (It's one of those beards mages hide

maps, scrolls and potions in.) The strangest is that he has a giant pair

of horns on his head and they are a part of him, not of a helmet or so.

Aneith, she is the Guardian of the Senses and is the most powerfull

being of "Good". She seems to be a human sized female of the same race

as Brisbaan. She is darkskinned and very old. She also has large horns

like Brisbaan.

The Nothingness, he(maybe she) is the ultimate evil on this world. He is

a spirit and cannot be harmed by anything less than a Soulblade or a

pure Crystal Sword. Every weapon or armour he wants he has by pure will.

Teomar, an Anthonom pirate once, now an asistant of Brisbaan. This is

what is known to Zorya and Brisbaan, but once he was one of the Mad at

the Court of Sins of the Nothingness. Therefore he is in full control of

the Nothingness. He is halfling sized and his hair is an enourmous

orange mohawk.

Argas, the servant of the Nothingness. He secretly is the brother of

Zorya, but she doesn't find out until her final battle with the

Nothingness. He wears a chain mail and a Raptor helmet. He appears

deformed and is even smaller than Teomar.

Masters of the Senses, each of the five is a powerfull mage tuned to a

sense. Smell, See, Hear, Touch and Taste are those five.

Moha and Mokla, two Holwins. When seen from a distance one would wonder

if they just are rabbids walking upright with hanging ears. Moha is a

"Ninja" and Mokla a "Priestess" able to fight, but also to use Voodoo.

They are twins.

The Original Story: Aneith is dying and sends Zorya on a quest, she has

to go to Brisbaan and ask his help to find the Masters. The Masters are

to unite and repower the Pentakel for Zorya so she can be the new

Guardian of the Senses. On her way to Brisbaan she comes by a Holwin

village. Two of them join her, Moha and Mokla. They together find

Brisbaan and Teomar. Brisbaan gives the sword Beryl to Zorya. The four

of them go to the first master, while Brisbaan plans the rest of the

journey at the Ark, his livingspace. The Ark is a giant pirate ship

which lays in a cave connected to the sea. During their trip back the

Smell Master is attacked by Nurks, but survives. Mokla is poisoned by a

dart of Nothingness. Later that night the Master if found murdered.

(Teomar says the Nurks did it, but he did it unknowingly.) Aneith loses

her ability to smell. Then Zorya and Teomar travel to the next Master

and Brisbaan and the Holwins stay on the Ark which has been made mobile.

The Master of the Sight is found in the Hanging Lands, a floating city

which is chained by giant-sized chains. She is assisted by the strange

being Wenlok. There the Nothingness attacks using the commoners as

stormtroops as he can manipulate the evil sides of any being he pleases.

Zorya and the Master escape by dying and reincarnating somewhere else.

Theomar is left in peace by the Nothingness, which Teomar doesn't

understand. Wenlok is killed and both the Master and Aneith lose their

seight. Then after bringing the Master to Brisbaan, Teomar and Zorya go

to the Cold Lands to find the Master of Touch. After some trouble with

nature they are able to return with him to Brisbaan. From this point on

Zorya travels alone. The fourth, the Master of Sound is also not much

trouble (I say not much, but the total trouble of the whole story is

much). With the help of the Sound Master Zorya is able to find one of

the Crystalsprites needed for Beryl in a cave filled with crystals.

During alls this Moha brings Mokla to a place where she can be healed.

He departs shortly after his sister has been treated and he as well, he

got sick too from the poison in his sisters body. He finds Teomar, but

Teomar under controll of the Nothingness kills Moha. The Master of Sound

will go to Aneith directly and Zorya goes to the Kastle of the

Nothingness to eradicate it now she has the way to kill him. Teomar

joins up before she goes. After an epic battle she finds out the way to

kill the Nothingness. Argas joins her and Teomar. After that she goes to

find the last Master (a bubber by the way). In Centauria she finds him,

in his drunk state he tells her the truth about the "Game" that is

played with her by the Masters and the Nothingness. But she has killed

the Nothingness so there is no evil to oppose the good. (Seen from the

philosphy that without evil there is no good. This is also the point the

whole story is based on.) She finds out that it way Teomar who killed

the Master and Moha as he is about to kill her (he is still under the

influence of the Nothingness). Mokla secretly uses her powers to use a

Voodoo doll of Teomar to kill him before he can kill Zorya and then

Mokla dies. Then she goes back to Aneith without the Master, now knowing

the truth. Once there she reveils that the Nothingness had entered her

body before she had killed him. Zorya and the Nothingness join into a

new being resembling a black version of the original Zorya. She destroys

the Pentakel and thus ruins the status quo. After that she with her

enourmous powers starts to rebuilt the whole world and renamed it into

Sulfur.

Alterations for an AD&D PS story: An adventuring group is asked by Zorya

or Aneith to help find the Masters and from that point on a DM should

make up the way it goes.

Faction stuff: The sensates, obviously a world which is ruled by the

senses is appealing to them. The Doomsguard will like the doom it

brings. The Justice trio will get a big headache from the total disorder

of this world. The Madmen probably will not have an oppinion on this

world. Signers and Ciphers, ehh. Dead will probably not care a lot.

Athar will love the lack of Powers and the Godsmen will think that this

world is an example of a place where they are supperior, being soon to

be gods I mean.

I'm also preparing a story based on the comix "Oh, my Godess!" Which

involves the Norns, but the original story is in the 20th century so I

have to change a lot.

Date: Tue, 28 Apr 1998 16:27:59 -0400 (EDT)

From: Avi agazit@uoguelph.ca
Belief on the Planes: The REAL Dark!

           Belief on the Planes:  The Real Dark

           by Lord Guvner Pinselneck the Fourth

Berks and bloods alike say the planes are based on belief.  Well that's

only half the truth.  The real dark is that the planes are built from the

belief of the gods.... 

                       *   *   *

In the beginning, there was no Time.  And all the planes came into

existence simultaneously.  (Without time, there is no cause-and-effect, no

before-and-after.  Therefore, to mortal understanding, the planes sprang

up all at once). 

Now the Ethereal and the Inner Planes (of primal elemental forces) existed

separately from the Astral and Outer Planes (spirituality and the mind). 

Only the Prime was founded on both principles.

The Outer Planes, to be built atop the Astral, could not be formed from

physical substance.  So the Overpowers mentally shaped the Astral fabric

into seventeen Outer Planes.  When the Powers desired to create domains

and servants for themselves, they simply imagined their realms into

existence on the appropriately-aligned plane.  Thus each realm in the

multiverse is really a figment of a god's imagination.  The framework of

the Outer Planes are firmly grounded in the minds of the Overpowers. 

Since each realm is akin to a divine lucid dream, a power is omnipotent

and omniscience in his own domain (although unknown forces sometimes lurk

in his subconscious).  A god takes a risk when he steps into another god's

realm since he has limited ability to shape its planar reality. 

Planewalkers travel through the waking dreams of gods.  A mortal is no

match for a gods mind, thus it is most difficult to alter or destroy

planar reality by belief.  A large powerful group of believers (such as

planar factions or prime-based worshippers) may do so, especially if the

god does not particularly care about the change.  However, certain areas

and aspects of a plane are specifically sensitive to mental thought and

can be shaped with various degrees of effort.  In addition, the boundaries

of realms -- where one divine dream weakens and clashes with an adjacent

dream -- are especially prone (ie., shifting gate-towns). 

If the gods control the planes, then how is it that mortals can affect

anything, whether by belief or physical actions?  At the center of a god's

realm, mortals are entirely ineffectual.  However the majority of the

planes were created for the servants and petitioners of the gods and so

reality generally conforms to their familiar way of life.  To overcome

certain inconveniences (like having to travel enormous distances), the

gods purposefully allow certain aspects to be shaped by mental demand

(ie., belief-sensitive spatial warps).

                         *     *    *

About the Author:

Lord Guvner Pinselneck the Fourth, the great theoretician, has published

numerous articles on the metaphysical nature of the planes.  Currently, he

is continuing the work of his namesake, Lord Guvner Pinselneck the Third

(born 1250 years ago). 

Avi
Date: Tue, 28 Apr 1998 17:25:08 -0400

From: "Mr. Niceguy" <jtwright@sysnet.net>

Astral Slugs

Warning From the Harmonium:

    Citizens Beware!

  We have become aware of an increase in the number of attacks on the

fair citizenry of Sigil and beyond by those foul creatures, the Astral

Slugs.

  Astral Slugs prey on the weak-minded and those with attention-span

deficits.  Once found, the Slug possesses the victim and reduces his /

her / its mental processes even farther, while simultaneously causing

the victim to become terribly rude.

  Drool is typical, but not infectious.

  A victim in advanced stages of Slug infestedness can do little more

than utter phrases like 'Bite Me' and 'Yawn'.  And then he / she /it

will complain (using words of one syllable where possible) that their

topic of choice is receiving too little attention in whatever discussion

they were involved with.

  Astral Slugs are easy to detect!  Look for a trail of slime behind

those who seem able to do little more than complain.  If you see this,

contact your nearest Harmonium officer immediately!  We'll promptly set

a competent exorcist onto the poor sod.

  Astral Slugs - so named because on the astral plane, they move at

speeds rivalled only by the undead.

  Astral Slugs - infesting even the best of conversations, and even

those normally thought immune.

  Astral Slugs - Just Think NO!

This Warning Brought to You by Your Local Friendly Harmonium Patrol.

  Stay near this chantmonger for further news of debilitating diseases

and attacks.  Outbreaks of Guvner-itis have been reported in some

precincts, and one "Mr. Niceguy" is now wanted for questioning, for

allegedly infecting innocent people with the desire to debate endlessly

on non-germane topics.

  Anyone seeing this person should report him immediately to Your Local

Friendly Harmonium Patrol.

Date: Wed, 29 Apr 1998 15:33:42 -0400 (EDT)

From: Leor Blumenthal lblument@hejira.Hunter.CUNY.EDU
The Crucible..or Why Love is weak in the Multiverse

On Mon, 20 Apr 1998, MagianChua wrote:

> My main general arguement however, is that Love has no place in the

> Multiverse.  Take a look around AD&D, when has there ever been an all

> consuming passion, a willingness to sacrifice for another person?  

Plenty of times. Mostly in Dragonlance, but there are other cases.

> Alright, perhaps in Dragonlance, but let's take other offenders shall we..

> 

> Forgotten Realms:  oh please....  Elminster is sleeping around, Mystra is

> sleeping around, and a host of other characters(NPC and PC for that matter)

> are "sleeping around".  There are rare instances were love is strong(the Queen

> of Evermeet), but those are few and far between.  For more information, please

> see the Bracketed Area at the end of the post past the Signature.

What about Wulfgar and Cattie-brie? He was willing to sacrifice his life 

to save her (and his other friends, but mostly for Cattie-brie.) 

Cattie-brie was a hollow shell without Wulfgar. And there was a happy 

ending, because Wulfgar was not dead. He was imprisoned in the Abyss, 

tortured by the Yochlol for years, then given to Drizzt's enemy (the 

Balor, who's name escapes me.) Finally he was rescued when the fiend 

tried to use him as bait for Drizzt. Wulfgar and Cattie-brie were happily 

married when last seen.

Then there was Alias. Her love, though was tragic in nature, as the Night 

Mask leader was feigning love. But Alias' emotions were real, and tragic 

love is just as valid as a happy ending. You mistake love and happiness 

for the same thing. The reason you found Kelemvor and Mystra's ending so 

unsatisfying is because Crucible was missing the other part of the 

equation for good tragedy: The Villain is always punished for keeping the 

lovers apart. For Crucible to have a satisfying ending, it needed a scene 

where Kelemvor swears undying revenge, or where Cyric is punished for his 

deeds in a tit for tat manner.

Take for example Count Strahd von Zarovich, from the Ravenloft campaign. 

Strahd grew jealous of the love between his brother Sergei, and Tatyana, 

who Strahd lusted after. To get Tatyana's love, Strahd made a pact with 

"Death", and killed his brother on Sergei's wedding night. When Tatyana 

learned of Sergei's demise, she threw herself off the walls of Castle 

Ravenloft. Strahd, who had just become a vampire, was trapped for 

eternity in a demi-plane he could never leave, tormented by the guilt 

over Sergei, and the knowledge that Tatyana would be reincarnated in 

every generation, but he would never have her.

That's tragedy. Some of the relationships in Dragonlance were also 

tragic, like Tanis and Kitiara, Raistlin and Lady Crysania, Huma and the 

Silver Dragon, Gilthanis and Silvara, Lord Soth and his Elven wife, and 

Dalamar and Kitiara. There where a few happy romances, like Riverwind and 

Goldmoon, or Caramon and Tika, or Tnis and Laurana, but there were still 

elements of tragedy.

There is a place for romance in Ad&D, but not the white-washed Disney 

style of "Happily ever after." Instead, romance should be seen as a way 

of role-playing, with relationships that face conflicts both external and 

internal. For example, a PC paladin could fall in love with an NPC thief, 

and discover that the attraction is mutual. However, what if she refuses 

to "mend her ways"? What if the paladin's church disapproves? What if the 

thief is caught in the act by the paladin? What if the thief wants to 

leave her "proffession", but can't without paying off a debt to a guild 

master? And what does the rest of the party have to say about it? That's 

where romance belongs, as a way of getting in character and having fun.

> World of Greyhawk:  I don't seem to recall when love ever made a difference.

> The only love i can think of was the "Relationship" between Zuggy(can't

> remember her whole name) and Iuz.  Beyond that Love seems to have no power or

> influence whatsoever.

You're right about Greyhawk. I'm not aware of any real romances (tragic 

or otherwise) that played a role in the campaign.

> Dark Sun:  It would be stupid of me to think that Love could blossom in this

> desert world..though it has.  The whole Agis/Sadira/Rikus thing.. And yet that

> is one small example, but I don't search for anymore..  It is Athas after

> all...

What better place for romance, than in a world where most people put 

themselves first?

> Planescape:  One could point out the Characters in Blood Hostages, however i

> thnk both of the "Cousins" betrayed each other by sleeping with someone else.

> IN Planescape Proper however, Love again has no place...  There is no fiery

> passion, or undying devotion.  The few examples are there again: That insane

> guy who fell in love with the Lady of Pain, the Gods(Though i'd contest that

> it's more Lust for them than Love).

Wasn't there a comic strip in Dragon about a Cambion who loved a 

Marilith? That was very tragic, especially when he discovered the dark 

about what it costs to be a hero, even a Tannar'ri one.

What about inter-faction romances? What if a Hardhead was attracted to an 

Anarchist spy? What about a Sinker and a Guvner? What about a Sensate and 

a Bleaker? Or a Montigue and a Capulet- er, bad example.

Ravenloft is full of tragic, not so tragic love stories. Besides Strahd, 

there's Gabrielle Aderre, Victor Mordenhiem, Lord Soth, and Sir Tristen 

Hieragaard. All have either lost loved ones, or killed them, (or both).

> I'm doing research on other campaigns..but there you have it.  Love is eitehr

> treated as a meaningless trinket, or is too fleeting.  Now if the Multiverse

> is to be run by some Grand Cosmic Balance..  I ask all of you..  Where is the

> Balance when it comes ot Love?  We all know too well that Fear and Hate are

> prevelant around the Multiverse.  Elves hate Drow, Humans tend to hate

> anything, Dwarves hate Derro/Duregar..  

So break the cycle. Have a Drow and a Surface Elf elope. Have a Dwarven 

princess kidnapped by a Duergar pirate, whom she redeems. Have love 

transcend such concepts as Law and Chaos, and find out if love can 

survive between good and evil. Treat love as a basis for your campaign, 

not as another statistic, or treasure. And as for the Lady of Pain; who 

knows, maybe she just has a broken heart.

> Chua:)

Leor Blumenthal

Date: Thu, 30 Apr 1998 13:42:23 -0400 (EDT)

From: gantr@NKU.EDU

Infinity on the Planes?

Due to an unfortunate series of computer screwups, I have lost the various

posts I was going to respond to individually.  So here goes, from memory,

my response to all of them.  (Gomen nasai if I get your names wrong or

fail to attribute.)

Belief and the Planes:

Perhaps I should have expanded my point on this a little.  I said that

belief follows behavior;  a Planar cannot merely *will* things into

existence (except for some members of the Sign of One), they have to

engage in behavior which supports that belief to give it any real meaning.

It was inferred from this (and I can see why), that this makes belief on

the Planes no different than belief on the Prime.  That's not what I

meant, though.

Take a blacksmith.  On both the Prime and the Planes, the blacksmith

cannot turn an iron ingot into a sword by merely willing it to become one.

He has to go through the motions of alloying it with carbon to make steel,

forging and tempering the steel, and so forth. Then it becomes a sword.

But on the Prime, that is as far as it goes.  On the Planes, he can create

truely wonderful weapons (or whatever he is forging), through the act of

forging combined with his belief in his abilities.  Why?  Because his

actions and his belief work in unison, creating something that is greater

than the sum of the parts.

Now, take a Faction.  All Factions have a belief, a philosophy that

differentiates them from one another.  But, it has been established, one

can accept the beliefs of a Faction without gaining Faction abilities.

All Factions have expected behavior as well, which differentiate them from

other Factions.  But one can act like a Faction member without being in

that Faction or gaining it's abilities.  The Faction powers come from the

unification of belief in the philosophy and behavior.  That's what marks a

real Faction blood as different from a wanna-be.

The Factions, as a result, *do* shape the Planes.  That's the whole point

of the Factions and the kriegstanz:  to control reality through belief and

action.  The reason their affects aren't more visible is that they are

currently concentrating on gaining more power through new recruits, until

one of them stands as the clear victor; the the Powers will fall, or True

Death will come, or unity will be achieved, or Chaos will rule all, or

what-have-you.  The Faction that wins the kriegstanz will shake the

Planes, and not even the Powers will be able to stand against them.  Why?

Because the Powers *are* belief, and the Faction will *dictate* what

belief is.

On another note, the thing about the blacksmith gave me an idea:  True

Weapons.  

True Weapons are the ultimate example of the weaponsmith's art.  They may

only be created on the Outer Planes, and are a rare and wondrous example

of the blending of skill and belief.  They appear as finely crafted

weapons of magical power, but ae far superior to any weapon made anywhere

else.  

In game mechanics, the weaponsmith makes a saving throw versus death

magic (only Wisdom bonuses apply here--no magical item, spell, or

anything else may influence this), any time he crafts a weapon of high

quality. If he succeeds, he has created a True Weapon.  It gains a magical

+1 to hit for every point he made the saving throw by (that is, if he

needed a 16 to make the save and rolls an 18, it gains a +2 to hit).  It

also does more damage.  For every point he made the saving throw by, it

"stages up" a die of damage (see chart).  The magic bonuses are affected

by the Planes as normal, but the damage die is not. 

Damage Stages: 1, 1d2, 1d3, 1d4, 1d6, 1d8, 1d10, 1d12, 1d8+1d6, 2d8,

1d8+1d10, 2d10, and so on.

A similar system could be developed for armor, equipment, clothing,

etcetera.  I'm not sure what True Boots would do for you (other than last

and last and last and...), but an inventive DM could come up with uses.

All True Items would be capable of enchantment as well.

There was something in another post that I was going to respond to, but I

can't remember what it was.

Richard Gant

Date: Thu, 30 Apr 1998 20:35:14 -0700

From: Jason Ng <psychot@islandnet.com>

NO MORE DRIZZT COPIES!

Triel Baenre is the oldest daughter of the Baenre family, she IS female!

Just because she shares the same name with one male Lords of Nine doesn't mean

she's male, and have you considered that with so many languages around a male

name in one langauge might be a female name in another.

Now for Drow that don't resemble Driz'zt I have in my campaign..

Drakat, a waifish, meek and very feminine (by human standards) male drow.  He's

been greatly affected by all the abuse he received, and was reduced to a

sex-slave for many years, its a miracle he was able to escape, in general his

appearance, actions and behaviour have him mistaken as a woman.  He's a priest

of some goddess I haven't determined, is relatively gentle and polite, but

certainly has a dark twisted side making him CN, he's quite mentally unstable

but not many suspect that.

Shallah, who's a rouge who's generally disappointed with living in human

society as she was with drow, she's can be pretty eccentric at times, and

figures herself to be a part time assassin.  In general she's mainly selfish

and for herself until it comes to her mate Drakat, who she shares the same type

of cowardice with.  She's not above using the fact that she is female to get

any advantages.  She is also CN and happens to be an Anarchists, which her mate

also belongs to.

Hrai, he's the most eccentric of the bunch being that he is the stereotypical

drugged-out stoner, who was rather kicked out of Drow society because no one

wanted him anywhere.  He happens to be a psionicist, of N alignment and a

Cipher somehow.

Raskfel, a fighter-mage of CG alignment he belongs to the Fated.  And he

strongly follows its philosophy, he's a rather angry person and is a jerk to a

lot of people.  He's had a painful past but he certainly doesn't elaborate on

it and doesn't complain about it at all.

Shriel, well she might be the closest to Driz'zt, its her pursuit of good that

makes her seem quite ditzy.  She been accused of acting too much like a surface

elf, and doesn't really deny it.  She tries to make things her way with as many

as possible being happy, she's a Signer, and is a fighter with CG alignment.

The last is Learael a rather timid, shy and antisocial young priestess of

Elistraee from Nidavellar, Ysgard.  She is secretly a princess of her people,

but she certainly doesn't like that fact, and feels that wouldn't be the best

way to help the people of Elistraee.  Instead she tries to live a humble life,

away from Ysgard.  She's of a CG alignment and is also an Anarchist, which is

more of a reason she rejects her position.

There's probably an infinite variety of drow you can make that don't resemble

Driz'zt, I personally can't see how that's a problem.

Date: Fri, 01 May 1998 19:33:47 +0200

From: Eucep <eucep@cybergate.nl>

Curses a lot.

List' O' Curses'.

I started making this list after one of my players got cursed by a Night Hag for trying to bob her. The player got a Followers curse and thus has Lobsters following him everywhere. Most of these curses are ment to be entertaining and fun, though probably more for DM's and the other players.

Animal Traits curse: at the leat desirable moments you show animal

traits like barking, purring, yawning and showing your fangs, try to scratch your ear with your feet or lick yourself clean. This becomes even worse on the Beastlands.

Blink curse: every time you are going to score a hit you blink away

before you can strike. And you end up somewhere still in reach of the other.

Dabus Speach curse: one starts to speak like Dabus. Don't know if it's

usable. But don't let this be misused by spivs who think to get a fast way to speak clearly to Dabus, it just doesn't work, though the DM has to come up with why.

Drooping Ears curse: one gets huge ears which hang, no matter what race

one is.

Flower Power curse: unremovable flowers sprout all through ones hair

giving a totally rediculous look. Could be fun using it on a Fiend like an Arcanalot with all it's hair.  Shemeska... Where are you? - A Kender Mage who resently learned how tocast this curse.

Followers curse: how about a horde of mice following you everywhere. Not

funny to you, but to others yes. Best fits are beings not able to intervene in any way, but just be obnoxious by mere presence. The followers only follow, nothing more.

Hikkup curse: which spellslinger could do his job with this one?

Jumping curse: A Basher has the incredible urge to jump all the time.

Kenders curse: kleptomanic curse is the better name. Treat the victim to

have pick-pocket as a Thief of the same level. Only unusable stuff is stolen and determined by the DM. Great prank on Mercykillers.

Letter curse: every last letter of a word can't be pronounced and words

consisting only one letter just can't be said. This is a great roleplaying curse if the

player is able to do it. Example, at the Great Gymnasium we find these two training in flying manouvres.

Milori the Lillend: How long has it been?

Warag the Talker of the White Wave Clan: Wha'?

M: Well, your race, when did the Komorags enter Sigil and the Planes?

W: A', tha' wa' thirtysi' year' ag'.

M: That's not so long though you allready seem to be spread all over the

planes?

W: A', w' jus' lov' t' trave' an' explor'.

M: That's one very simple reason.

W: Yea'. Bu' it'' th' thrut'. Thirtysi' year' ag' th' Centi' stumble' ove' th' porta' t' Sigi' 

i' ou' Bur' i' Uriga'.

M: You mean your high up man found the portal by accident?

W: Precisel'. A' Elve' Range' foun' ' Gree' Drago' scal' nea' Kentro'

an' gav' i' to Euce' t'  sho' tha' i' migh' giv' troubl'. Walkin' throug' th' grea' hal' t' th'

hal' o' histor'  an' ende' u' i' Sigi'.

M: So he ended up in that building behind the Great Gymnasium you have

turned into your Kip?

W: Ye'. W' too' ' par' o' ou' Ki' i' Uriga' t' her'.

M: That tower of yours is part of a larger structure?

W: Yea', it'' par' o' castl' Kentro' w' brok' dow' an' place' her'.

M: Doesn't that leave a open part to your castle Kentrok at the other

side?

W: N', w' buil' ' ne' par' ther' t' replac' th' ol' par'.

M: You guys aren't subtle at all are you?

W: Shoul' w'?

M: Oh, watch out for that wall!

W: Wha' w...'. O', tha' hurt'.

Sounds difficult enough to ya, thought so.

Pinokkio curse: every time one lies something starts to grow, doesn't

have to be the nose as not every being has a visible nose.

Practical Joke curse: everyone just has to fool ya. With this curse you

don't want to go to places like Arborea where every Pixie will know your presence.

Stench curse: you stink worse then a Tiefling, Berk. Must I say more?

Wererabbits curse: like the normal Lycanthropy curse, but who wants to

be a rabid rabbit? I added this one as I think that this curse is rarely used inventive. I started to use it more after I saw a player having a PC Wereram (in other words a two leggedBariaur.)

Date: Fri, 01 May 1998 19:47:20 +0200

From: Eucep <eucep@cybergate.nl>

2 new spells on request.

Some time ago someone asked me to give some stats on the spell "Combine"

and here they are.

Bodymelt

(Alteration; Level 5)

Range: 3m or 10 feet

Duration: 1 year/level

Area of Effect: two creatures

Components: S,M

Casting Time: 1 round

Saving Throw: Negate

This dangerous spell used mostly by evil wizards creates a new being out

of two other beings. The wizard has to puch the victims together, then

the two victims are covered in a dust of dried blood of an Ettin Giant.

They seem to become fluid and mix up. After a short time the victims

seem to be one. They have a new body which shows patches of both beings.

Half of it's specifics are those of the one and the other half of the

other victim. This horrid new being is to be treated as if having CHA 1.

The biggest problem is that the minds stay sepperated in the new body.

Combine

(Alteration; Level 8)

Range: 5m or 16 feet

Duration: Permanent

Area of Effect: two or more creatures

Components: V,S,M

Casting Time: 1 hour + 1 round per involved being

Saving Throw: Special

Basicly similar to the bodymelt spell this one is used by all types of

wizards. This spell creates a new being with the combined strength of

all subjects. The spell can not be cast on unwilling targets (though

this is not the case in natural occuring surges). Body fluids of all

beings are mixed with the casters blood and elvish

wine. This is then drunk by the subjects. They have to have bodily

contact to start the enchantment. When the spel is finished a flash of

light hits the subject and when the light fades the new being stands on

the place where the old ones were. The new being is one body, one mind.

It has the abilities of all the originators and the combined hitdice.

For example take a NG Solar, a Tulani, a Gold Great Wyrm and a Titan,

you would get a huge winged being with incredible strength. But one

could also get a combination of Pit-Fiend, Ultraloth and Balor if they

were ever to stop fighting each other. The alignment would be the

average of all, as we take the first it would be NG + CG + LG + CG -> CG

and the second NE. If one would try to create a super race with this

spell one finds that the offspring will be far less powerfull.

Used examples of this spell:

Erinyes + Succubus + ring of alignments created a NG beautifull female

with a bat-wing and a bird-wing. Having double leveldraining abilities

she found her perverted creator dead the next morning. Since then has

Jeeh'nar become an important member of the Goodness Requiters, a group

of beings who believe that not every "evil" being wants to be that.

Dragons + Elves + loads of others -> Komorags (or Dragonhalfs before I

renamed them).

                                Nothing is definite, Eucep Centia.

Date: Sun, 03 May 1998 13:05:22 -0400 (EDT)

From: gantr@NKU.EDU
New Monster?  Or Item?

While staring at the Mimir's Planescape Monstrous Compendium for an

extended period of time (I love those creatures, and my players are

already terrified by the way I keep cacklig about them), inspiration

struck.  I came up with several new creatures.  At least, I think they are

creatures.  They could also be considered unusual magical items.  

Anyway, here's the first of them.  The rest will be posted as I get time.

Unless, of course, everyone thinks I'm wasting valuable space that could

otherwise be used to debate Nazis and Drizzit Do'Urden...:)

_______________________________________________________________________________

ELEMENTAL SYMBIOTE, POSITIVE ENERGY

CLIMATE/TERRAIN:  Positive Energy Plane, any mortal host

FREQUENCY:  Very Rare

ORGANIZATION:  Solitary

ACTIVITY CYCLE:  Any

DIET:  Entropy, Negative Energy

INTELLIGENCE:  Animal (1)

TREASURE:  Nil

ALIGNMENT:  Neutral

- ---------------------------------------------------------

NO. APPERAING:  1

ARMOR CLASS:  3

MOVEMENT:  12

HIT DICE:  2+2

THAC0:  19

NO. OF ATTACKS:  1

DAMAGE/ATTACK:  1-8 (Special)

SPECIAL ATTACKS:  Nil

SPECIAL DEFENSES:  Nil

MAGIC RESISTANCE:  15%

SIZE:  M (3'-4' diameter)

MORALE:  Elite (13-14)

XP VALUE:  175

Any Planeswalker'll tell ya that the Planes are full of strange and

wondrous creatures, and this is one of the strangest.  The positive energy

symbiote typically looks like a big blob of glowing energy, but you'll

almost never see one looking like that.  See, these things like to get

inside a blood and set up kip.  Once that happens there's no gettin' it

out of it's new case, and most won't want it out.  Why?  Well, the

symbiote works to keep it's host alive, so it can benefit longer.

COMBAT:  Symbiote's aren't all that much for fightin'.  Most bloods will

go their entire lives without ever seeing one or visiting it's home Plane,

and the symbiote would rather partner up with a body than kill it.  That

don't always happen, though.  If pushed into a fight, the symbiote'll

extrude a tentacle and start lashing out at what's threatening it.  When

it hits it infuses positive energy into it's target.  At first this can

seem like a benefit, since it'll heal wounds and make a body feel better.

A canny blood'll know better than to ignore this, though.  It's positive

energy and it can kill if you get too much (in game terms, once the

target's hit points reach twice his maximum, he explodes--instant death,

no save).

'Course, when a blood encounters one, he's likely to think he's under

attack.  The symbiote will choose a body at random (if there's more than

one around at the time) and try to engulf him.  The only way to avoid that

is to dodge;  armor won't help a bit against this (in game terms, only

dexterity and magical armor class bonuses help).  Once it engulfs the

terrified basher it'll seep into his body through his skin and disappear

from sight.  Once that happens, only the death of the host or high-powered

spells will get the symbiote out. 

HABITAT/SOCIETY:  Positive symbiotes have no society.  They don't appear

to interact with each other, or even acknowledge the existance of each

other.  They're content to "ooze" through their home plane. slowly

searching for a body to enter. 

ECOLOGY:  Y'can debate this one 'till forever comes.  It's debatable what

kind of ecology the positive energy plane has, but the symbiotes don't

seem to interact much with it.  In fact, some canny bloods don't even

think they're really creatures.  They think the symbiotes are a kind of

elemental life, like regular elementals.  

Positive symbiotes cannot live outside of their plane, unless they are

within a host.  If unprotected, the energy they are composed of slowly

disperses into the environment and they die (in game terms, they lose 1 hp

per round until they are dead or have found a new host;  living

creatures nearby will become a little healthier, but not enough to be

represented in game terms). They appear to be able to reproduce only

within a host, and that reproduction kills the poor sod when it happens

(see "The Dark", below, for details).

THE DARK:  (I'm dropping out of cant for this one, because it would get

really annoying.)  Positive energy symbiotes provide a few benefits to 

their host.  First, the host is protected from the harmful effects of

the positive energy plane.  He can live there indefinitly, and will never

explode.  Second, the host doubles the hit points he recieves back from

any healing at all, whether natural or magical.  Third, the host no longer

needs to eat or drink to live (although eating and drinking are still

required to heal naturally).  Fourth, the host benefits from the magic

resistance of the symbiote.

There are some drawbacks as well.  When the heals, if the hit points

recovered would take him above his normal maximum, they do.  While this

may seem like an advantage, it is not.  Once this happens, the host

continues to gain hit points at the rate of one per round, until he

reaches twice his maximum.  He then explodes, dying instantly, no save.

Afterwards, there are a number of new symbiotes scattered around equal to

one-fourth the host's level, rounded up.  The now-dead host cannot be

restored to life with anything less than a wish spell.  This fate may be

evaded if the host suffers enough damage to bring him to his maximum hit

points or lower, although a save versus death magic (with Wisdom saving

throw bonuses) is required to inflict damage upon one's own self.

_____________________________________________________________________________

There.  I think I got everything that time.

Richard Gant 

PS:  I'm not sure what address to send this to, but I'd like to submit

this to the Planescape.Net monstrous Compendium.  Anything special that

needs doing, Jon?  

Date: Tue, 02 Jun 1998 20:33:28 -0400 (EDT)

From: gantr@NKU.EDU

Symbiote, Negative Energy

Well, here's the next one.  The rest will be done when I get around to

them (that is to say, when I get really cool ideas about how they will

work).

_______________________________________________________________________________

ELEMENTAL SYMBIOTE, NEGATIVE ENERGY

CLIMATE/TERRAIN:   Negative Energy Plane, any mortal host

FREQUENCY:         Very Rare

ORGANIZATION:      Solitary

ACTIVITY CYCLE:    Any

DIET:              Life, Positive Energy

INTELLIGENCE:      Animal (1)

TREASURE:          Nil

ALIGNMENT:         Neutral

- ---------------------------------------------------------

NO. APPERAING:     1

ARMOR CLASS:       3

MOVEMENT:          12

HIT DICE:          2+2

THAC0:             19

NO. OF ATTACKS:    1

DAMAGE/ATTACK:     1-8 (Special)

SPECIAL ATTACKS:   Nil

SPECIAL DEFENSES:  Nil

MAGIC RESISTANCE:  15%

SIZE:              M (3'-4' diameter)

MORALE:            Elite (13-14)

XP VALUE:          175

The Planes are always full of strange, wonderous, and potentially

dangerous creatures.  The negative energy symbiote fals into all of those

categories.  They're made all outa black, crackling energy that blends

right into the stuff of the Plane they come from.  Most bloods never see

'em that way, though.  See, ya' almost always find 'em inside someone else

already, turnin' a live blood into something like the undead.

COMBAT:  Negative energy symbiotes don't fight too much.  They don't

really have a lot of predators on their home plane, and you almost never

see one anywhere else.  When you do, well, you still won't see it 'cause

it's inside something else.  But sometimes they get pushed into a corner

and have to fight.  When that happens they push out some of the energy

they're made of and start swinging.  That's bad, as you bloods may have

already figured.  They're made out of negative energy, after all.  Their

touch burns cold, and takes an awful long time to heal. Ten times as long,

as a matter of fact, and healing spells only work about a tenth as well as

they're suppossed to.  Even worse, if one of these things kills you,

you're permanently in the dead-book; raise dead and resurrect won't help,

because your body will cease to exist (a wish might do the trick, but I

wouldn't gamble on that myself).

Negative energy symbiotes don't even *start* most of the fights they get

in.  They're caused by misunderstandings.  See, the symbiote wants a home,

one that's full of life and positive energy, and creatures from other

Planes fit the bill quite nicely.  When they sense one in the area (don't

ask me how they sense anything, 'cause I don't know--they just do),

they'll close in and try to slip into the creature's body.  That looks an

awful lot like an attack, since the symbiote tries to engulf the poor sod

it's chosen as a host (armor doesn't help against this, either;  just

magical defenses and dexterity).  If it succeeds, then the symbiote just

seeps into the creature and disappears from sight.  If that happens to

you, only your death or powerful magic will ever force the symbiote out.

HABITAT/SOCIETY:  Negative symbiotes appear to have no society whatsoever.

In fact, they don't even seem to notice that other symbiotes exist.  They

just sort of drift through thier home Plane, feeding on unconsumed scraps

of life energy and waiting for a host to show itself.

ECOLOGY:  Nobody's really too sure what kind of ecology these symbiotes

have.  Some speculate that they are the scavengers of the Negative Energy

Plane, forever cleaning up what little scraps of life energy there are

that the Plane itself doesn't destroy.  Others think that they are a

defense mechanism for the Plane, like the little bugs that some barmies

believe live inside people, which keep the Plane from being corrupted by

Positive Energy and destroyed.  Still others believe that they are a

manifestation of the same forces that produce elementals.  What do I

think?  I think they're bloody wierd, that's what I think.

One thing that is known is that negaive symbiotes cannot live outside the

Negative Energy Plane, unless they are inside something else, and they

can't live long like that unless the something they are inside is alive.

See, even though they feed on life energy, the amount of life energy they

find outside the Negative Energy Plane is too much for them if they have

no protection.  They feed too much and die (losing 1 hp per round until

they die or find a host), kinda like if you force-feed a human until he

bursts (something that the fiends can tell you more about).  When the

negative symbiote dies like that it just dissipates.  The only

after-effect is that plants which grow in the vicinity are less healthy,

and animals and people born nearby are weaker.

Oh, before I forget to tell you.  Be careful if you get one of these

things inside you.  They'll reproduce inside you, too.  Use them too much,

and you'll be the proud pappy of a litter of baby negative symbiotes.

'Course, you'll be dead, but at least you'll have someone to carry on the

family name....See "The Dark" for details.

THE DARK:  "Right," you're asking," what do these sodding things *give*

me? If I have one of things inside of me, and you keep calling it a

bleeding symbiote, what do *I* get out of the deal?"

Greedy berk, ain't ya?

Well, here it is.  First, you're now immune to just about every disease

imaginable.  The only exceptions are certain magical disease/curses, like

lycanthropy or mummy rot.  Why?  Well, some Guvners (mostly the barmy ones

that keep rattlin' on about little bugs that you can't see) specualte that

it's because the symbiote feeds on the life energy of the little bugs that

cause disease as well as your own life energy.  I couldn't say.  I just

know that you won't get sick ever again.  Also, you don't need to eat,

drink, or breathe to stay alive.  See, the negative symbiote makes you

kinda undead (not really undead, but in a similar state), and you don't

really need anything.  Unless you wanna try an' heal naturally.  Then you

better eat something.

Of course, healing naturally ain't gonna be easy.  It takes you about

twice as long as normal to heal (1 hp per two days normally, 1 hp per day

of enforced bed rest), and even divine healing ain't gonna help as much as

it used to (healing spels have only half effect).  The symbiote's feedin'

on your life energy, so you don't have as much yourself.

Injury won't slow you down a lot, though.  You can keep moving, even after

injuries that would have killed you before (can keep talking, fighting,

walking, etc, even at negtive hit points).  It carries a price, though.

The longer you push yourself in that condition, the more likely it is that

the symbiote will completely consume you and produce it's young (each turn

lose 1 hp, dropping to 1 hp/round if engaged in strenuous activity--if hp

are reduced to a negative amount equal to the character's starting

positive total the character is completely and irrevocably dead--raise

dead and resurrect will not work, only a wish spell can restore the

character now, leaving behind one new symbiote for every two levels the

dead character posessed). Even if you survive that, you'll look pretty

bad--after all, you got mauled to death and came back (-1 RA per time the

character goes into negative hp and returns, only insituations where

appearance counts for more than personality).

Oh, yeah.  Since the symbiote is iside you, it gives you the same kind of

partial immunity to magic that it has (gain the symbiote's magic

resistance).

- -------------------------------------------------------------------------------

There it is.  Finally.  Comments and criticisms welcome.

Richard Gant
Date: Sun, 03 May 1998 20:13:34 -0700

From: Jason Ng <psychot@islandnet.com>

A cheesy realm


This realms been going on in my head for a while.

THE HOLLY BRANCH

(Site)

Characacter.  The hero always wins, happens to be good at pratically everything,

and always gets to go to the bed with a member of the opposite sex.  These are the

unbreakable rules of this site somewhere in Ysgard which happens to be connected to

Ysgardil.

Ruler.  No one apparently.

Behind the Throne.  This place is actually run by those who want to see heroes.

Special Conditions.  A specific character upon entering this place is designated as

the hero, from then on they get +4 to all abilities, a +4 bonus on all ability

checks, not to mention a +6 to hit, inflicts double damage and also receives a -8

AC bonus and gets +10 to all saving throws where they are effectively immune to

anything that causes instant death.  A native of this addle-coved place is

designated as the villain and therefore receives the same bonuses until the villain

fights the hero.

    Also let it be noted however that anything above the multiverses average

technology level is instantly detroyed upon leaving this site.

Description.  "This is all just like one big action movies, I mean you have heroes

with all sorts of things be it swords, guns or lasers killing masses of brainless

idiots all bent on killing them.  Explosions here seem to be unnaturally huge, and

the rules of physics are broken routinely, any hero can shoot a fully a gun with no

recoil, and can effectively handle a sword as if it was as light as a toothpick.

Plus it seems there are hordes of beautiful women, that any hero can fuck with her

complete consent.  Its strange that this branch of Ysgardil seems to pull in areas

from just about anywhere in the multiverse, you can have ancient China right beside

Mars in the future, plus Los Angeles just about everywhere.  And there also just a

huge number of incompetant villians to oppose the heroes, who set up elaborate

plans that never seem to work.  I tell you this place is insane"

        A resident of some technologically advanced place.

Basically its a place where pratically everywhere and anywhere in time is

represented, where heroes fight against evil which seems to be everywhere.

Militia. Usually just the huge number of heroes but, there are militia of all types

as well.

Services.  Nothing much, but a chance to see other places that don't exist yet as

well as a chance to be a hero.

Local News.  This place has been constantly threatened major threats on a regular

basis, but they are eventually eliminated.  Plus over time the styles of action

change its hard to tell what it is right now.

Date: Mon, 4 May 1998 05:43:56 EDT

From: Galzion <Galzion@aol.com>

Merkhants

We've had much discussion over things that we would like to see TSR publish at

some stage. Top of the list was Faces of Righteousness, but running it close

was the Sectarian's Manifesto. Well I decided a couple of weeks ago, when I

was too lazy to do any of my work, that I could have a crack at this. So here

follows my take on the merkhants sect, in the same layout as the factol's

Manifesto.

Merkhants


"Yes. What do you want?


Oh, so you're the reporter. Well as long as you are going to do an accurate

article. I find that so many of the things that have been written about me

have been slanderous lies. Take care, young man. I don't like being slandered.

The last person who did so ended up owing me everything that he owned. And

some more besides. I had to sell him into slavery on Acheron in order to meet

the settlement that the courts gave me.


No I don't know what happened to him. Does it matter?


Shall we start?


Let's see. I suppose I began in trade when I was just a child. I was growing

up in Tradegate, of course, which is something of an advantage, and my father

was a blacksmith. He also sold some of the stuff made by the gnomes. He was

reasonably well off, I suppose, or least we never wanted for food on the

table, but he never really saw the potential of what he was doing.


I was probably only about 6 when I realised the power of money. I was friends

with a boy across the road, whose father was a tailor. One day a rich man

visited them, and ordered a suit from the tailor. He decided to stay in

Tradegate until the suit was finished, which was going to take about a week.

he stayed at the best inn in town, and whenever I saw him, he was sitting

outside the entrance, with a glass of fine wine in one hand, usually dictating

documents to his manservant.


On the day that he was due to leave, the father of one of the serving maids

at the inn accosted him, and accused him of having been, how shall I put it,

indiscreet with his daughter. The father was demanding that the rich man marry

his daughter. The rich man just laughed, and offered him a purse of 100gp to

shut up and go away. He never even tried to deny what he had done to the girl.

The father got all indignant, and refused. So the rich man said that the

father should have taken the money when he had the chance, and motioned to his

manservant. Which was when we discovered that the manservant was also a very

capable bodyguard. They left town that afternoon. The father died about a week

later from his injuries.


The point is that if you meet something that you can't buy, you can buy

something to deal with it. I started saving money that same day. And have

never stopped."

Except from an unpublished interview with Tarnin Golthax



Sect History


The Merkhant sect's history is a little unclear, as for many years there was

no defined group sharing the same ideal, although there were a number of

individuals who clearly believed strongly in the philosophy that the Merkhants

preach.


The Merkhants as a group seem to have come into existence about 550 years

ago. They were formed by a woman called Rhivena, who appears to have been

trying to build up a list of the wealthiest people on the planes. Many believe

that Rhivena was doing this with the intention of finding out which merchants

would make good targets for her own expanding business empire. Shortly after

completing the list, however, there was a major attempt from the baatezu to

undercut most merchants on the planes; part of a plot to bring planar trade

within the control of the baatezu, who would then manipulate it to financially

cripple the tanar'ri Blood War effort. 


By uniting with each other, the merchants were able to defeat this threat

from the fiends. It has recently been suggested that the yugoloths may have

had a role in bringing the Merkhants together, and thus thwarting the baatezu

plans. There is, however, no actual evidence to suggest that this was the

case.


Having discovered that there was a benefit to sometimes working together, the

Misers agreed on a policy of mutual respect. Of course, that has never stopped

them trying to cheat other members of the sect. Indeed, if two Merkhants set

up business in the same town, they will attempt to ruin each other until one

is forced to admit defeat. Sometimes the winner has spent so much bringing

about his victory, that they will easily fall to the plots of their next

rival. Despite this, the merkhants have generally agreed that they should

attempt to bring all the multiverse's wealth to the sect, and then they can

fight over who has control of it.


The current leader, or Master, of the sect (a position that is determined

simply by who can prove, to the satisfaction of the other members, that they

are worth more than any other member) is a human called Tarnin Golthax, a

cruel, manipulative and greedy man, who is therefore more or less a typical

Merkhant.




Tarnin Golthax

Human, planar, male, wizard

	level 
	8

	alignment 
	LE

	Str 
	10

	Dex
	11

	Wis
	17

	Int
	17

	Con
	12

	Chr
	16

	HP
	23

	AC
	-1


Spells : 
1st : 4

2nd : 3

3rd : 3

4th : 2

Spellbook : (* usually memorised)

1st :
Burning Hands, Charm Person*, Alarm, Identify, Feather Fall*, Magic

Missile*, Sleep, Tenser's Floating Disk, Wizard Mark, Friends*, Detect Magic,

Read Magic.

2nd :
Alter Self*, Fool's Gold*, Knock*, Undetectable Alignment*, Vocalize, Wizard Lock, Web, Ghoul Touch, Forget, Levitate.

3rd :
Clairaudience, Clairvoyance, Dispel Magic*, Acidic Blast*, Hold Person*, Slow, Tongues, Suggestion.

4th :
Emotion, Leomund's Secure Shelter, Stoneskin*, Bestow Minor Curse*, Ice Storm, Native Item.


Tarnin became the leader of the Merkhants 9 years ago, and has kept his position against all comers. his worth has not been accurately determined,

even by other Merkhants, but he is almost certainly the single richest person

alive today. This is a position that he maintains by ruthlessly exploiting his

rival's weaknesses. Tarnin rarely becomes involved in open conflicts,

preferring to destroy his opponents through crippling their businesses. He

usually finishes by taking over the defeated opponent's companies, and

amalgamating them into his own. For more information on the scope of his

influence, see The Dark. Tarnin is almost always accompanied by his three

bodyguards, who are fanatically loyal to their employer. The current three are

a human, a tiefling and a half-ogre. They change on a fairly regular basis,

however. Tarnin himself rarely becomes involved in combat, however he owns a

spectacular range of magical items, and is almost never found without an item

ideal for the situation. He uses his magic to gather intelligence, and takes a

childish delight in using Alter Self to acquire information personally from

people who do not realise who he is. Reputedly, he once was told about a plot

to assassinate himself whilst using this spell. He sometimes uses the spell as

a means of building up an established personality, to be used as a disguise

when his own face is too well known.




Sect Headquarters


The Merkhants are based around the gate-town of Tradegate. On the rare occasions when they have a general meeting (every five years apart from

special ones when a challenge to the leadership is made), they assemble in the

town en masse. They take over virtually every room in every tavern in the

gate-town. By common agreement, feuds between members are suspended for the

duration of the meeting (although many take the chance to acquire new allies

against a rival). Surprisingly little business is done during this time. The

actual meetings take place on the estate of Baron von Karlyle. The Baron was a

member of the sect who, on his death 255 years ago, willed his vast estate to

the main rival of the then Master. This resulted in a shift of power, and

therefore a change of leadership, and ever since, the estate, which lies about

20 miles from Tradegate, has been the home of the 'secretary' of the sect.

This position, which is vitally important to the sect as it is the secretary

who catalogues the wealth of the members, is filled by a long serving member

who wishes to retire from the day-to-day subterfuge that the sect regularly

practices. The secretary is expected not to reveal confidential information

about members, and in turn the businesses of the secretary are regarded as

sacrosanct. Of course, there have been secretaries who have abused this

tradition, attempting to expand their business empires whilst relying upon

others not to interfere, as per tradition. Such secretaries have generally met

short and painful ends.




Role-playing the Merkhants


The average Merkhant is avaricious to extremes. They are interested only in what they can get from a situation, person, etc. Of course, to get what they

want, they may come across as being quite friendly. Most Misers are quite good

at acting, and disguising their true objectives and intentions from those who

observe them. Those who are capable of using magic tend to prefer charm based

spells, ones that appraise items, or ones that can be used in manipulating

other people. In combat situations, most Merkhants will turn to their hired

muscle, and flee at the first opportunity. They will even be willing to leave

behind gold or (non-unique) magical items, as what they have with them is

never the limit of their wealth. Be sure, however, that the person who ruins a

Merkhants plans for acquiring further wealth has made an enemy for life.

Misers tend to have long memories, and the influence to bring such enemies low

several years later.




Membership of the Merkhants


The sect admit only people who have managed to amass a significant quantity of wealth. The exact figure changes constantly, as by tradition you are

required to prove that you are worth at least 25% of what the current leader

was worth when they last had to answer to challenge. If, for example, the

Master was worth, at last estimate, one million gold pieces, then a person

seeking entry to the sect must prove that they are worth at least 250,000 gold

pieces is they are to be accepted. Newcomers are usually nominated by sect

members, as the sect do not actively promote themselves, or encourage new

members. If a member sees someone that they feel lives up to the sect's

standards, then they will usually broach the subject of the sect with the

prospective membership. If they show interest, they will be given more

information about the Merkhants. By tradition, new members are to be left

immune to the plots of current members for six months after joining.


No-one of good alignment can join the Merkhants, however the split between evil and neutral members is fairly even. Similarly, there is no particular

bias in terms of the law-chaos axis between members; some are simply more

willing to work within the framework of established legal proceedings than

others.


In terms of classes, there is a slight bias towards rogues (usually thieves but there are some bard members). There are obviously no paladins or rangers (alignment), and there has never been a druid member (no interest in

commerce). Between fighter, wizard and priest, however, there is a fairly even

spread. Wizards tend to prefer defensive spells, information-gathering spells

or charm spells. Merkhants who belong to a priesthood tend to worship a God of

such areas as wealth, trade, avarice




Allies and Enemies


The Misers get on quite well with the Believers of the Source, as the

Merkhants do not generally believe that there is anything special about the

Gods. After all, everything has it's price, and that includes even the Gods.

They also quite admire the Fated, an attitude which is reciprocated. The Fated

and Merkhants will almost always support each other in any faction / sect

conflict, unless they are directly competing for an item, or some other

material sign of wealth and power.


The Guvnors dislike the Merkhants quite a bit, as the Misers rarely bother paying any attention to the law on their route to wealth. The sect has also

earnt the enmity of the Hardheads and the Mercykillers for the same reason,

although to a much lesser extent. Most of the other Factions have relatively

little interest in the Misers, unless they should come into open conflict,

although the Ciphers rather pity the Misers for their obsession with gaining

material wealth, and whilst the Sensates agree that closing a successful

business deal that brings you a lot of wealth, power and influence can be a

very satisfying experience, they believe that the Misers should move on and

try to experience something else.




Advantages and Disadvantages


All Merkhants gain the ability to appraise the value of any gem or work of art both instantly, and accurately. What they do with that information is up

to them, but they usually use it to try and con someone else. However, Misers

never do anything where they cannot see how they will profit from it. For

PC's, this means that they must be able to make at least 100% profit on any

investment, which would include the cost of bribes, etc. Basically, no Miser

ever does anything that they do not expect to benefit themselves.




The Chant


There is rarely much chant concerning the Merkhants as a sect, as they rarely act together as a sect. There is usually much information to be had about any of the members of the sect, but most members are not openly members, and so

discovering whether something you've heard about some merchant involves the

Merkhants in any way can be quite difficult. However, as a general rule,

anything that you hear that involves a particularly well-off merchant, or a

particularly big deal hat involves a lot of jink, almost certainly has a Miser

involves in it somewhere. If you want information on particular members,

you're generally going to have to dig deep into their past, or their business

dealings, and even then you might not find the Merkhants mentioned once


One piece of information that has recently emerged is that a challenge for the leadership is liable to be made soon. There are three people in the

running to try and overthrow Tarnin. First is Dolan Greenbank, a gnome from

Bytopia who is one of the most important figures in Tradegate.  Another is

Root of Nine, a rogue modron who has begun to manipulate the laws of commerce

to it's benefit, but has moved most of it's dealings away from Automata,

although it still has considerable influence in the gate-town. Root of Nine

now bases itself in Sigil, though few of it's actual business dealings are

actually in the Cage. The other possible challenger is Tarak de Leynon, a

native of Sigil who has recently moved the vast majority of his wealth into

land and possessions on a prime material world. Which world he has chosen as

the repository for (according to rumour) over three-quarters of his wealth is

unknown, although it is something that any other Miser would gladly pay a lot

of jink to discover.




The Dark


A challenge to Tarnin is indeed likely to appear soon, although probably not for two or three years. Currently the main contenders are jockeying for position. Tarak has indeed moved most of his wealth from the planes, but has

actually used three different prime material worlds as his base. Meanwhile, he

is attempting to distract attention from those worlds by establishing a very

profitable business importing fine wines from another prime world, called

Curnon.


The knowledge that the Master may soon change has most of the Misers who are not in the running for the position trying to predict who will emerge victorious, and to ally themselves with the winner. Many old scores are being settled as they all attempt to manoeuvre themselves into being close with the

new Master. It is a dangerous time in the sect as there is even less trust

than normal between the members.


Favourite to win, however, is Tarnin. It is widely believed that when he

became the Master, he did so without admitting his true wealth, and that since

then he has become considerably richer. Tarak has the best chance of ousting

him. All three challengers have been doing some investigating into Tarnin's

dealings, however, and some interesting information has come to light. Tarnin

is known to hide much of his influence in holding groups, and under a variety

of aliases. 


What has been discovered by all three of his rivals, however, is that Tarnin is behind no fewer than seven companies that deal with the trading of

Baatorian green steel. This means that he is responsible for about 70% of the

planar trade in green steel, and over 90% of the trade of green steel that

goes on in Sigil. Since this information came to light, there are a lot of

people who seem to remember Tarnin making quite a few business trips to

Ribcage, and many who've seen him discussing something with a baatezu in a

tavern in Sigil. Rumours of a secret deal between Tarnin and some baatezu

high-up have been gathering strength and whilst many are clearly unlikely,

such as the ones that link him to the Dark Eight, or even the Lords of the

Nine, it seems certain that he has some connection to the fiends. Currently,

his rivals are trying to find out what exactly he's getting from them, and

what he's giving them in return. Rumour also suggests that Dolan Greenbank has

opened discussion with the tanar'ri, hoping to persuade them that if Tarnin is

helping the baatezu, that the tanar'ri should help him in order not to allow

their enemies an advantage. How successful he's been has not been reported.

Well, that's it. Any comments anyone? Good? Bad? Inspire you to it over again

properly Monte? Also, would anyone like me to have a crack at another sect (or feel like doing it themselves)? And if so, which sect?

Galzion

(now going to start that essay that's due in day after tomorrow. Until I get

bored and start writing some more role-play stuff)

Date: Mon, 04 May 1998 13:39:12 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

a new Abyssal Lord


 Here you Go folks a new, evil Tanar'ri (Demon) Lord

    PELOR

Climate:Gray Waste

Frequency:Unique

Organization:Planar Ruler

Activity Cycle:Any

Diet:Carnivore"souls"

Intelligence:SupraGenius"21"

Treasure:U,Z,W,X

Alignement:Chaotic-Evil

Armor Class:-11

Movement:14

Hit Dice:47 HP:277

Thaco: 3

# of Att: 4

Dam:1d10+6 1d10+6

Special Att:Spells / summon Tanar'ri(demons)

Special Def:Immunities of Tanar'ri

Magic Resistance:70%

Size: 9' tall

Morale: Fearless(19)

XP Value: 48 000

 Pelor a Tanar'ri Abyssal Lord whom in the past once served under the great

Queen of the Abyss Lilith over a millenia ago before the Blood War had ever

started in the Lower Planes. Pelor was the Bringer of Light for his Queen,

until the day he rebeled against her and her rule. Pelor was the first

Tanar'ri to escape the  Abyssal realm of Lilith. Pelor had decided to flee

to the Gray Waste where Pelor easily founded his own Planar realm and had

begun to put into the effect his diabolical shemes of damnation, chaos, and

destruction upon the multiverse. 

 However over the years the Abyssal lord Pelor has spent dwelling within

the Gray Waste, has had a effect upon his nature. In fact the very Nature

of the Abyssal Lord Pelor has changed and is still in a state of flux, as

the Abyssal Lord Pelor strives to achieve his higher form of being. Pelor

appears as a ageless male planar tainted human with a  golden crown of

sunstones upon his head. His eyes, teeth, and nails however are clearly

demonic in appearence and nature so Pelor still has signs of his Tanar'ri

nature.

Combat: Pelor is a serious combatant whom enjoys using physical strength

and spells to humiliate first then destroy in the bloodiest of fashions. He

is  a ambi-dextrous Grand Master in the Long Swords. He has two inteligent

artifact long Swords. The Left handed Sword is Uggrazz, capable of

inflicting wounds that can not be closed except by a heal, only when they

strike a Lawful Good mortal. In his Right Hand is the Loyal Sword SwaD'Wi.

This Sword can emit a ray of painful light 10 times a day, for 27 points of

Dammage save for half against Death Magic. 

Plots and Goals: He has realised the power of belief from mortal so the

Abyssal Lord Pelor enjoys creating Cults, and false Faiths in his name upon

the prime Worlds he enjoys to visits. To do this he Travels to a desired

prime World in the Guise of a kind Priest of Pelor. Using his Crown of

Sunstones that acts as a amulet of non-dectection only upon a prime plane.

In this Guise He uses his lay on hands 10 times a day to heal 27 points of

Dammage. Also he can do minor creation, improved phantasmal force and major

creation at will while in this role. All this he does so he can make his

Priestly Guise and the Faith of Pelor more Believalbe to the clueless of

the prime world he visits. His false faith he has decided is one where

Pelor is a Greater God of Healing and protection.

Followers and ressources: Pelor can Gate 1-4 Unique Balors(50% chance) whom

appear as Solars, with flaming wings but have a subltle hint of their

Tanar'ri taint visible in some part of their body if one looks hard enough

. Pelor can use Items allowable to fighters, priests, and mages. The

Bringer of Light Pelor has many designs upon many primes and patiently

waits for them to mature for the day he can unleash Hellfire and Damnation.

He has a long estasblished False faith upon Oerth, a couple small cults on

Toril and Mystara, whom are growing at amusing rate. All of this is part of

his scheme only he can see . He also has designs of starting his false

faith upon the planes starting in Sigil but thus far has had only a very

small success in this goal, thank in large part to a mortal poroxy Scion of

his he has sent to sigil to spread the Faith of Pelor!

 Well there you go folks, what did you think? flames comments--------Roland

"Proxy Scion Herald of the Abyssal "Demon" Lord Pelor!"

Date: Wed, 6 May 1998 09:31:17 -0400

From: "Samuel Weiss" <samwise1@email.msn.com>

GH and the Rule of Threes

The following very long, and very different take on some of the Powers of GH

is a tribute to the influence of the Rule of Threes on my thinking. It is

definitely GH specific, but I am posting it here because of that connection

for anyone who cares to see how dangerous some of the PS paradigms can be to

creativity <G>. I have already posted it to Greytalk, though with a diferent

intro, so those who are seeing it twice bear with me.

A few people deserve mention here for some of the ideas connected with this.

First, Roger Moore and his article on the Orbs of Dragonkind for the idea of

Wee Jas and her changing sphere of influence. Taras Guarhoth (pseudonym) for

the name of the book and its author. (I am bad with names.) And finally, but

certainly not least, Rasgon (pseudonym) whose posts to Greytalk on Beltar

got my mind started on this whole thing to begin with. And of course, E.

Gary Gygax and Len Lakofka who wrote the original material on most of the

Powers mentioned below.

So, without further comment, here it goes.

Samwise

The Trine Sect

(An obscure sect of the Flanaess, the Trine Sect has an extreme belief in

finding groupings of three amongst the Powers. Some feel they take it to an

an unnatural extreme. nevertheless, the connections they have made ring too

true to be dismissed out of hand. They are considered dangerously heretical

by most Oeridian faiths, especially that of Pholtus on two accounts. First,

their stress on Mother figures among the trines. Second, their view of the

origin of the Oeridians, which the faith of Pholtus finds offensive, and

indeed criminal, especially in The Pale. Further, the rather shocking charge

made below indicates a significant change in the conventional wisdom

concerning several Powers of Oerth. Strangely, very little is made of some

of the things reported below by any faith other than those of the Oeridians,

leading one to believe that they may be right.

What follows are various notes from a canon of the cult, Restoring the

Triune Mother

By Aineias Lerakos

We shall now discuss the most significant factor in the existence of the

Triune Mother, the fact that She is currently incomplete. As we have seen,

most all Trines of the Great Mother are composed of Maiden, Mother and Crone

figures, though some Powers which serve in multiple Trines, take different

positions in the different Trines they are members of (witness Beory, who in

the Earth Trine of Ulaa-Beory-Beltar fills the role of Crone to Ulaa's

Maiden and Beltar's Mother, while in the Lands Trine, Beory is Mother while

Ulaa shifts to Crone and Ehlonna is Maiden.) Further, we know that we can

see in this, that each of the members of the Primary Trine, have each figure

represented in them individually (thus each individual is a Trine unto

Herself), as well as existing distinctly as members of other Trines. This is

nowhere more evident than within Our lady of Fate, Istus Herself, who

routinely manifests in any or all of the three forms. Therefore, we look and

Beory-The Mother, Istus-The Crone, ???-The Maiden. Who is this missing

Maiden? Where has She gone? This is perhaps the greatest mystery of the

Heavens today, and indeed is the root cause of the unbalance in the world.

Some do not hesitate wen confronted with this simple fact, that indeed a

maiden is missing. Mostly, the Male dominated churches of the Oeridians.

(Although the root cause of that is quite simple to understand.) Most are

content with the basic Male/Father Trines they can see. Those of

Pelor(Light, Good)-Nerull(Dark, Evil)-Boccob(Shadow,Neutrality) and

Lendor(Order, Law)-Procan(Possibilty, Chaos)-Boccob(Power, Neutrality) being

the most basic and popular, but also those of  Rao(Mind, Group)-Kord(Body,

Individual)-Pelor(Spirit, Both and Neither), and its dark counterparts of

The Nine(3x3)-The Monarchs of Demonium(3x2)-Nerull(3/3 [It never was divided

as the others were]).

The identity of the missing Maiden can be discovered by connecting seemingly

minor bits of knowledge.

First, what aspects of the Great Mother do each of her components represent?

Beory, the Mother stands for Life. Istus, the Crone is Knowledge. What

remains for the Maiden? Power! The Maiden wielded most of the Power of the

Great Mother. We know Boccob is the Father of magic. Such is not challenged

here by any means. The maiden was the wielder of Magic. The one who used the

Power descending from the Father within the world of Her Mother/Self Beory.

So we are looking for a Mage among Powers.

Second, Each aspect of the Great Mother engendered one of the Races of the

Flanaess. Beory gave us the Flan with Pelor. Istus gave us the Bakluni

through Herself, brining them ofrht at the truly named navel of the Oerth,

Tovag Baragu. Such information provides both the clues as to the Race

engendered by the Missing Maiden, as well as showing us the root antipathy

between the Oeridians and Bakluni. For as we have seen elsewhere, the

Oeridians have no basic connection to the Great Mother, being the product of

two male Powers, Zilchus and Procan who had donned female guise for the

purpose. the maiden is the Mother of the Suel people with Lendor.

A Mage among the Suel. It seems almost obvious, but something is wrong you

say. How can She be the missing Maiden? That one is not Neutral, ne servant

of the Balance. How can this be? The answer lies in examing on lesser Trine

of the Mother.

It is very commonly known that Syrul-Crone, Beltar-Mother, and Wee

Jas-Maiden, form a lesser Trine of the Mother devoted to darkness. And this

is very true. And  looking at them closely shows they are a very close, dark

reflection of the Great Mother. The Knowledge aspect being corrupted into

Lies by Syrul. The Life aspect being corrupted into the foul spawn of

Beltar. And the Power aspect corrupted into Death by Wee Jas. (I know you

are saying, Wee Jas is the Power though as well. patience and learn.) But

consider the Power levels of this Trine. It istrangely unbalanced. Syrul and

Beltar are much weaker than Wee Jas, and such is not easily explained by

lesser influence within the overall structure of the Oerth of their spheres

(as perhaps in the Ulaa-Beory-Beltar Trine where the pits are of lesser

import than the peaks which take second place to the flat lands below.)

The answer to this, is the answer to the whole problem posed. Indeed, the

truth, in its own way is widely known. Even the Suel admit that at one time

Wee Jas was not a power of Death, being Purely a Power of Magic, but at some

point in time, she changed in both nature and sphere of influence. That so

many are unaware of it remains a mystery to us to this day, though perhaps

the Oeridians general dislike of both the Suel and anything connected to the

Mother Trines could be an explanation for this.

Simply put, at one time He Jas (Great Jas in the Suel tongue) was the

Maiden. proudly Neutral and wielding the Power of Magic for the Great

Mother. An Power whose name is long forgotten was the third member of the

Beltar-Syrul Trine, representing simply Death ( we know it was Death because

of the nature of Her home on Acheron, the charnel house-battlefield) in

opposition to Beory and Life while Beltar was in opposition to He Jas and

Power (the expression being bizarre magics found in the Underoerth that

crumbeld away during the day. Further, the dramatic increase in the power

and number of Underoerth and humanoid creatures can be attributed to the

change in Beltar's position among the Dark Trine. She was already a Mother

within the Oerth Trine. Now she was Mother again, and her children grew in

might because of this.). Under the influence of some unknown force, most

likely the Imprisoned One we do not name (author's note: Tharizdun), He Jas

sought to enhance herself by absorbing all of the Dark Trine of

Death-Syrul-Beltar. To what end? Not even we can say. To utterly replace the

Great Mother Trine with her own personal Trine is the only possibilty we

have been able to consider at all possible, yet that seems to be madness.

Still, what mortal can truly understand the motivations of these Great Ones?

Suffice to say, He Jas tried to subsume this lost Power of Death and

succeeded. Perhaps too well, for in the process, part of He Jas was lost due

to the lesser nature of her Daughter/prey, and He Jas became Wee Jas (Little

Jas in both Suel and the popular corrupt form of Oeridian in most of the

Flanaess), and the Suel fell, and the Balance was disrupted.

Can this be undone? We believe so, though the process will be long and

difficult. Still,the results will be beneficial beyond all the costs that

may be involved. The Balance being restored is of course the most important,

but the diminishment of the Children of Beltar will be no mean thing to the

Children of the Earth Trine as well as the Humans.

Date: Thu, 7 May 1998 13:04:24 EDT

From: Galzion <Galzion@aol.com>

Sects : Dispossessed, and a question

Seeing as the responses that i received about my posting on the Merkhants were

favourable, I decided to have a bash at another sect, this time picking on the

Dispossessed (whaddaya mean the title gave that away)

Anyway, read, and hopefully enjoy

As before, comments, questions and suggestions all gratefully accepted

Galzion

PS. Keep reading. I've tried to put a twist in the tail. Only a little one, I

admit, more of a twistette really, but it's there.

PPS. Whilst I'm here, a question. I've worked out what most the the

abbreviations most people use mean, but what is LOL? I'm probably being really

dense here, but I've worked out is that it's an exclamation of some sort.

The Dispossessed


The banishment of the weak by the strong has been constant since the

beginning of time, and it is to be expected that it will continue. However,

one such banished person refused to accept his fate, and fought to prove that

he was one of the strong, and that he deserved a better fate than his

banishment. His name was Marinthaxus.


Marinthaxus was banished to the plane of Pandemonium from his home on Mount Celestia by an evil wizard, who feared the might of Marinthaxus, as a warrior and a leader. The wizard assumed that once imprisoned on Pandemonium, Marinthaxus would quickly succumb to the madness that affects so many of the inhabitants of that plane, and thus no longer be a problem to him. However, Marinthaxus had more willpower than the wizard bargained on, and resolved to escape from his imprisonment. Marinthaxus spent all his waking hours searching for a way to break out from the howling plane. So centred was he on his search that not even the maddening winds of Pandemonium could affect him, or swerve him from his purpose. 


Marinthaxus searched for almost 10 years before he discovered a way to break the enchantment that kept him bound to Pandemonium. He searched for another 10 years to bring together all the components he needed to allow him to escape. Finally he was ready, and Marinthaxus escaped from his unjust confinement. 


Having freed himself, Marinthaxus first sought out the wizard who had first banished him to Pandemonium, determined to take his revenge upon him. The search took Marinthaxus a further 8 years, as the wizard had become aware of

Marinthaxus' escape and sought to hide himself away from punishment. At last

Marinthaxus found the wizard, who had taken refuge in the Abyss. There a

mighty battle was fought between the two, and after a full day, Marinthaxus

stood victorious and vindicated.


Now that he had satisfied his purpose in escaping from the howling plane, Marinthaxus returned there, that he might teach others who had been imprisoned there, like he had once been, the way to escape. After spending 10 years on the plane, helping others, Marinthaxus left once more, going this time to the Outlands, where he settled. He had proved that he had deserved better than his

original fate. He had proved that he was not one of the weak, but one of the

strong.


Marinthaxus left behind him others, whom he had shown a way to escape. In his honour, those others joined together, that they too might prove themselves to be strong. And they took a name, to describe who they were, and what motivated them. They called themselves 'the Dispossessed'.


"The Chronicle of Marinthaxus", Dispossessed text.




Sect History


"The Chronicle of Marinthaxus", reproduced above, is partially true.

Marinthaxus really was a paladin imprisoned on Pandemonium around 88 years

ago, although who imprisoned him is unknown. There is no reason to assume that

the Chronicle is inaccurate in describing Marinthaxus' enemy as a wizard.

However, it is at this stage that a certain amount of exaggeration starts to

creep into the sect's account of the life of their founder. Marinthaxus was

seen again on Mount Celestia only 9 years after his banishment, rather than

the 20 years that the Chronicle mentions. Also, there is no doubt that

Marinthaxus had definitely been much changed by his imprisonment, doubtless as

a result of 9 years from listening to the howling winds of Pandemonium.

According to one former companion, who fortunately for posterity recorded his

life in a series of diaries, Marinthaxus had become paranoid, believing that

everyone wanted to return him to his prison. Marinthaxus did indeed track down

the wizard who banished him, and probably killed him, and did return to

Pandemonium afterwards to help others escape. This was, however, less due to a

desire to help others than it was to a desire to gather around him others who

had been through the same experience that he had, presumably because he felt

he could trust them not to return him to the howling plane permanently. He was

also responsible for the formation of the Dispossessed, and initially ran it

as both ruler and tyrant. However, after a number of years (the exact number

is unclear) he retired to the Outlands. The sect went their own way without

him, but they still acknowledge the debt they owe to Marinthaxus.


The sect has grown in number since then, and is now stronger than it has ever been known to be. The leadership of the sect has changed on a constant basis, as leadership is determined by a duel between the current leader and the

challenger. The current leader (or sectol) is Gher the Axe




Gher the Axe

Human, planar, male, fighter

Level


15

Alignment

CN

Strength

18/32


Constitution


18

Dexterity

16


Intelligence


12

Wisdom

10


Charisma


14

HP


116


AC



-1

Special


Specialised with Battle-axe and throwing axe

Magical Items

Battle-axe +4




Axe of Hurling +3 (returns to Gher's hand on command)




Plate Mail +2


Gher assumed control of the sect 7 years ago, killing then sectol Luran in a bitter fight. The death of one of the participants in a leadership duel is

unusual, but far from unheard of. Gher is the first sectol from the increasing

number of former prisoners from Carceri. It is a sign of the increasing

importance amongst the Exiles of the Carceri Exiles, and there is considerable

antagonism between those who have escaped from Carceri and Pandemonium. This has threatened to spill over into actual bloodshed on a number of occasions;

that it hasn't done so yet is solely because Gher has threatened to "crack the

head" of anyone who starts such a fight. Most of the sect's members have seen

Gher fight and they have no wish to try their luck with him. Gher has so far

faced only one challenge during his reign.


In combat, he is fast, brutal and callous. He takes the attitude that anyone who is stupid enough to get into a fight with him is stupid enough to deserve whatever they get, which is usually a great deal of pain. Who banished him to Carceri is unknown, but he is said to carry their left hand in a pouch he

keeps on his belt. He escaped from the red prison 15 years ago; it is widely

assumed that the time between his escape and his leadership challenge was

spent in hunting down his banisher and gaining revenge. It is considered a

terrible social blunder to ask an Exile about why they were banished, even

within the sect, so no one really knows what Ghers's background is. He is

believed to come from the Outlands somewhere, and is believed to be about 35

years old, but there is no real evidence that either supposition is true.


When not fighting, Gher is slightly more approachable, but not much. It has been commented that Gher would have made an excellent Rager. Certainly he is aggressive at all times, and never far from going over the edge. Gher is

passionate about a few things, these are; being banished again, the right of

the sect to prove itself and his wife, Cyprexa (whom he met in Carceri).

Comments about any of these are likely to throw him into a rage. He firmly

believes, however, that each sect member must prove themselves, and is

instilling that belief in the members of the sect. What this means is that it

is becoming less common that one Exile will come to the assistance of another.




Sect Headquarters


The Exiles have no specific headquarters. Gher lives in a small village just outside Curst. Many of the other Carceri Exiles also live here. Most of the

other sect members live in or around Bedlam. The rest are scattered around the

planes, but are mostly in Sigil. However, there is no location that is

specific to the sect. Traditionally, where the sect leader lives is where the

sect is based, but on the rare occasions that they meet as a group, it may be

in another building in the same town or village, or may be in a different

place entirely. Gher has so far called one sect meeting each year that he has

been sectol, and has alternated them between Curst and Bedlam. This years

meeting is due to be in Bedlam.




Role-playing the Dispossessed


Above all else, the Exiles feel that they have been 'robbed'. Whoever

banished them, to wherever they were banished (and the sect have been known to

admit members who were simply banished from a city or country, rather than to

a plane), and why they were banished; none of this is really important to an

Exile. What is important is that they were banished, like the weak, without

first having the chance to prove that they were the strong. All members of the

sect believe that if it wasn't for their banishment, they would now be great

men and women.


They therefore feel that they have to prove this to the rest of the

multiverse. They achieve this by a variety of methods. Some set out to achieve

tasks held by others to be impossible. Some seek to acquire wealth, power and

influence. Others simply seek out those who believe themselves to be powerful,

and attempt to bring them down a peg or two. However they attempt to show

their worth, however, all Exiles believe that they have been treated unfairly

by life, and that they need to give life a good kick in the teeth in return.




Membership of the Dispossessed.


There is only one requirement to becoming a member of the Dispossessed; you must first have been banished. In the vast majority of cases, this means banished to a specific plane, which is almost always either Carceri or

Pandemonium, as these are the two planes where people are most commonly

banished to. However, occasionally people are banished to other places (other

lower planes), and such people meet the requirements for sect membership. In

fact, as mentioned earlier, you meet the membership requirements if you have

been banished from a country or city. However, this is the sort of punishment

most commonly handed out on prime material worlds, and the sect has little

time for primes. However, there have been members from prime worlds. Where you come from, who you are, the nature of and reason for the banishment; this is

irrelevant. Membership is offered to anyone who has been banished, and is

adjudged to be strong enough to live up to the sect's expectations. Those who

are offered membership, and refuse it, however, are viewed as cowards and

weaklings who doubtless deserved their punishment, and treated with nothing

but contempt and scorn by the sect's members.


Members can be of any alignment, but as the vast majority of members have been imprisoned in either Carceri or Pandemonium, and as both planes can leave their mark on those who spend time there, there is a tendency towards chaotic and evil alignment. most common is probably CN, then CE and NE. There are a few TN members. Most who have spent time on either plane will have shifted somewhat towards the plane's alignment, however, so although there is no

reason why the sect would exclude a person due to their alignment, there have

been very few lawful or good members, and no LG members ever.


The sect also admits any class. They really don't care who you are as long as you have been banished. However, priests tend to find solace in their faith,

not bitterness, so few priests join the sect. A significant number of people

become priests having joined the sect, though. See The Dark for more details.




Allies and Enemies


Well, actually allies is stretching it a little far. That would imply working together, or getting on with one another, and neither of those are things that the Exiles are good at. But whilst they don't really have any allies, as they

don't want to be caught leaning on anyone, there are a few factions that

somewhat admire the attitude that the Dispossessed bring to the multiverse.

These factions are the Fated, Indeps, Anarchists and Signers. Of course, not

everyone in all these factions finds anything admirable in the Exiles, but in

general they are fairly well received by them. The attitude of the

Dispossessed towards the factions, however, is much the same as their attitude

towards everyone else.


As for enemies; well the Exiles have got up the nose of pretty much everyone. However, their desire to prove themselves often involves doing what the Harmonium describe as "causing trouble". This being one of the biggest sins

that a person can commit (in the Harmonium's books, anyway), the Hardheads

have a pretty low opinion of the Exiles as a group.




Advantages and Disadvantages


Exiles are tough people, determined that no-one will take advantage of them. Because of this, they tend to be strong mentally, earning a +1 bonus to all

saving throws against mental attacks. In addition, they are hardened against

what life can throw against them. To reflect this, they roll twice for hit

points at each level, taking the higher value.


Unfortunately, their attitude tends to make other people dislike them. The Exiles view themselves as the strong, and are determine to prove this to the

rest of the multiverse, but to do so, they often annoy (at least) the rest of

the multiverse. Apart from other sect members, Exiles suffer a -2 reaction

adjustment penalty from the people they meet.




The Current Chant


A sect that is well known for the fact that it's members regard themselves as individuals rarely produces any organised activities. However, recently one interesting rumour has come to light. It has been reported that instructions have come from Gher to increase the number of members in the sect, by any means necessary. More importantly, to increase the number of truly influential members the sect has. As a result, the sect has been actively courting the most famous being banished to Sigil, Shemeshka the Marauder. The theory goes that most chant reports that Shemeshka was forced to Sigil to avoid....

someone. Or something. Rumours about Shemeshka are notoriously hard to come

by; ones backed up by a certain amount of evidence even more so. Whatever,

Gher has decided that she has been 'banished', and therefore qualifies for

sect membership. The fact that Shemeshka shows no interest in joining (she has

killed at least three recruiters) appears not to be relevant. Gher seems to be

working on the premise that if they keep trying, eventually she'll give in and

join. Most others are praying that she doesn't.




The Dark


Here's the biggest secret in the sect, although in recent years it's become more general knowledge. When Marinthaxus first lead a group out from

Pandemonium, they admired him as one who had done something they regarded as impossible. Some of them idolised him. And some of them came to worship him. And as time passed, and the numbers of the sect grew, so the belief in

Marinthaxus grew, and he became a God.


Only a very minor one, of course. But the sect continues to grow, and as all members of the Dispossessed pay at least lip service to Marinthaxus, so he

grows in power.



Marinthaxus


(Demi-power, "the Paranoid Power", "the Freedom Lord")

AoC

: The Dispossessed, the imprisoned, the escaped, paranoia.

AL

: CN

WAL

: Any 

Symbol
: A clenched fist

Home P/L/R
: Pandemonium / Cocytus / The Free Land


Marinthaxus' transformation to a power was slow and gradual, and further unbalances an already deranged mind. It is one of the great planar ironies

that having searched for so long for a way to leave Pandemonium as a mortal,

and having deliberately set up home on the Outlands, one of the first things

that happened when Marinthaxus became a god was that his home, now his realm,

slipped back into Pandemonium. He is said to have been unhappy at his turn of

events. Then he became convinced that some other God had caused it to happen,

and circled deeper into paranoia.


Marinthaxus remains deeply unbalanced, and his paranoia reaches new heights every year. He trusts no other deities, and deliberately shuns their company. However, his sanity remains focused by his devotion to the Dispossessed, to whom he remains devoted. He has recently made his high priest, Darlaith, his first proxy, and there are rumours that Gher will become his second. 


The Free Land is a small realm hidden deep in the heart of Cocytus. It is extremely difficult to find without assistance, or previous knowledge (mostly

because the paranoid God does not want others to come visiting unexpected).

However, once found it is one of the most hospitable places on the howling

plane. The winds of Pandemonium do not affect those within the realm (they can

still be heard, they just don't cause madness). Further, as it was Marinthaxus

home on the Outlands that was dragged into Pandemonium, there is relatively

normal landscape within the realm. Perhaps most importantly, there is a known

permanent portal off the plane located there (in fact, possibly more than

one). Many of Pandemonium's inhabitants make for the Free Land in the hope of

escaping. Those who do almost always join the Exiles, thus adding power to

Marinthaxus. And make no mistake, Marinthaxus is growing in power.


Since his existence as a God became known outside the Exiles, Marinthaxus has picked up the nickname "the Paranoid Power". Accurate though this is, the Dispossessed, who call him "the Freedom Lord" (or sometimes "the Lord of Freedom"), find this extremely objectionable. Calling Marinthaxus "the

Paranoid Power" within the earshot of an Exile will almost certainly be taken

as reason enough to kill you by the sect member. Those who have openly laughed

at Marinthaxus have become the hated enemies of the Exiles, who will go to any

lengths to bring them down.


As mentioned earlier, all members of the Exiles at least pay lip service to Marinthaxus, and many worship him above any other God (even ones that they

followed before their banishment). Some have become specialist priests of the

Freedom Lord.



Marinthaxus' Priesthood


(Free-walkers)

Description : The priesthood exists for two reasons; the Dispossessed, and

Marinthaxus. They seek to do whatever they can to enable either, or both, to

grow stronger.

Weapons allowed : The Free-walkers are allowed bludgeoning weapons only.

Armour allowed: Priests of Marinthaxus may wear any armour up to chain mail.

they cannot use a shield.

Limitations: Only that they must be members of the Dispossessed. If Darlaith

has his way, this may not remain as a requirement. 

Granted powers: Free-walkers can walk Pandemonium without being affected by

the wind at all. Furthermore, they are protected against all mind-affecting

spells. They cannot be driven mad, nor can they be charmed.

Major access: All, Chaos, Combat, Protection, Charm,

Minor access: Divination, Guardian, Summoning, Thought


The high priest of Marinthaxus, Darlaith, is seeking to increase his God's power. He is attempting to persuade people from outside the sect to take up

the worship of Marinthaxus. So far he is having little success, but isolated

worship of Marinthaxus is occurring in some parts of Pandemonium and Carceri,

separate to the Dispossessed. The next step in Darlaith's plan is to bring an

outsider into the priesthood, which he believed will greatly increase the

number of people who are not Exiles who worship Marinthaxus. So far his plans

appear to be working, though not as quickly as he had hoped. Nevertheless, it

seems likely that in 20 years or so, worship of Marinthaxus will no longer be

associated solely with the Dispossessed, and this would mean that the God will

continue to grow in strength.

Date: Fri, 08 May 1998 13:18:53 PDT

From: "Kadi Randall" <characters@hotmail.com>

Funniest Campaign, Characters, and/or adventuring group

I have a quick question for all you PSers out there: What is the 

funniest campaign you've been in, OR the funniest character you've ever 

RP, OR the funniest adventuring group you have ever Dmed with or played 

with?  I was talking to a fellow Planescaper at Baka!-Con about this. At 

least, here's mine and this PSer's story:

- --------------------------------------------------------------------

Story one: (At least what I was told from the PSer at Baka!-Con)

   This guy had an paladin who was resting in some mineral pool when 

some goblin grabbed the him out of the pool. Poor victim was freaked out 

especially when the goblin said, "Mmmm... Yummy!" No, the creature 

didn't eat the guy, it raped him. Oh, did I tell you the goblin was 

MALE? Well, there was also an old man sitting next to the pool watching 

the ENTIRE event and laughing all the way. 

   This PSer told me that the DM loved making up stories like this.

   (OKAY. For some of  you this wasn't THAT funny. I saw the post 

concerning stuff like this.)

NEXT!!!!!

- --------------------------------------------------------------------

Part 2:   The funniest group I have ever played with.

Okay here goes. Yes, this is a current campaign.

SLIDER K'TA-(aka "Royal Assassin",  "Sli")A slightly clueless prime (or 

is that planar? Not much is known about her biological orginis) who 

wishes to find her (adopted) brothers and gets stuck with the Society of 

the Midnight Sun to find them. Neutral Good.  (This is my character). 

Common Quote:  "Fiends are like a box of chocolates: you never know what 

you are going to get."

MENION (aka RONE)-- A human prime blood whose origins are from Krynn. 

He's the leader of the Society and a Priest of Lathander. Common Quote: 

"Alone in the Rain…. **Sighs**"

HARALITHA--  True Neutral. Menion's ex-wife. Planar Human. Common Quote: 

"If you can't be good, Be good at it."

QUE-- (aka "Baatannar'ri", "Miss Little Pit Fiend") Chaotic Good. A Pit 

Fiend Baatezu whose personal wish is to become the greatest Baatezu 

music artist. Loves to play and sing heavy metal (The chaotic version of 

the traditional Modron  metal music. This version was invented by 

Xaositects). Is Menion's right hand (who seems to be the only person who 

can control her at this time), but she hates Menion's god though.  

Warning:  Beware of her cooking. Common Quote: "I WANT THE SOUL OF 

LATHANDER… FEED ME!"

SCARECROW-  Chaotic Neutral. A Pit fiend Baatezu whose past is as 

obscure as the way she acts. Common Quote: **cackles**

ROMAN- (aka Spam-Man) Chaotic Neutral. Is he tiefling or tannar'ri?  

Hated by Que and Scarecrow and unfortunately not trusted by others (save 

Slider), Roman wishes to prove that he is useful and very powerful. He 

is a fighter/ psionist.   His most unique attack is Spam (psionics). 

Common Quote: "Menion! Kill Que! Or I'll spam her myself!"

ZELDA--    Neutral Good.  A Githzerai lady (mage)  who acts out of the 

norm. She shows a lot of emotion, wears bright clothing (sometimes) and 

jewelry. The Society's genius and cook,   and is Slider's best friend. 

But she still does Githzerai stuff like Illithid hunting. Common Quote:  

"I may be the most intelligent member, but I'm also the weakest and 

worthless."

KITANA--  Chaotic Good. An Alu-Fiend Tannar'ri who can only cast a 

cantrip, but she's fighter to be reckoned with. Has a crush on Menion. 

Common Quote:  " I really try to be evil… but I'm just too nice."

HELFIRE--  Lawful Neutral. A male fire Genasi. Common Quote:  "Remember 

the wizard's Rules!"

STORMTOSSER--   Alignment Undetermined. A male wind Genasi. Common 

Quote:  "I don't know. Do you?"

KARKADAN--  True Neutral. A big, oversized half-lion, half-hyena beast 

with a horn sticking out of his head. His species was named after him. 

About the size of a draft horse and he eats like a hippo. He is a Free 

Leaguer and is fanatical about his faction. Chant in the planes says 

that his knowledge of the planes (including Sigil) is enough to put a 

mimir to shame!  He helps the Society out-when he feels like it. Is 

Slider's friend and protector though.  Is not vunerable to physical 

attacks (including groin attacks!) Common Quote: "Did I tell you that 

I'm also fond of Razorvine? The ultimate backscratcher!"-Said to a 

criminal who tried to kill him in a Sigil tavern.

Okay! There you have it! My RPG group! ^_^  Anyone else?

Kadiya Suzanne Randall

Email:  characters@hotmail.com

Motto:  Fiends are like a box of chocolates: You never know what you're 

going to get. Fiends are also like Tomagotchis (Japanese Giga Pets): No 

matter how nice you treat them, you still get what you DONT want. ^_~

Date: Fri, 08 May 1998 19:09:11 PDT

From: "K.J.J. Gibbs" <sansbith@hotmail.com>

Funny Campaigns? What are those?

  Funny campaigns! I've been playing for six years (and DMing for just 

as long) and I had some wacky moments. Let us journey down the river of 

time (a reference for you hardcore DLer's!)...

*Moray the Great*

This one was in old school D&D and later converted to AD&D for an old 

DragonLance campaign years ago. I have him pop up on occation in Sigil 

(where he now lives). First off, his familiar is a chicken... yes, a 

chicken... named Herpie... that's right... Herpie. The first adventure 

with him was the Swamps of Somethingorother... it was an old D&D module. 

Anyway... we were wading in this cave in a swamp, battling goblins and 

whatnot... Justin the Witless (coming later in the tale) was acting like 

a thief (hide in shadows... sneak around... backstab the goblin). Alex 

the Fist (one of my old favorites, a bard) was ripping it up in combat 

and our third member, Moray blasted them with magic missles (and his 

famous "Moray's Electric Blades" which charged all blades in hand with a 

d6 for one shot)... normal dungeon crawl right... try dungeon crawling 

with a chicken. It was a pain. While we would stalk carefully, it would 

inadvertantly spring traps, give away our location to the enemy, and run 

away at inopertune times (it was deathly afraid or rats).  We were 

wading at one point... then we had a wet chicken. By the end of the 

adventure, we wanted a barbecue... Moray shook and jostled the bird to 

dry it off... and made several obscene references... I simply groaned 

and continued to play... Justin (my friend Adam) grabbed the chicken and 

started to strangle it... more obscine refenences... He wound up not 

killing the chicken, and we had a good adventure regardless.

Quote: "Hey guys, do you want to pet my chicken?"

*Justin the Witless*

    He was a half-elven thief from Krynn.  Quite cowardly.  He wasn't 

witless... he just had horrible luck.  On adventure, the same group as 

the above mentioned story (and some other characters, though now this 

was in AD&D) decided to find the tombs of Kith Khan... after tracking it 

down, they went in. I made it a trapfest... It was good... Ah, the days 

of youth... oh the glorious old dungeon crawls... once the got past the 

golems and traps and things (and an observer beholder who took a liking 

to Justin... to his horror) Justin tracked into a room with an enchanted 

sappling in a golden urn.  Nobody knew what it did, but... hey! It was 

probably worth A LOT of steel pieces in Qualinost! Justin headed in... 

between one of the many rows of pillars... he eyed the pillars and walls 

for holes... spat (misted) water around for light activated traps or 

hidden lines... He looked for out-of place looking floor tiles... no to 

the all of them... he failed to notice the small holes in the grout 

between one row of tiles on the floor... poison darts.  He was hit by 

about a dozen tiny darts... in the crotch.  It was (centuries ago) 

leathal... but now... it caused a six hour coma... when he came too... 

they placing him in a grave.  Everyone was quite surprised and Justin 

was henceforth refered to by several rather crude epithets...

Quote: "Guys... Why's that *thing* smiling at me?"

*Some Cleric of Kiri Joleth that I can't Remember the Name of*

   Thirty seconds... the shortest lived character I DMed. My friend 

Flanny decided to join my friend Randy's solo campaign (Sansbith, I 

inherited his character for AD&D, my friend Jonny inherited his Merc (a 

homebrew game) character... I wonder what Randy's up to now... oh well).  

He made a character: a Warpriest of Kiri Joleth. Good 'nuf... 

   Sansbith, parched, strode across the Plains of Dust toward Southgate 

on his eigth day of exile... over the next dune he spotted a figure in 

tattered white robes and an open-faced helm....

   "Hello traveler!" he shouted with a smile at the aproaching figure.

   [Mike wizzened his face into an arogant look...]

   The figure tighted his expression into a stoic frown and raised his 

mace to the heavens...

   "You shall no speakest to me like that, thou foul knave... I am the 

Great Cleric so and so of the Divine Master of the Battle Kiri Joleth... 

I shall strike you down with the POWER OF THE GODS of you speak to me 

like that again!!"

    Sansbith frowned, drew his light crossbow with lightning-fast 

reflexes and shot the berk in the leg and dropped in in agony... He then 

kicked him in the head an robbed him blind.  Sansbith wasn't having a 

good week... he'd been exiled and he didn't need some guy who claimed to 

be a cleric of a lost faith telling him how to talk... He tied him up, 

to his robe and his boots and bid him a good day.

Quote: [See above... that's all he uttered]

*I can't rember It's been years... that was an awesome campaign 

though...*

    Ok this was another one of Adam's (Justin the Witless) characters... 

It was a homebrew (solo) campaign... kind of SJish, but more Planescapey 

Pseudo-science and technomagic... I should convert it to planescape... 

hum... oh well... He was a freelance mercinary... a thief, an assasin, a 

pilot of some merit... he found himself on the planet Quell... rather 

drunk, back from a mission, and wanted by the Drow Armada of the Skydark 

Empire... No having *that* bad of a day... He saw a lovely lady at the 

bar... took her back to his ship... and... he passed out and she took 

all his cash... He was pissed... After searching the galaxy for her, he 

finally was going to get his revenge.  She found out she was staying in 

an inn on the planet of Bloodsea (the "natives" were minotaurs that 

planehopped from Krynn centuries ago).  He strode in... went to her 

room, took out his pistol (I love small arms... I use them in PS a lot 

too) and smiling, asked for his money... she spent most of it and had 

the rest in a bank on Tarania.  He was about to drag her back to the 

ship and help her retrieve her money, when she pulled a gun on him... He 

smiled and told her to give him the gun before he shot her hand off... 

she screamed... her current "boyfriend" started charging up the 

stairs... he was a captain of some influence in the minotaur fleet... he 

was huge for a minotuar and was armed to the teeth... Our hero was a 

rouge... a srawny elf at that... he kicked the door shut, shot the girl 

in the arm (causing her to drop the rifle) and the mintaur crashed 

though the door... he grabbed for the fallen rifle... the minotaur 

nearly took of his head... and he took him down with a critical hit with 

a dagger (to the groin) and a nice hit with the rifle... the marines 

were now after  him... he grabbed the girl and dove out the window... He 

broke a leg and dragged her to the ship and barely got away... The 

adventure just started... he (in the course of getting back in money) 

lost her twice, engaged in dozens of dogfights, played poker with his 

life with one of his old "friends" and pirate captian of some renoun (an 

ogre mage), smuggled rum, outdrank (barely) several dwarves (he drugged 

their drinks of course), was nearly zapped to death by a mutant flying 

snake, had to have his leg re-broken and set by a rather barmy orge 

shamman, had to pain his cool-ass fighter-ship psychedelic green (it was 

black with a huge skull) and hide it in the woods of Divramede with an 

even barmier pot-smoking elven hippie, crawl though several sewers, get 

hit by at least a dozen traps, and many more obsurd ordeals just to get 

his money... he was wanted by the two most militant empires in the the 

galaxy, and he was rather miffed... that was a great campaign.

Quote: "Damnit..." this was said at least once every five minutes.

*Squire Boggs and Tom Violence*

   This one was rather recient (a month or two ago).  This was a 

Changling campaign (hey, I play White Wolf too...).  Boggs was chosen to 

be the leader of the rag-tag band (by the Duke of Beachwood).  He was a 

nocker... he was small, cowardly, whiney, and just plain impossible.  

Tom was a Seelie Red-cap.  He liked to eat things... he ate part of 

Bogg's car... Heh heh heh... Needless to say, the group *did* stay in 

town (as Tom sugested) and ran out screaming... (heh heh heh again)...  

Bryon (a different Bryon than the Moray Brian) was good at acting liked 

a redcap (I LOVE LARP!!!)

Quote (Tom): "Are you SCARED, Boggs?" Said in a low voice (while 

creeping though a haunted theater at night) breathing down Bogg's 

scrwany neck

Quote (Boggs): "Ohhhhhh! G-Guys... We we we don't have to (go down 

there/to that/stay the night here/etc)... *do* we??"

*Fondorla the Barbarian Beast Woman*

   A kender... a cute one... with a name like that... 'nuf said...  

Fondie was a favorite in the group until she left when Matt (Brian... 

the Moray Brian)'s character was killed... they were... close... Matt 

was a human mage... bad thoughts... funny little pike though... 

Quote: "Cut off their arms! Cut off their arms!" They then cut of the 

Bozaks' arms and interragated them (the bozaks not the arms)

*Sythus Willowood*

   This is the PS campaign I'm running now... Sythus is a spell 

filtcher... His life is hell... is best friend is a wanton mage-slaying 

machine (Arthur)... He is a rogue in the best (worst) sense... He 

reciently came to Sigil (after many campaigns on various worlds)... He 

fell in with Sansbith (now a shop owner in Sigil) and his little "den of 

thieves"... who I will get to next.  His is calm, casual, and... rather 

humorous. After being caught inside a Lady's Ward jewelry stole (with 

Hardhead spear-tips at his throat)... "Great! I'm glad you came so fast! 

The thief went *that way*." He would act like this all the time... 

Arthur would just shake his head (he took a portal home when Sythus 

landed himself in jail)... Also everytime he'd see Sansbith's best fried 

Brinn (who was half guardinal) he'd cry "GOATMAN!!!" This was unwise... 

Brinn is cycical, grumpy, 6'5", 250 some pounds of muscle, and rather 

sesitive about his horns...

Quotes: "GOATMAN!" "Yes" (to a question that was not yes or no) 

"Arthur's gonna be pissed..." "I am the Great Sorcerer Magnus -a -um!!" 

He would say this while chanting nothing and cantiping illusionatry 

lightly all over his body... boy would that make the Hive Ward punks 

run!

*Keith, Jon, and Adam (the dumb primes)

   Yes... I'm running a campaign with myself, Jonny (previously 

metioned), and Adam (also previously mentioned)... PS of course... We 

are so pathetic... it's really, really sad... I'm a mage (or learning to 

be one), Jon's a fighter (he's almost 16... he's the young'n), and Adam 

is a Clanless Ninja (Adam is a Martial Arts freak and an eastern weapons 

freak)... we are so incopetant though... I can't stand pain.  I'm also a 

coward. I dress like a young Sansbith (like a roguish, almost fopish, 

merchant) and carry and old rapier, Jon in black leather with too many 

daggers (and has a mowhawk), and Adam... normal Earth clothes... 

kakkis... tee-shirt... sneakers...  He only carries escrima sticks.  

Jon's  flaw is he's a nut... he is chaotic (and now Xaositec!).  He 

loves Limbo... He went completely barmy once (after drinking some really 

bad fiendish liquor) and we had to rehablitate him in Bedlam.  Adam's 

just cynical and... He doesn't think about what he's told... ("open the 

lock, Adam." "Alright"  Starts to kick it... waking up a den full of 

goblins... "oops!")... Damn Ciphers... We are such flawed characters, 

it's funny.

   First adventure that Sansbith (our Master... we're planewalker 

rogues-in-training) took us on, was an old adventure form Dungeon 

40-something called Dovedale... we we almost wiped out by a half-dozen 

goblins... our guide, Petra, had to save the day (and she was a level 

behind us (level 1)). Second adventure: Jon and Adam wanted to learn 

Sasbith's old trade... thieving and prowling... we broke into a weapons 

store (under Sansbith's supervision).  I was on the roof (I barely got 

the store... I'm really clumbsy and we went form roof to roof... I'm 

acrophobic besides!) I was to watch out, and if the owner, chased us, I 

was to drop bricks on his head.  Adam and Jon went in. Jon had a high 

Dex, and was a changed from a thief 3 to a fighter 1 afterwards (I 

allowed it... I hate the 16+ or whatever rule from changing; I was 

fighter 2 (soon to be fighter 3, mage 1); Adam was a ninja 2).  Anyway 

the two were in... the picked the lock... they went into the display 

room... and they knocked stuff over... the quickly went back into the 

corridor and closed the door.  The heard something upstairs.  The saw 

light spilling down from the stairway. Jon made a run for it.  The owner 

(wielding a two-handed sword chased him).  Adam hid in shadows and the 

owner didn't notice him huddled by the door (away from Jon) and chased 

Jon outside...  Adam shruged openned the internal door again and cleaned 

the place out (or at least what he could carry).  The chase then insued.  

Adam and I took the stuff (Adam mostly, and Sansbith (who was hiding in 

the alley), Adam, and I went roof-to-roof back home.  Jon scaled a wall 

(not without being slashed in the calf on the way up) and Sansbith slung 

him over his shoulder to  help escape from the Harmonium (who were now 

running everywere).  Adam slipped of the roof into an alley and we 

thought to his doom (at the hands of the Hardheads) The rest of us 

(after running and hiding) made it safely home.  Adam fell into a pile a 

garbage and was alright.  He casually fled to the portal to Dovedale and 

spent the night (afternoon there) drinking at the inn there (while we 

were running for our lives...).  That was our second adventure... 

Third... after meeting some Sigilian mobsters (and being rather broke 

after buying a small kip in the Cage) we go a job stealing a gate key 

from some a small troope of Baatazu, hinding out in the Hive, plaining 

their next move in the Blood War.  Jon drank that previously mentioned 

"funny fiendish brew" and passes out when we were dealing with the 

Yugoloth mobster. So it was Adam and I (with only a silver dagger). We 

went off.  Snuck in the roof... Adam backstabbed (and critically hit) 

the sleeping sentinal on the second floor. I putted out the stuck dagger 

and finished the thrashing Barabaru off.  I gave him back the dagger and 

grabbed the glave the fiend had.  Down the ladder was about twenty 

sleeping Barbaru... one had a small chest near him.  Adam snuck down... 

toptoed across the room, picked the lock (almost getting pricked by a 

poison needle) and he snagged the key (a sliver mask of a snarling 

Baatezu)... just then Jon shows up... drunk and barmier than a slaad! He 

opens the door (hitting a fiend in the ribs) yelling "HEY GUYS, I'M 

HERE!"  They ALL wake up!  Adam grabs Jon and starts to run toward the 

other doorway (to an open closet).  The key opens the portal there.  I 

jump down and throw the glave into a nearby fiend an the three of us 

escape to Baator... More fun... Enough of that campaign...

Quote (Jon): "Are there any daggers for sale?" or "*giggle*"

Quote (Adam): "Ummm...." or "I don't like this, guys..." or a 4-letter 

word or two...

Quote (Keith): "Hey guys... look at this." or "Never EVER again!!"

   I want to hear more stories from you guys now!

Lord Sansbith Trizath Zargorn D'Manrant, Esq.

aka. K.J.J.Gibbs
Date: Sat, 09 May 1998 11:34:35 +0900

From: caduceus@senet.com.au
Did someone say Familiars?


(Err, sorry about the lateness of this post - I haven't checked my mail for

at least three days, so there you go.)

Did someone say familiars?

Funny you should mention that. :P

I've been working on some ideas for "planar familiars" for some time now,

for an upcoming article for the Mimir (Jon knows what I'm talking about). I

was thinking about the find familiar spell in the planes and came to the

conclusion that the spell probably wouldn't work very well in Sigil - I

mean planar wizards in the City of Doors should have better familiars than

just a toad, weasel or cat (all pretty boring in my view anyway and liable

to last about 3 seconds on the planes).

So what comes running when a find familiar spell is cast in the Cage? 

Probably nothing actually - the spell itself is designed for small, normal

animals of which there are likely only a few in the city (apart from the

odd Prime cat, weasel or toad - *yawn*). However, there a lots of

interesting little planar beasties that might make suitable familiars, but

that the existing spell probably wouldn't be quite powerful enough to

attract. (So I invented a modified version "Summon Sigilian Familiar" which

should be appearing soon on a Mimir near you...)

I considered the following creatures suitable within Sigil(based on what

books I had lying around) and are working up the guidelines for them: 

Astral Streaker

Aoskian Hound

Chaos Imp

Cranium Rat 

Executioner's Raven

Ethyk

Gear Spirit

*Scarling

*Sigilian Pigeon Flock

*Tiefling Cat

"Special" Familiar

I know cranium rats sound a bit weird, but I thin I have an interesting

idea for that. Chaos imps and Gear spirits should be laods of fun.

Scarlings are detailed in the Mimir.Net Monstorus Appendix. Sigilian Pigeon

Flocks will be appearing there soon as well (not actually as stupid as you

might first think). Tiefling Cat is the name I use to describe any small

plane-touched animal found in the planes - a virtually limitless source of

ideas and  creatures if you modify the appearance and characteristics of a

more common prime animal such as a weasel, toad, etc.(I haven't got PS

MCIII yet, but I suppose the description someone gave about the end part of

that is similar in idea - sort of like animentals, except for the Outer

Planes).

"Special" familiar refers to things like the standard imps and quasits but

I thought you could include lantern archons (anyone know their HD BTW? - I

can't seem to find it), kopdragons, ratatosk (more of a companion

actually), possibly wastrels and simpathetics and the golden bat for the

Mimir.Net Appendix. These special familiars would grant slightly different

abilities than "standard" familiars, similar to the level increase and

telepathy enjoyed by imp or quasit masters.

For example: Lantern Archons

Lantern archons aid their summoners willingly, accepting the caster as

their chosen companion. However, they will not obey commands in conflict

with their alignment. The lantern archon will act primarily as a guide and

source of inspiration to the wizard, preferring counsel over direct action

but will not hesitate to defend their companion or interven against threats

to their cause and the Mount. A wizard blessed with the company of a

lantern archon also gains several benefits in addition to the standard

powers gained for a special familiar. When within telepathic range of it's

chosen companion, the lantern archon can confer a permanent protection from

evil, 10-foot radius around its companion. Lantern companions are also able

to employ the archon's tongues ability at will. Lantern archons choose to

accompany only those summoners of lawful good alignment and expect their

companions to be virtuous, honourable and uphold the ideals of Goodness and

Law. Lantern archons accept minor transgressions as apart of their role as

guides and teachers, but continued behaviour in opposition to their beliefs

will drive them to abandon or confront their wayward companion. An unworthy

wizard abandoned by a lantern archon suffers the same penalties as if the

lantern archon had been slain. 

I thought about hollyphants but they are way too powerful to be familiars.

I think mephits are a bit too tall (they're actually 5' according to PS

MCI) and have their own niche in the planes already. Hellcats I hadn't

thought of because I can't find their description anywhere in my files.

Sunflies are an excellent idea, whoever thought of that - I was wondering

whether to include them or not. I've only skimmed a bit of PS MCIII but I

suppose Fire Bats and Fundamentals could be appropriate as well. (I haven't

included any Inner Planes creatures because I don't have this source and

thought I'd concentrate on the Outer Planes first).

Anyway, I'm still working on all that, but was reminded that I need to

finish it by all the interest in the Wizard's familiar thread. Well enpough

ranting from me now.

Comments anyone?

Jarkman

P.S. Other sources of information on familiars/wizard companions for those

who are interested:

DRAGON #147 "Getting Familiar" (not very useful, available from TSR web site).

DRAGON #228 "Greater Familairs of Faerun" (quite interesting take on normal

animal familiars and less common monsters, surprisingly generic)

DRAGON #246 "The Wizard's Companion" (about variant homonculi)

The DUNGEON CRAWL Adventure "Maddgoth's Castle" (has "greater homonculi" and is a very weird adventure to boot, probably easily adapted to PS).

The "Summon Necromantic Familiar" in the Cult of the Dragon Accessory

The option of Underdark familiars in FOR3 "Drow of the Underdark"   

Date: Sat, 09 May 1998 00:23:50 -0500

From: Firebomb firebomb@home.com
 Alignmental Familiars (part 1)


Severion8 wrote:

> Please do, and post it.

> Severion

> seeker of penitence and truth

Okay, that's two requests, so I'll get on with it.  This article, Familiars With a Special Use, details a special familiar for each and every alignment.  The article divides familiars into two basic types: natural and supernatural.

Natural familiars are those summoned 95 % of the time by the find familiar spell; cats, bats, rats, or whatever.  Now, that other 5 % of the time, you get a supernatural familiar; this used to be the imp or quasit, as I'm guessing (or 'special').

To keep this in a Planescape context, one could make a variant of the Dark Familiar spell to attract one of these beasties specifically.  If you're a lawful good mage, for instance, why wouldn't you want a special familiar of the same alignment?

Anyhoo, supernatural familiars are granted when a mage attracts the attention of his deity (or some such), or one of the same alignment, at the very least.  This power sends one of his least minions to guard and guide the mage, to ensure he properly champions his alignment.

(this is all 1st Edition stuff, though, so you can probably disregard all this at your leisure; probably, at any rate).

All of your supernatural familiars share these basic characteristics:

Frequency:  very rare

No. Appearing:  1

Armor Class:  2

% in lair:  nil

Treasure Type:  Qx3, or X

MR:  25 %

Size:  Small (no larger than 2 1/4 feet tall)

Psionics:  n/a

These familiar creatures all share these common powers:

Can use any wand usable by any character class.

Regenerate at 1 hp per round (even regrow lost parts eventually).

Immune to Cold and Electrical attacks.

Immune to weapons of less than +1 enchantment.

Save vs. spells as a 7 HD creature.

Invisibility at will, per the spell.

Can Detect Magic and Detect Good / Evil as can a 7th level wizard.

Knows it's own Alignment tongue.

Can grant one level of _effective_ experience, and it's MR, to the

wizard it hooks up with, if he's faithful to his alignment (DM

discretion).

Can effectviely Commune with the mage's power once a week, on the mage's

behalf.

They also share these common weaknesses:

Turned as a 'special' undead by priests, if priest is at least 8th level.

Affected by Holy or Unholy water (if applicable).

Extraplanar, and subject to planar banishments and such.

Familiar's death causes mage to lose four levels, unless familiar is

brought back from the dead with a wish or some other magic.

Yes, they're powerful a lot.  But I didn't make 'em up.  Really!

Anyway, I'll get to the specific types here shortly.  Promise!

- - Firebomb

'ruining it for everybody'

Date: Sat, 09 May 1998 00:50:22 -0500

From: Firebomb <firebomb@home.com>

Alignmental Familiars (part 2)

the Galadur

Familiars of good, these entities are believed to be lesser forms of

devas.  These thingses are thought to be a natural counter part of the

fiendish familar types (Imps, Quasits, and Nurxes).  Galadur share these

powers:

produce light:  in a 10' radius, this light is equivalent to that shed

by a magical item's shed light ability (um).  This light don't interfere

with infravision or ultravision (see - 1st ed).  once/day, the galadur

can use it for a sunburst (per wand of illumination).

undead suffer 2d6 damage per turn (w / a save v.s. spell for half dam).

continual darkness can negate this nimbus of light.

Magic Resistance:  extra 25 % MR versus one type of magic:  fear,

illusion, or control.  can also grant this extra resistance to someone,

if they like.

Ultravision (at will).

Immunity to nonmagical fire, half resistance to magical fire.

charisma and dexterity of 16.

Teleperan

hailing from Arcadia or Mount Celestia, the teleperan can take the form

of a human child, a hawk, a mouse, or a dog on the prime.  can also

magic missile once a day.

They are like paladins in mindset, but Arcadian Teleperan value law over

good.  their natural forms are those of small humans, impossibly

beautiful, with golden pink to golden brown skin, golden hair, golden or

amber glowing eyes, and pure white wings.

Glissan

hailing from Bytopia, Elysium, or the Beastlands, the Glissan can

manifest on the prime as a human child, songbird, seagull, or miniature

unicorn.   Can cast sleep once per day, affecting even those folks

normally resistant to such (they save at +2, though).

50 % MR versus phantasmal force spells.

Glissan are slim and delicate features, with opalescent skin and large

blue eyes.  have silvery hair that forms a halo about their eyes, and

silvery white wings like a swallow's.

Baltir

hailing form Arborea or Ysgard, the Baltir manifest on the prime as a

human child, a cat, an otter, or a miniature lion.  They are immune to

magical controls of any type, and can make a body extremely intoxicated

once per day.

If already intoxicated (or having drank at all), this will cause the

target to fall into a coma until neutralize poison is cast on the target

(or he recovers from extreme drinking as per normal).

Baltir appear as muscular humans (if only 2' tall), with flat faces and

tufted, pointy ears.  covered in short, glittery fiery red fur, broad

wings and a lion-like mane, and have almond shaped eyes (typically green

or brown in color).

- - 

Okay.  That's the good ones, paraphrased a lot, in a nutshell.  I'll

send out the other four (Imps and Quasits are covered elsewhere)

tomorrow, okay?

- - Firebomb

'ruining it for everybody'

Date: Sat, 09 May 1998 13:55:52 -0500

From: Firebomb <firebomb@home.com>

Alignmental Familiars (Part 3)

Lomendur

Familiars of the planes of balance, the Lomendur all share these common

abilities:

Infravision (and Ultravision), with a 6" range (1st ed measurements;

don't honestly know the translation.  sorry!).

Immunity to Acids, Alkalis, Normal Fire, Poison, or Petrification.

Half Damage from magic fires.

Immune from attacks from plants or animals, unless the familiar attacked

first, or they are charmed or summoned.

Immune to non-magic, non-stone weapons (see individual Lomendur for

more).

Swim at walking or flying rate.

Dexterity 15, Charisma 13.

Tabur

hailing from Mechanus, the Tabi manifests as a large hawk, a badger, a

dog, or a hare on the prime.  It can use weapons, but prefers to strike

bare handed for 1d3 damage per hit (due to a monk-like knowledge of

anatomy).  Can stun or even Kill a target as can a 1st level monk (1 %

chance @ AC 7, plus 1 % per grade of AC less (to max of 4 % @ AC 10)).

A Tabur can also dodge missile fire as can a monk.

A Tabur are immune to non-magical weapons, or those not made of white

flint.

Can hold person once a day, as can a 2nd level cleric (affecting any

eligible person within range).

Can feign death once a day, for up to 14 turns.

Tabi are devoted to law and little else, thinking good and evil

irrelevant.  In their natural forms, Tabi look like small white marble

statues, with perfectly symmetrical features and proportions.  They have

white hair to match their skin tone, and appear to have pools of mercury

for eyes.

Orrek

On the prime, orrek manifest as a salmon, a large owl, a fox, or a

sqiurrel.  in it's natural state, the orrek can burrow through soil or

rock as can an umber hulk.  They have these powers:

can assume gaseous form once per day, for up to 4 turns (not affecting

anything the orrek is carrying), in its natural form.

can also trip, summon insects, or produce flame once per day each.

only harmed by non-magical or greenstone weapons.  Greenstone being an

inferior form of jade, apparently, fashionable into weapons (?)

Orrek are devoted to balance and balance alone; they think chaos is

foolish, law is pretentious, and good and evil are simply a waste of

time.  In their natural form, they appear to be human (if 2' 3" tall),

though are squat and muscular.  It's hands are tipped in huge,

retractible claws, and are covered with a soft gray fur.  Orreks are

usually pleasant (if simple) in demeanor.

Quark

it's hard to peg the sole appearance of a quark on the prime, as they

constantly utilize a limited form of shapechange, allowing themselves to

imitate any size s plant or animal at will (minimum size of a housefly).

They also appear as inanimate matter, such as water, sand, or stones.

They can't imitate non-natural or extraplanar creatures, though.

they can cause confusion, per the 2nd level druid spell, to one

creature, for two rounds, once per day.

only harmed by magical weapons, or those carved of obsidian.

Quarks hate order, and obey it only at their leisure.  Like Tabi, they

see good and evil as irrelevant.  In their natural state, quarks appear

to be humans with silvery skin, with tangly, fuzzy hair that looks like

a 'dandelion gone to seed'.  They have glittery, butterfly-like wings,

which change color daily (or even hourly).  They have a sort of charming

aspect to their chaotic personalities.

Part 4 coming up!

- - Firebomb

'ruining it for everybody'

Date: Sat, 09 May 1998 14:18:01 -0500

From: Firebomb <firebomb@home.com>

Alignmental Familiars (Part 4)

the Burzugdur

these evil familiars share these powers, in addition to those common to

all supernatural familiars:

infravision (6" range).

immune to fire (magic or otherwise).

immune to nonmagical weapons, or those made of special materials (cold

iron for Quasits, silver for Imps).

venom (each described individually).

Charisma 8, Dexterity 14.

Nalg (called a Nurx previously by me - sorry)

hailing from Gehenna, the Gray Waste, or Carceri, Nalgs take the form of

a stirge, horsefly, poisonous snake, or weasel on the prime.  As a fly,

the Nalg can fly at 18", and has a painfully annoying, but damageless

bite.  It has these special abilities:

Claw / Claw / Bite routine (1pt / 1pt/ 1d3); bite is poisonous - save or

be blinded for 2d6 rounds.

Can bite to drain blood; lasts until 12 hp of blood are lost, or the

nalg is detached from the drain (by its choice or its death).

Can make use of Phantasmal Force once per day.

Can be harmed only by magical or nickel alloy weapons.

The Nalg appears as a small, hairy creature clawed hands, froglike legs,

and two-toed, webbed feet.  has a foxlike muzzle filled with pointy,

razor sharp teeth.  has dirty pink flesh and sickly, yellow eyes, and a

skeletal look to it (unless it's just recently ate a lot).

Okay.  That's all of 'em, paraphrased for your convenience.  I don't

recall which dragon these came from (the cover... went away, along with

the first couple of pages), but my best guess is # 86.  I'm not sure,

though.

Also, here's the individual 'statistics' for these creatures:


Telepran

Glissan


Baltir

Move: 
12" / 30 " / 15"B
15" / 24" / 18"A
9" / 27" / 21"B

HD:
2+3


2+1


2+2

#Att:
2


2


2

Damage:
By weapon

By weapon

By weapon

Intel:
very


very


high

Align:
LG


NG


CG

Size:
s 2 1/4' tall

s 2 1/4' tall

s 2' tall

lvl/xp:
v / 305 + 3 / hp
v / 305 + 3 / hp
v / 305 + 3 / hp


Tabur


Orrek


Quark

Move:
15"


9" (1"-6")

9" / 18"A

HD:
2+3


3


2

#Att:
2


2


1

Damage:
1d3 / 1d3 or by weapon
1d4 / 1d4 (claws)
by weapon type

intel:
average


very


average

align:
LN


N


CN

Size:
S 2 1/4' tall

S 2' tall

S 2 1/4' tall

lvl/xp:
V / 275 + 3 / hp
V / 290 + 3 / hp
v / 315 + 3 hp


Nalg

Move:
9" / 21"

HD:
3

#att:
3

Damage:
1 / 1 / 1d3 (w/poison)

Intel:
Low

ALign:
NE

Size:
S 2' tall

Lvl/xp:
V / 325 + 3 / hp

Okay.  that's about it.  familiars from every alignment, that are big'n

bad just like imps and quasits.  Hope you liked, and hope you can find

the dragon they came from.  Thanks for yer time!

- - Firebomb

'ruining it for everybody'

Date: Mon, 11 May 1998 11:51:35 -0700

From: Greg Jensen <gjensen@mail.wsu.edu>

Evil characters 


I've come across this debate many times before.  Personally, I don't like

evil characters.  In my experience, players who advocate evil PCs tend to

be immature power-gamers who ruin the game for everyone else without even

realizing the trouble they're causing.  AD&D is heroic fantasy, and there

really is nothing heroic about evil characters.  Evil characters are likely

to turn on the party, or they may act together out of mutual self-interest.

 There are a few cases when evil PCs will work.  Here are basically the

ways I can think of that an evil PC can exist:

1) Redemption.  The evil PC grows, becomes aware of the consequences of his

evil actions, develops a sense of empathy, and tries to correct his past

mistakes.  The change can be magical (i.e. a Helm of Opposite Alignment) or

a natural psychological process.  I even have an entire character class

specifically designed for this scenario (the Blood Warrior).  The best

example of a redemption scenario I can think of is Xena.  She used to be an

evil villain, but has since seen the error of her ways.  Mad Max quit being

a ruthless mercenary by the end of the Road Warrior.  I'm sure I could find

other examples if I looked hard enough.  This can be a very rewarding

role-playing experience, not only in spite of the problems it can cause,

but because of them.  The PC will have made many enemies when he was evil,

and many of them will seek vengeance.  Good NPCs will still distrust the

PC, not quite sure he has turned over a new leaf.  Old allies, possibly

with information they can blackmail the PC with, will continue to try and

tempt the PC back down the path of darkness.

2) Anti-hero.  In a local used book store, I found something incredibly

cool:  an old copy of Deities and Demigods with the Cthulhu and

Melinboanean mythos.  At $50, it was a bit out of my price range, but I

thumbed through it anyway.  I was surprised to see that Elric was listed as

being CE in alignment.  Now, I've never read any of Moorcock's books, so I

can't tell you whether or not I agree with this.  However, it seemed

strange that the "hero" of the series would be of an evil alignment.  The

text justified this categorization by saying that Elric believed the evils

he caused to warranted under the circumstances, and that he fought even

greater evil.  That's pretty much the description of an anti-hero.  So I

suppose evil anti-heroes are possible if they are fighting other evil

people we love to hate.  The character Rorschach from The Watchmen is

another good example, as is Snake Plisken from the Escape From (city of

choice) series.  There are a few problems with evil anti-heroes, however.

Neutral PCs seem such better suited to be anti-heroes, as they really are

between good and evil.  With evil anti-heroes, it seems their darker side

will win in the end, or else they will change to a less malevolent alignment.

3) Villain.  Sometimes a PC actually can play the antagonist.  This can be

a fun role to play, as any DM can tell you (as they normally play the "bad

guys").  Villains can be interesting.  Many people like the Joker more than

Batman.  Truly good villains must be distinguished from petty thugs and

bullies (which the following two categories consist of), however.  They

have style that those crude evil people lack.  In fact, villains can often

seem like anti-heroes, as they probably have as much tolerance for common

thugs and bullies as a paladin does.  Take, for example, the old Tales from

the Crypt style horror comics.  Almost always, the evil monsters were

attacking people who seemed to deserve it.  The evil plant from Little Shop

of Horrors killed the sadist first.  The evil schemes of the villain go

beyond merely pushing people around, and that almost endears them to us.

We often go to movies to see the villains, not the heroes.  However, as

much as we love watching the villains, we love to see them fail.  This is

the problem with playing a villain:  don't get too attatched to the

character.  We love seeing the Joker hatch his diabolical plans, but we

still hope that Batman will swing in and save the day at the last possible

climactic second.  If we didn't, it wouldn't be heroic fantasy, but

sadistic fantasies.  DM's create evil characters knowing that they will be

defeated in the end.  Sure, they may survive to rebuild their evil empire

and challenge the heroes again, but they are doomed to failure.  Such

should also be the case with villain PCs.

4) Hack-n-Slashers.  This is by far the most common sort of evil PC.  Many

people, usually the more immature types, truly see the "goal" of AD&D is to

"win."  To win, you have to get as much experience points and treasure as

possible.  This means you have to kill and rob as often as possible to win.

 If you have a good alignment, it can only get in the way of this goal.

Every time you try to kill an orphanage and take their mortgage, that pesky

DM is going to call for an alignment change.  So why bother?  Just be evil,

and then you can get away with anything.  This is the line of reasoning

used by these individuals.  Anytime you hear someone say "evil gives you

more freedom," beware.  This is the only scenario that evil alignment gives

you more freedom.  This can work in a purely competitive game, then.  For

instance, I have played evil characters in Talisman without it really

interfering in the game.  However, if you are looking for any kind of

actual role-playing, it won't work (Talisman really isn't a role-playing

game).  Killing and robbing everything in sight really isn't a rewarding

role-playing experience, and gets real boring real quick, unless you have...

5) Sadistic fantasies.  Unfortunately, this often goes along with #4.  I

have actually heard people justify role-playing evil characters to "get

these evil desires out of my system."  First of all, for those of us who

don't wish to play out your sadustic fantasies, there is no fun at all.  I

have to question how much this will "get it out of your system," too.  It

may just whet your appetite.  Instead of a role-playing game, I would

suggest some therapy and/or medication to deal with this problem.  Many

people like to unwind and work out some normal frustration in the game, and

this is normal.  But some people try to take it to a new extreme, revelling

in victimizing others (even if their victims are imaginary).  It's people

like these that make me wonder momentarily if all the fundamentalists and

alarmists weren't right about D&D after all.  Fortunately, I think this

last category is a rare exception.  However, they do exist.  This

definitely has no place in heroic fantasy or civilized society.

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Wed, 13 May 1998 21:07:15 +0200

From: Eucep <eucep@cybergate.nl>

Goldzilla and the Zarathons, new beings.

Ok people, thanks to Avi I got a great idea about creating a new being,

Goldzilla. I also included another being I created. Enjoy.

Zarathon

Climate/Terrain:
Arborea/Outlands

Frequency:

Very rare

Organization:

Solitary

Activity Cycle:

Any

Diet:


Vegetarian

Intelligence:

Low (5-7)

Treasure:

See Below

Alignment:

Neutral

No. Appearing:

1

Armor Class:

-8/-2/2

Movement:

1

Hit Dice:

61-80

THAC0:


4

No. of Attacks:

1/2 rounds and 4 optional

Damage/Attack:

20d6 or instant death to anything Giant or smaller

Special Attacks:
shake, summoning

Special Defences:
Immunities, large P or S weapons of +2 needed to hit

Magic Resistance:
10%

Size:


Gargantuan (1-2 miles long)

Morale:


Fearless (20)

XP Value:

50.000 + 1000 per additional HD over 61

Hardly anyone has ever seen a Zaratan, even fewer have ever seen a

Zarathon and knew they saw one. At first glance the Zarathon will look

like a large hill and on closer inspection it will still look like one.

Only when it wakes up and starts to move does it become evident that it

is a living being. If it were to shake of all the rock and sand that

cooks up on it's skin over the eons it sleeps it would look like a

Gargantuan Euoplocephalus an dinosaur of the same family as the

Ankylosaurus. This is precicely what it is, it is in no way related to

the Zaratan. It's name comes from it's similar behaviour and appearance.

They communicate with a form of telepathy to any being.

Combat: NO THINKING BEING will ever attack a Zarathon if his life meanst

something to him! In combat the Zarathon is devastating. For lesser

nuisanses the Zarathon will simply crush the attacker under his foot if

he hit's him. For those not on the ground, but in the air he has his

tail ready to do a gigantic blow against the airial combatant. If the

attacker would survive the blow he has to make a saving throw versus

Breath-weapon to see if his spine hasn't broken, ailure means

paralization. For those on his back have to make dexterity checks all

the time or they have fastened themselves to something on the Zarathon's

back. But noone can cast spells or anything of that difficulty when the

Zarathon is moving. After five rounds it will simply roll over it's back

and anyone on it is dead or he is in a fluid form. For beings which can

only be hit by magical weapons treat any attack as a +5 attack.


Against larger groups of attackers has a resently awake Zarathan

another surprise. It can shake off the rocks on his back which will vary

from little pebbles to huge 5000 lbs boulders.


The last offencive of the Zarathan is that he can summon the Dinosaur

Lords, the Dinosaur version of the Animal Lords (Ankylosaur Lord,

Ceratopid Lord, Carnosaur Lord, Nodosaur Lord, Stegosaur Lord,

Pachycephalosaur Lord, Psittacosaur Lord, Hadrosaur Lord, Iguanodon

Lord, Hypsilophodontid Lord, Sauropod Lord, Brachiosaur Lord, Diplodocus

Lord, Segnosaur Lord, Tyrannosaur Lord, Dromaeosaur Lord, Saurornithoid

Lord, Theropod Lord, Coelurosaur Lord, Ornithomimosaur Lord and

Oviraptor Lord. This are all real names.) 1d8 of them will respond with

a 80% chance of succes, they will arive in 2-3 rounds. He can try this

3/day.


The back, sides, head, closed eyelids and tail are AC -8, the belly and

the inside of the legs are AC -2 and the eyes and bodycavities are AC 2.

Above this comes that only long weapons of +2 enchantment can try to

pierce the rocky skin of the Zarathan. It's immune to fire and magical

fire, electricity, cold and to the spell Shrink (the opposite of

Enlarge).

Habitat/Society: Loners they are indeed. Like the Zaratan the Zarathon

lives for millenia or even longer and most of that time, 99%, does he

sleep. Nothing is known about the contact between individual Zarathons.

Even the reproduction is unknown, though it is suspected that they do

not reproduce, but are created somehow probably by a power.

Ecology: During their long sleeps they turn into hills due to the sand

and rock on them. Whole villages and towns are built on them. This

doesn't wake up the Zarathon unless they start to dig

into the rock. Some of the younger who sleep less have villages as well,

these moving villages are generally inhabited by nomads who call the

Zarathons Walking Lands.


The forbidden Plateau in the Beastlands is suspected to be an even

larger Zarathon of at least 1000 HD and must be millions of years old by

the few Sages who know about the Zarathon and the Plateau.


Fact is that though they are very rarely encountered awake, there must

be a load of them. Probably does every Planewalker see at least one in

his life though doesn't know it.


As Zarathons sleep without breathing air through their nose or mouth,

but through their skin their nose is sometimes used by cavedwelling

beings up to the size of an adult Dragon.

Goldzilla

Climate/Terrain:
Outlands

Frequency:

Unique

Organization:

Solo

Activity Cycle:

Any

Diet:


Omnivore

Intelligence:

Godlike (25)

Treasure:

5F

Alignment:

Neutral Good

No. Appearing:

1

Armour Class:

-12

Movement:

18, Fl 48 (A), Jp 3, Sw 12

Hit Dice:

56+12 (460 hp)

THAC0:


1

No. of Attacks:

4

Damage/Attack:

24d12+12/2d20+16/2d20+16/4d12+16

Special Attacks:
Spellcasting, breathweapon

Special Defences:
Immunities, +5 weapons needed to hit, regenerating

Magic Resistance:
85%

Size:


H (40' tall, 60' long)

Morale:


Fearless (20)

XP Value:

None, see below

Stats:


STR 25, DEX 20, CON 25, INT 25, WIS 25, CHA 24

Goldzilla is a unique being guarding the Mousoleum of Chronepsis. He was

found by Io on the Prime and send to Chronepsis to help protect the

hourglasses standing there, especially against other Dragons. He is a

greater-titan sized being of superhuman qualities. His general features

are human, but he sports general traits of a Gold Dragon. Large wings as

those of a Gold Dragon are covered on their main "arm" by pure white

feathers. His tail is very long and thin, but very powerfull. His skin

is tainted with gold, his hair is pure gold and his eyes are white gold.

Combat: He can not be surprised. He is immune to all weapons save +5 or

higher enchanted weapons, level-draining attack from any source, charm,

confusion, death spell, domination, feeblemind, hold, imprisonment,

magic missile, trap the soul and to any fire, gas, poison, cold,

electrical, petrification. When he is angry any evil being who meets his

gaze is stricken by fear and blindness, if it is a non-evil or evil

being of more than 8 HD the effects only take place if they fail their

save. Three times a day he can summon 1-2 phoenix with a 75% chance of

succes. If reduced to 80 Hp there is a 50% chance + 5% per Hp lower than

80 to 100% at 70 Hp, that either the Avatar of Chronepsis (70%), Bahamut

(20%) or that of Io (10%) appears to aid Goldzilla.

He can cast priest and wizard spells at 20th level with major access to

all spheres. He has the following spell-like powers: advanced illusion

(1/round), aid, alter self (1/round), animal summoning II (1/round),

animate object (3/day), antipathy/sympathy (3/Day), astral spell

(1/round), augury, bless (1/round), chain lightning (12d8, 1/round),

charm person or mammal (1/round), color spray (1/round), commune with

nature (1/round), comprehend languages, continual light (1/round),

control weather, creeping doom (1/day), cure light wounds (1/round),

dancing lights (1/round), detect (any), dispel evil, dispel magic,

Drawmij's instant summons, earthquake (3/day), ESP (1/round), eyebite

(1/round), finger of death (1/day), fire storm (1/round), heal, hold

person (1/round), hold monster (1/round), hold undead (1/round), holy

word (3/day), imprisonment (1/day), improved invisibility, infravision

240' (allways active), know alignment, levitate (1/round), light

(1/round), luck bonus (1/day), mass charm (1/round), meteor swarm

(1/day), mirror image (1/round), pass without trace (1/round),

permanency (3/day), phantasmal force (1/round), produce fire (1/round),

polymorph any object (1/round), polymorph self (3/day), power word (any

variety, 1/day), prismatic spray (1/day), triple protection from evil

(80', acts as double minor globe of invulnerability and double

protection from normal missiles, allways active), quest (1/day), read

magic, remove fear (1/round), remove curse (1/round), restoration

(1/day), resurrection (3/day), shape change (3/day), shield (1/round),

speak with animals, speak with plants (1/round), summon insects

(1/round), symbol (any variety, 3/day), teleport without error,

telekinesis (1/round), time stop (1/day), vanish (3/day), wall of force

(1/round) wather breathing, whispering wind (1/round), wish (1/day),

prismatic spray (1/round). Powers without how often the spell can be

cast have no limits on how often to be used.

His own attacks consist of his breathweapon like a Gold Dragon, a cone

of fire, for 24d12+12 dmg 3/day. Secondary he can use his strong

fist/claws to do 2d20+16 each, this attack if he chooses has the same

effect as a sword of sharpness or a vorpal sword. Third he can use his

long tail to sweep away any being near him, in effect anyone in a 15'

radious on the ground is hit unless they can jump over the tail which is

at ground level 3' thick at most.

Habitat/Society: There is no other being who has the same origins as him

and thus he is unique in the whole planes. He is related to Gold

Dragons, Titans, Solars and Tulani as he is all of them. A team

consisting these beings once was on the Prime Material World of Urigan

for a mission. That's all he remembers, the next he remembers was that

he was found by Io. Io found them inside a large piece of ice. Since

then he guards the Mousoleum of Chronepsis with his life against

invasions.

Ecology: Immortal as he is he can live from anything he consumes. He is

normally in slumber, but he comes into action whenever needed. If he

truly were to be destroyed and the Avatar which has been sent the Power

represented by the Avatar will appear himself. This is why there is no

XP value for him, otherwise if you want to just add the total of: a

Great Gold Wyrm, a Solar, a Tulani and a Titan of max Hp.

Date: Thu, 14 May 1998 13:45:23 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

another new Abyssal Lord

 Here you Go folks another new, evil Tanar'ri (Demoness) Lord

 QUEEN LILTIH


Climate:Abyss

Frequency:Unique

Organization:Planar Ruler

Activity Cycle:Any

Diet:Carnivore"souls"

Intelligence:Genius"19"

Treasure:U,Z,W,V,Y,Z

Alignement:Chaotic-Evil

Armor Class:-9

Movement:14

Hit Dice:67 HP:477

Thaco: 3

# of Att: 4

Special Att:Spells / summon Tanar'ri(demons)

Special Def:Immunities of Tanar'ri

Magic Resistance:67%

Size: 7.5' tall

Morale: Fearless(19)

XP Value: 68 000

att Dam:see below

 Queen Lilith a Tanar'ri Abyssal Lord whom in the past was a upper Planar

Power   long ago when there was a group of Clestials who watched over the

the outer planes like great overpowers. Amongst this group was Lilith the

maiden of strength and power. She was one day ordered to to do a task she

did not like and refused. Soon after she commited a great crime and gained

forbidden knowledge. And for this Crime Lilith was demoted from Godess and

transformed into a Tanar'ri form and sent to the Abyss. Upon her arrival to

the Abyss she found herself within the Abyssal Realm of Kingu.

  However Lilith was still in Tanar'ri form a esquisit bueaty. She appears

as a very good looking woman. Her only Tanar'ri Traits are her Bat like

wings razor sharp teeth and nails.  Since Lilith had consumed secret

knowledge she was  able to quickly overcome the Abyssal Lord Kingu whom one

day consented to hand over his Abyssal reaml to Lilith.

 She had now chosen the Title Queen Lilith of the Abyss. Some time later

She decided to expand her Abyssal Domain by aquiring the Abyssal Realms of

Pelor, Mummu, Polteck, Nergal, Zama and Yeda.

 However all of these Abyssal Lords refused to surrender ,so she went to

War against them all. Her armies were swift and furious , destroying all

whom were opposing her. The first Abyssal Realm to fall was that of the

Aybssal Lord Polteck. His entire Abyssal Realm was laid to waist, and he

himself  was drained by Lilith. All of the other Abyssal Lords against

Lilith had now seen her strength and submited to her all of their Abyssal

Realms and were forced to accept Lilith as their Queen, or were to be

destroyed.

 Fist Abyssal Lord to gain her Favor was Pelor whom she crafted a Crown of

Sunstones. With this Crown the Abyssal Lord Pelor was charged to bring to

light the schemes and forces at work within her Abyssal empire. For many

years the Abyssal Lord Pelor served his Queen as the bringer of light. But

the Abyssal Lord Pelor still was furious over the day the Abyssal Empire of

the Tanar'ri Queen Lilith came into being. 

 Worst the day Pelor and the other Abyssal Lords had defeat to Lilith she

crafted for all  magical bands of domination that kept them imprisoned in

their own Abyssal Realms. Thanks to his mask of loyalty to Lilith The

Abyssal Lord Pelor had time and freedom to devise a way to destroy the

magical bands of Dominaton of Lilith. In fact it was his work discovering

plots against Lilith that the artifatct Swords Uggrazz and SwaD'Wi were

found with which he made his escape from Abyssal Empire of Lilith to the

Gray Waste.

 Combat: Lilith a very crafty combattant. She enjoyes seducing her

oppenants into surrender or worse with her magical charms and persuations.

Her voice can seduce a victim if he or she fails a saving throw vs death.

If the victim fails they will be mesmerised by her charms and beauty, and

she will then drain their life force with a kiss, capable of absrobing

souls from foolish mortals. She also carries a magical net of entrapement.

This magical barbed net can entrap any being that it strikes doing double

dammage against males,otherwise doing 1d6+4dam per round until freed. Her

other method of attak is with her hands (1d8+12 each)and save vs poison or

die. She also has the option of using spells since she is considered a mage

of 17th level for spell casting purposes.

Allies and ressources:Upon many Prime Planes Abyssal Queen Lilith is being

worshiped as a Godess of woman's strength and independance. In Fact upon

Oerth there is Cult of Warrior Maidens in Hardby whom revere Lililth and

advocate her stance of woman's superiority. On Toril in the Shining South

rumours persist of a secret coven of Witchs whom worship Lilith. While on

Mystara in Karmaikos a small enclaves of Lilith cultits have begun to make

noice for the goverment of that region. At will Lilth came gate(65%) in

four greater FiendMaidens.  

Plots and Goals: Queen Lilith seeks to discover the exact whereabouts of

the traitor Abyssal Lord Pelor. She realises he is within the Gray Waste

but can not divine where. She Knows he has a connection to his old Abyssal

Realm from his new one within the Gray Waste but can not see how he does

such a thing.  This infuriates Queen Lilith to no end. She sends out loyal

forces to seek out the secret realm of the Abyssal Lord of Pelor within the

Gray Waste. Thus far she has had no success at finding the secret realm of

Pelor.

 She also has designs upon expanding her Abyssal Empire with the Abyssal

lands  controled by Grazz'zt and Panzuriel. As for the Prime she considers

it a place to gain ressources for her goal of conquest in the Abyss.

 Well there you have it, my take on the Abyssal Queen Lilith, Flammes?

Comments?---------------------------------------------------------------Roland

"Proxy Scion Herald of the Demon Lord Pelor"

Date: Fri, 15 May 1998 23:19:56 +0200

From: eucep <eucep@cybergate.nl>

new sect, Goodness Recruiters

Goodness Recruiters Sect

(The Dogoodies, Fiendlovers, the Barmy Angels)

Sect Phliosophy: Noone has to be evil even if he is native to some place

that is evil. This goes for everyone and anything. Everything has the

potential to be good and it's the Recruiters task to help along. If good

people can sometimes go mad and do evil, how couldn't it be possible

that it isn't vice versa?


In the icy cold regions at Havnurr there is a fortress underneath the

ice. There is a gathering of a strange collection of bodies. These

bodies are all working to promote goodness even among some of the most

evil races. It is actually the case that there are even several members

who are of normally very evil races. All of those have for one or

another reason got a touch of goodness.

The Goodness Recruiters have been created by a Tanar'ri Marilith.

Gnephaga was one of the several normal Tanar'ri until threehundred years

ago. She was allready known to be less cruel than others, but she still

was respected among the Tanar'ri as she was just about the best of the

Marilith. She rejected the misusage of souls and spirits for the Blood

Wars.

Her change came one day when she had to trade with two Arcanaloths. She

got angry about what they were going to do with the Life Forces they

would get. The two Yugoloths were to kill her but her gating opened a

portal to the Prime Urigan and a strange Fighter/Mage Elf called

Spiritwind and the Komorag Palladin Huegrin entered the battle. They

were able to slay the Arcanoloths and resque Gnephaga (they didn't know

what she was, but saw she was beaten heavily by two things resembing

gnolls). She fled to Urigan with her resquers.

She was very gratefull and had withnessed goodness, she liked it. It is

even so that she fell in love for Spiritwind a Or Eemîriuca'io Elf (an

earth elemental elf). Gnephaga and Spiritwind got a doughter, the

Marquis Cambion Serena. Serena looks like a beautifull drow in

appearance, but has the sickle like fangs of a Cambion and the telepatic

abilities of a Cambion. Gnephaga today mostly appears veiled as a

fourarmed elf.

The sect's symbol is a humanoid figurine having a bat-wing and a

bird-wing on a black and white background.

Primary Plane of Influence: Originating on the Abyss and a Prime the

Sect makes it's presence known there. Though they operate on all planes

to Recruite members they center their attentions on the Abyss and the

Prime known as Urigan.

Allies and Enemies: Most good tended Factions and Sects get along with

the Fiendlovers. All those having evil tendencies generally dislike the

Sect.

Eligibility: Any Good being can join the Goodness Recruiters. Neutals or

Evils are tested on their will to become Good and if they succeed in the

test they are regarded "Good" or at least Neutral with tendecies to

Good. No race or class is excluded from the "extended" list of members.

Benefits: Recruiters instantly recognize any normally Evil being who has

tendencies towards Good. This works on Fiends as well as on Orcs. Once

per month a member can try to convert an Evil being to good. This can be

done by good roleplaying which increases the number of converted beings

to as high as the DM grades. Or once per month the member can be treated

as if it uses a permanent charm monster/person.

Factotums are seen as having even more affinity and double their

convertations.

Factors will have at least one important "Evil" informant, can be a

Fiend or a Drow or anything else.

The Factol is said to be able to convert any low HD evil creature after

a short talk.

Restrictions: Any member going truly Evil is instantly bound to one of

the Lower Planes as if he was a petitioner there, undergoing everything

normal petitioners would. Only when he clearly shows progression towards

good will he be released, but he has lost his membership.

1 Factol, 6 Factors and some Factotums of the Goodness Recruiters:

Name:


Race:

- -Gnephaga

Tanar'ri, Marilith

- -Spiritwind

Earth Elemental Elf Fighter/Mage

- -Serena


Tanar'ri, Cambion Marquis

- -Huegrin Platinar
Komorag Palladin

- -Eucep Centia

Komorag Palladin/Psionicist

- -Cha'Li Detreh

Komorag Priestess

- -Jal & Gfi

Tanar'ri, Alu-Fiends

- -Sloch…


Water Mephit

- -Zegam


Marut


- -Bane


Human Ranger

- -Whitehorn

Bariaur Ranger

- -Harrald Gleace

Human Wild Mage

- -Grefor


Batezu, Gelugon

- -Jeeh'nar

Succubus/Erinyes Transmuter

- -Wha'oa


Aasimon, Movanic Deva

- -Jogrem Black

Orc Bard

- -Yrrrn


Ankylosaurus Lord (Animal Lord)

Description of some members:

Jal & Gfi: when they were young the twin fled the Abyss when they were

somehow both summoned to Urigan. Their father was a prime Human

Palladin. They inherrited his goodness, but not his feeling for law.

They were summoned from the Abyss still being only young children and

were brought to castle Kentrok as they landed near it. They were raised

by a Komorag Priestess.

Slocharchamalladraburoko the Winner of prizes, Lord of all that he

wants, Master of all Waterbreathers, Humiliator of Evil, Creator of

Oceans, Destroyer of Dao's: nobody knows how he came to Urigan, but what

is known is that he has been on the prime for a long time and still can

irritate everyone. He is a valuable member due to his aquatic nature and

his ability to pursuade just about anyone to do something for him.

Zegam: this giant living machine had been given to Bahamut for some

reason. He now serves the Recruiters during the time Bahamut doesn't

need him and that is just about 99,999999% of the time.

Whitehorn Ogorhin: comming from Yssgard he was send by an unknown power

as a proxie to help the Recruiters. He has controll over lichtning and

can actually absorb lichting spells and gain hitpoints by them.

Grefor the Strange: he fell in love with a beautifull elfin who had

entered Baator to find a certain item. He helped her but was cought.

Being taken prisoner he had to see other Batezu ripping her appart. He

would be next but was summoned away by Thorn Tiamage. He later even

escaped from the dangerous arch-mage and joined the Recruiters to get

revenge.

Jeeh'nar the Angelbat: once she was a Erinyes Batezu and a Tanar'ri

Succubus. Both of them were trying to lure a powerfull Kajiti Mage,

Greenpaw, to one of the Lower Planes, but he was clever enough to evade

their charms. He tricked them in believing both had charmed him. Then he

used his magic to combine them. Thus he combined them and one strange

new being was created. Jeeh'nar looks like a beautifull woman of elven

body, but with cat ears on top of her head, due to the Erinyes which had

changed herself into a Kajiti. On her back she has wings, but one is a

feathered and the other is a bat like wing. While uncousious from the

magic Greenpaw had placed a belt around her, a belt which changes

alignment, so she became from NE a NG character. Eventually she became a

student of Greenpaw. (This is the original version of the one I have

written down in an earlier mail.)

Wha'oa: he has taken interest in the Recruiters and likes their ideals.

Maybe this is a way the Blood War will end and the danger from the Lower

Planes will deminish.

Yrrrn: this animal lord controlling all Ankylosaurs found that the

balance between good and evil went to much to evil becouse of the

Blood-War.

Date: Sat, 16 May 1998 23:03:16 -0500

From: "SHAMILTO" <SHAMILTO@prodigy.net>

Loth'Bural: A new race

I came up with this a while ago but only recently developed it. 

The Loth'Bural are a race engineered by the Yugoloth (similar to how the

Founders of Deep Space Nine engineered the Jem'Hadar). They aren't

Yugoloth, however. They stand over seven feet tall, and have six arms: one

normal set, one set behind that set (in which the elbows are backwards),

and one set below those. They are very strong, and agile, and can wield six

weapons as easily as Marilith can. Their eyes are placed on the sides of

their head, giving them a 360 degree field of vision, like an owl. Their

skin gives them a natural AC of 2, and they have a natural MAC of -2. 

Their major weakness is that they are completely susceptible to Psionic

control byu Yugoloths. 

Game Stats:

Climate/Terrain: Any; mostly Carceri

Frequency: Very rare

Organization: Varied, groups use no more than necessary for duty

Activity Cycle: Day; requires 14 hours of sleep a day.

Diet: Special materials prepared by Yugoloth

Intelligence: Average(8-9)

Treasure: Incidental, varies (the weapons they carry)

Alignment: Neutral Evil

No. Appearing: 3d4 - 2

AC: 2

Movement: 15

Hit Dice: 10

THAC0: 11 (effectively 8 with strength bonus to attack)

No. Attacks: 6

Damage/Attack: 1d6+7 per hand when unarmed, or weapon with +7 bonus

Special Attacks: Shoot Thorn

Special Defenses: MAC of -2, also gets +4 bonus on saves vs. anything

except 
petrification and death.

Magic Resistance: 20%

Size: M (7'6'')

Morale: Varies, Champion(15) b themselves, Fearless(20) when controlled by 

Yugoloth

XP Value: 5000

Loth'Bural can shoot thorns from their shoulders; they can have up to two

thorns (one in each frontal top shoulder) at any time. The thorns do

3d10+10 damage if they hit. They do 3d6+6 damage to the Loth'Bural when he

fires it. It takes 1d4 months to regenerate a thorn. The range is eaqual to

that of a flight arrow shot from a short bow.

Loth'Bural usually have at least one magical weapon of +2 or better

enchantment. They use almost all kinds of weapons, but rarely use

crossbows, and hardly ever use firearms. They have strength, why use

something that doesn't take adventage of that?

Currently there are about 100 Loth'Bural in existance; the Yugoloth are

being very careful about their expiriments with species creation and don't

want to lose control of something that would go to any length to seek

revengs at their creators. 

DM's Dark: One Loth'Bural has escaped, and has been granted by a good deity

protection from Yugoloth psionic control, in exchange for becoming good,

and being that deity's proxy.

Chimerasame

Date: Sun, 17 May 1998 18:01:25 EDT

From: Galzion <Galzion@aol.com>

Pawns


Here is a faction that I created a few weeks ago. I've meant to post it

before, but always got distracted by other things. It's based upon a nickname

that I read on this list several months ago, I think in that series of posts

that Samwise did giving reactions from various factions, sects and races to

some set questions. I think (IIRC) that the nickname was attributed to a sect,

but I took the name, and the idea that it suggested to me, and decided that

the way i saw it, they would be more likely to want to become a faction. 

Anyway, and comments or suggestions?

Galzion

The Illuminated Order

Nicknames :

The Pawns, God-fearers

Faction Philosophy :
Gods are all-powerful. That's what being a God's all

about. That's why they're called powers. And no mortal berk stands a chance at

ever doing anything to really upset them. Come on, there are Gods of time and

fate out there. Those ones really make the rules, and determine everything

that is ever going to happen to everyone. 


See, there's no such thing as free-will. the Indeps'll tell you that there

is, but they're just fooling themselves. Whatever you do, the Gods are making

you do it. Some god, somewhere, is affecting everything you do. Even reading

this is part of some Gods master plan. You ain't nothin' to them, bub. You're

just a pawn.


All you can do is hope to run far enough away that They'll lose interest in you.

History
 : 
Technically, as far as many people are concerned, the Pawns shouldn't be a faction. After all, the Lady of Pain has decreed that there

should only be 15 factions, and there were 15 factions for ages before the

pawns turned up in Sigil. Prior to their arrival, about 15 years ago, they had

been a fairly small sect on the Outlands. Then they got a new leader, Raxar, a

Sigil native who had ambition, both personally and for the sect. Raxar

returned to Sigil, and set about convincing the Guvnors that the Pawns should

be allowed to set up as a faction in Sigil.


The argument was; there can be up to 15 factions, and there are only 13 now. "But there are 15" came the reply. No there's not argued Raxar. Both the

Indeps and the Anarchists bitterly deny being a faction. The latter do so

because their stated objective is the destruction of the faction system, which

they can't exactly do if they're part of the problem, so they can't be a

faction. As for the Indeps, well the whole reason that you become an Indep is

because you don't want the rules and regulations of joining a faction. So they

can't be a faction, either. Case in point; name any factol from either so-

called faction, ever. Or come to that, has either "faction" ever sent a

representative to the Hall of Speakers?


There were, of course, no answers to these questions, so the guvnors had to rule that there were, indeed, only 13 factions in Sigil, and so there was

place for two more factions in the City of Doors. Raxar returned briefly to

the Outlands to gather up his followers, or at least most of them, and then

they moved en masse into the Cage. At first, the other factions, even those

who had been displaced by the pawns, sat back, awaiting the Lady's punishment.

When it failed to materialise in the first six months or so. Most began to

assume that it wasn't going to happen, and that they would have to deal with

these newcomers


The Pawns had enemies, of course. But the Guvnors had declared their faction legal, so the Harmonium treated them as being legal, and with the (legal)

backing of these two factions, plus the slightly more noticeable support from

the Athar and the Bleakers, the Pawns have managed to survive.


They've attracted more supporters over the course of the last decade and a half, not least because of the charismatic charm of Raxar, and his main

lieutenant, Sucralan. However, they remain the smallest faction in Sigil by

some considerable margin, although they continue to expand. All things

considered, the Illuminated Order (so called because they have seen the light

about how manipulative the gods are) seem here to stay.


One interesting side-issue about the Pawns is that using their argument,

there is place in Sigil for one more faction yet. Several groups have tried

over the last 10 years to establish new factions, so far all have failed to

survive for more than a few months.

Primary Plane :The primary plane of influence for the Pawns is kinda

questionable. They're not real fans of any of the Outer Planes, which have

Gods scattered all over the place. Come to that, there are Gods on some of the

Inner Planes, and on the Outlands. And the Astral Plane, whilst it has got a

load of dead gods but no living ones, does have loads of those nasty

githyanki, who aren't the most neighbourly race in the multiverse. And who

would want to live in the Ethereal Plane? 


Overall, almost all Pawns live in the Cage, but those who don't live on the Outlands still, where the faction was first created. They generally try to

live as close to the spire as possible, as everyone knows that the powers

aren't, there, so that's where the Pawns run to to try and hide from the

powers. That, incidentally, was the reason that Raxar was able to convince so

many of his followers to up sticks and move to the Cage; because powers can't

enter Sigil so it's a perfect place to hide from their influence.

Faction Headquarters :The original faction headquarters were a small upstairs

room in a tavern in the Lower Ward, mostly because Raxar was living in the

tavern at the time. Quite why he chose that tavern is unknown, but it appears

that he knew the owner from when he grew up in Sigil. After around a year,

when the faction had nearly doubled in size, and grown considerably richer,

Raxar decided that such surroundings were hardly suitable to any self-

respecting faction, and bought three large houses that made up one side of

Dancer's Court, which lies on the border of the Market and Guildhall Wards.

The three buildings were knocked into one, and named the Citadel of the

Illuminated, though it's usually called the Citadel. The place was totally

refurbished, and is now practically a fortress. Initially the Hardheads

objected, but Raxar managed to convince them that the faction needed to be

able to protect their valuables from thieves. See the later map and key for a

description of the inside of the Citadel. The Citadel can house over 100

faction members, and most of the high-ups, including both Raxar and Sucralan,

call kip there.

Allies and Enemies :
As mentioned earlier, the Pawns biggest official

supporters are the Lost and the Bleakers. The Lost are glad that the Pawns

have seen that the Gods cannot be trusted, and the Bleak Cabal see the God-

fearers belief that all mortal actions are directed by Gods as proof that our

lives are meaningless. The Godsmen tend to be ambivalent towards the Pawns;

some members like them and others hate them. The official line is neutral. The

biggest enemy of the Pawns are the Chaosmen, as the Pawns preach that all

"chaos" is determined by Gods, and so is really ordered and intentional. At

the moment however, the Pawns have neither been around for long enough, nor

acquired enough members, jink or power to be worth seriously siding with, or

opposing.


It is worth noting that neither the Indeps nor the Anarchists hold a grudge against the Pawns. In fact, as the Pawns are trying to throw off the shackles of having their lives dictated by the Gods, both factions actually quite

admire the Pawns, If the Pawns ever got into such serious trouble that they

needed another faction to come and bail them out, it would most likely be

either the Free League or the Revolutionary League.

Eligibility :All races can join the Pawns, though it might be hard for

Aasimar to find a reason to do so. Teiflings, on the other hand, find the

faction's philosophy quite appealing. The Illuminated Order also doesn't

bother much with good, evil, law or chaos, although there does seem to be an

inclination toward chaos amongst the membership. However, no character class

that requires faith is allowed to join. Priests are obviously out. So are

paladins. Druids and rangers are permitted to join only if they follow nature

as a 'natural' entity, rather than worship a God or Goddess of nature. Such

druids and rangers are exactly the same as normal, except they never gain

spell casting ability. It should be noted that the Order actively seeks out

fallen priests and paladins, as disenchanted ex-priests and former paladins

make excellent converts.

Benefits :
The Illuminated Order possesses probably the greatest collection

of healing magic in Sigil. It is this that the Order is so desperate to

protect, and the reason why the Citadel is so powerful. All faction members

have access to this at a reduced price, or even for free if it is needed for a

faction mission. They also perform large amounts of research on these lines

(see DM's Dark for the success or otherwise of this research).


Faction members save against all priest spells with a +2 bonus. Those spells that do not normally provide a save are saved against with no bonus. Note that this applies to beneficial spells as well as harmful; were a priest to attempt

to cast a bless spell on a Pawn, the recipient would need to fail a saving

throw in order for the spell to take effect. This does not apply to raise or

resurrect spells, as the member isn't alive to resist such spells.


Pawns are tough individuals, desperate to take control of their own lives from the influence of the Gods. Consequently, they have a resistance against

charm spells of all types of initially 20%, and then an extra 3% per level.

Elven or half-elven members use whichever magic resistance is better.

Restrictions :Although there is nothing to say that Pawns can't accept

spells from priests, many will not do so out of principle. And even amongst

those that do allow priests to cast spells upon them may find it difficult to

find a priest willing to do so. Many priests will charge Pawns through the

nose for healing spells, and lecture them continually whilst doing so. Not all

priests are like this of course; some will cast such magic because they wish

to help, or because that is their calling, but the fact remains that many

priests feel a great deal of antipathy towards Pawns. Paladins are perhaps

even worse, as they are often more righteous than the priest.

Role-playing :Pawns fall into two main categories, and the player should

decide which part of the faction their character belongs to. Some members

believe that their lives are being manipulated by the Gods, and that as Gods

are all-powerful, there's nothing that they can do about it. This group is in

the minority, mainly because people with such a depressive attitude towards

life tend to become Bleakers. The majority of the faction, including all the

important people, believe that their lives are being manipulated by the Gods,

and they want it to stop. They don't advocate killing the Gods, or even any

God, as a general thing, but they do want to make it clear to the Gods that

they should leave mortals alone to do their own thing. These faction members

want free will more than anything else, and they tend to be passionately

individualistic.

Important Characters




Raxar Lathorian

	Race
	 Human(planar)

	Class
	Thief

	Alignment
	Chaotic Good

	Level
	13

	Sex
	Male

	Age
	40

	
	

	Strength
	12

	Dexterity
	17

	Constitution
	13

	Intelligence
	15

	Wisdom
	12

	Charisma
	18

	THAC0
	14

	AC
	2 (1 fighting)

	HP
	46


Thief skills (adjusted)

PP

95

OL

75

F/RT

70

MS

95

HS

95

DN

65

CW

90

RL

15

W Prof Short sword, Dagger, Crossbow, Single weapon style specialisation,

knife

N-W Prof
Blind-fighting, Jumping, Tumbling, City familiarity, Planar Sense,

Portal Feel ,Assimilation, Observation.

Magical Items

Bracers of Defence AC4




Ear-ring of protection +2




Ring of regeneration




Ring of the Illuminated (see later)




Short sword +3 (forged in Sigil)




Sucralan's Orb

Special +2 to saves against priest spells, or save with no bonus if save not

normally allowed 

56% save versus charm magics

Description Raxar is a tall, serene looking man which completely belies his

past. He was born in Sigil, the only son of a serving amid in a tavern in the

Lower Ward (not the one that he initially set the faction up in). His mother

was poor, beginning to lose the looks that had earnt most of her income over

the past 20 years, and Raxar and his four sisters were increasingly required

to bring home some money themselves.


Two of his sisters fell into prostitution; what has become of them is unknown but it is unlikely that either are still alive. Another became a serving maid like her mother; she has since married, and is the hostess at the "Nymph", a

small tavern in the Market Ward. The final sister went into a life of crime,

and quickly brought her younger brother into the same circles, when he was

only 12.


Raxar's life of crime didn't last very long. After only three years a leader amongst the local thieves took a liking to Raxar's sister, and when she

refused his advances, he attacked and killed her in a fit of rage. Raxar

sought the man out, and murdered him a few days later. then he fled Sigil, one

step ahead of both the Harmonium and the victim's associates.


Quite where Raxar wandered on the planes is unclear, but he has certainly spent some time in Bytopia and Ysgard. He has also clearly travelled much in the Outlands, and seems to have visited virtually all of the gate-towns. He

also appears to have picked up some information on a couple of prime material

worlds; he may have heard this, but it appears more likely that he has spent

time on the worlds in question.


Raxar re-emerged on the Outlands near Bytopia 18 years ago, where he met with a member of the Pawns (who is unclear). He joined the sect a few weeks later, as he had always felt that he and his family had been manipulated. The sect

gave him a target on which to turn the bad luck that had dogged his family for

as long as he could remember. Raxar's natural eloquence and good nature earnt

him popularity amongst the sect, and he began to draw around him allies for an

eventual take-over.


His opportunity came sooner than he had realised, and he was almost

unprepared, but with the assistance of Sucralan, who was widely respected in

the sect, he was made the new leader. He promptly went to Sigil, and made his

sect into a faction, as described above, then returned to the Outlands and

gathered together over 80% of the sect's membership.


Raxar would probably be in big trouble if the Red Death ever got to find out that he never faced justice for the murder he committed. The Hardheads and the Guvnors probably wouldn't care nearly so much. However, as Raxar is the only person who knows that he ever performed such a deed, the situation isn't

likely to arise.


Raxar remains the focal point of the faction. Some factols rule through

cunning and deviousness, others through force of arms and intimidation, still

others simply because the factol must be obeyed and that's all there is to it.

Raxar, on the other hand, leads through sheer popularity. He's a warm,

generous man who is a magnificent speaker, both in public and personally. He

is one of the more popular figures in the Hall of Speakers; quick-witted and

relevant, and extremely good at judging when to wrap up his "little chats", as

he likes to refer to them. He is also devoted to the success of his faction,

and in pursuit of this there are few obstacles he isn't willing to brush

aside.

Sucralan Dharmeena

	Race
	Tiefling

	Class
	Wizard

	Alignment
	Neutral Good

	Level
	17

	Sex
	Male

	Age
	59

	
	

	Strength
	9

	Dexterity
	12

	Constitution
	11

	Intelligence
	18

	Wisdom
	11

	Charisma
	16

	
	

	THAC0
	15

	AC
	-2

	HP
	35


Spells

	1st
	2nd
	3rd
	4th 
	5th
	6th 
	7th
	8th 

	5
	5
	5
	5
	5
	3
	3
	2


W Prof
Dagger, Quarterstaff, Knife

N-W Prof
Spellcraft (x2), Reading / Writing, Planology, Spell Recovery, ,

Lower Plane Knowledge, Planar Sense, Planar Survival (Outlands, Gehenna),

Planar Direction Sense, Herbalism

Magical Items

Dagger +2




Scarab of Protection +1




Bracers of Defence AC 1






Robes of Protection +3




Sucralan's Orb




Ring of the Illuminated




Ring of Spell Storing (Fly, Detect Magic, Charm Person)

Special
+2 to saves against priest spells, or save with no bonus if no save

normally allowed



68% resistance versus charm magics

Description Sucralan was born on the Outlands, into a home that was soon

broken as his father left his mother whilst Sucralan was only three. His early

life was largely meaningless and directionless as the young tiefling attempted

to find his path in life. He became embittered against the Gods in general at

sometime in his teens, and shortly afterwards became interested in magic,

which he saw as a way to change the multiverse that didn't involve the Gods.

The cynical young man became a natural target for the Pawns, and he soon

joined their ranks.


The next few years were uninteresting. as Sucralan learnt his trade and rose through the ranks of the pawns. 18 years ago, a young man called Raxar joined the sect, and Sucralan, who spent much of his time in the City of Doors

conducting his magical research, became a supporter of Raxar's calls for the

sect to move into Sigil. When the leader of the sect died, Sucralan rallied

support around himself, and then devoted all his support to Raxar. Ever since,

Sucralan has been Raxar's number two in the faction, and supervises all of the

magical research that they perform. He is, like Raxar, devoted to the faction,

and although not quite as charismatic as his leader, he remains popular within

the faction, and capable of attracting support and respect from without.





Tylorn

	Race
	Human (prime - Neramia)
	

	Class
	Fighter (ex-paladin)
	

	Alignment 
	Lawful Good
	

	Level
	14
	

	Sex
	Female
	

	Age
	33
	

	
	
	

	Strength
	18 / 75
	+2 to hit, +3 damage

	Dexterity
	17
	-3 AC, +2 missile adjustment

	Constitution
	14
	

	Intelligence
	12
	+3 N-W Prof

	Wisdom
	14
	

	Charisma
	17
	+6 reaction adj.

	
	
	

	THAC0
	7
	

	AC
	-3 (-5 fighting)
	

	HP
	72
	


W Prof
Bastard Sword (specialised), Long sword, Single-Weapon style

specialisation (x2), Longbow, Short bow, Mace

N-W Prof
Riding (horse), Blind-fighting, Bowyer / Fletcher, Swimming, Cooking, Religion, Reading / Writing, Hunting, Set Snares

Magical Items

Bastard Sword +2, +4 versus undead




Plate Mail +3




Longbow +1




Periapt of Wound Closure




Gloves of Lightning




Ring of Feather-falling




Ring of the Illuminated




Sucralan's Orb

Special


+2 to saves against priest spells, or save with no bonus if no save

normally allowed




59% resistance to charm magics




Laying on of hands for 28 hp, once per day




Detect evil intent




Aura of protection




Immune to all diseases




+2 bonus to all saves

Description Tylorn was born on the prime material world of Neramia, which is

a monotheistic world. She became a paladin of their God, Laraphin, and was one

of the most devout of her order. The world of Neramia has few portals

accessing it, and little of interest to the rest of the multiverse, so Tylorn

was totally unprepared for what happened when she accidentally stumbled into a

portal with the right key on her at the time, 8 years ago.


She found herself in the Hive ward, lost, alone and badly scared. It took her over a week to piece together what had happened to her, as few of the people she met seemed interested in helping a poor clueless sod. When she did work it out, she immediately tried to get to the realm of her God, on Mount Celestia. Before she could do this she needed some jink, and took up a post acting as a guard in a company that hired guards out to the wealthy. This is when she

first met the Pawns; she was hired as one of the guards protecting a shipment

from the outlands to the Citadel.


Tylorn went to Mount Celestia, and came back a much changed person. She had been brought up to believe that there was only one God, now she discovered that there were probably thousands. She discovered that the Gods could die. Worst of all, she discovered that Laraphin was at best a very small and

unimportant God. Full of bitterness, Tylorn renounced her God. It is

interesting to note, however, that Laraphin has apparently not renounced her,

as Tylorn still has some of her paladin benefits.


Tylorn bounced around various factions for a while, trying to find a

philosophy she could live with. She almost joined the Harmonium, but

eventually decided upon the Pawns, partially because of Raxar's charismatic

appeal, but mostly because she felt that Laraphin had betrayed her by allowing

her to come to the planes, and seeing all she had believed shattered, and she

wanted to guide others away from blind devotion in a God, who could never be

trusted by a mortal.


Tylorn swiftly rose through the ranks. She is now the head of the Citadel Guard, and responsible for the defence of the Pawns' faction house. She is

curt and harsh with people, and does her best not to like anyone, or to trust

anyone. She does this with a fair degree of success, although long

acquaintance will cause her to let her guard down.

DM's Dark


The Pawns have a surprising amount of jink, which is largely because they operate one of the best magical research units in the multiverse. Sucralan

heads a team of between 20 and 30 wizards, some of whom will be specialised.

They have access to one of the best libraries around, and are available to

hire for almost any research. The money they make from this funds two things;

the purchase of magical items for the faction as a whole (the vast majority of

which relate to healing magic, although they will invest in anything they see

as useful), and their own research. Fees for hiring the faction to do so

research are high, and often involve being given a copy of any spell that is

eventually produced, or any item that is manufactured, but there are few

disgruntled customers.


This research has been largely devoted to the art of healing. They have been trying to find a way to improve on the potions of healing that they have been

able to buy. It has lead them down other paths as well, however, and Sucralan

in particular has access to many rare, and in a couple of cases virtually

unique spells. Any mage who has spent enough time in the faction to be trusted

completely will be granted access to a spell book that is one of the faction's

most prized possessions, known as the Illuminifier. This unique spell book

contains many of the spells that the faction has researched, or has assisted

other wizards in the research. Most of it's contents are currently unknown,

but such wizards often seem to have spells at their disposal that other

wizards do not recognise.


The best that Sucralan's research has yet managed to produce are the rings of the Illuminated, which all of the faction's top members routinely wear. These rings (the number of which are unknown) are made from condensing down a potion of extra-healing until it is of small enough volume to be contained within a hollowed out gem, which must have been of at least 2,000 gp value. The gem is

then sealed, and attached to a ring. Such rings can then, on the correct

command word, perform the healing function of a potion of extra-healing. The

amount they can heal is fixed - when the ring is created, roll 3d8 + 3 to

determine how much that potion can heal, and the ring will always heal that

amount. They can perform this healing once per day. The rings can also be

attuned to an individual, so that another being, even with the correct command

word, cannot activate them. All of the top members of the faction wear such

attuned rings; the unattuned rings are kept for faction members going on

missions for the faction.


The rings do have several faults. They are expensive and time-consuming to make. The gems themselves are fragile, saving as glass +3. Cracking a gem causes the concentrated potion to leak out. The potion in it's concentrated form is highly corrosive, and causes 1d8 damage each round until it is washed away. Sucralan is currently experimenting with glassteel spells to eliminate this weakness, but he has to purchase scrolls of the spell as he is not of

high enough level to cast it himself, which is slowing the work down.


Another item produced by Sucralan's research are his orbs. Raxar, Sucralan and Tylorn all routinely carry Sucralan's orbs, and they have been forced to use them against attacks. How many of these items exist, and their

manufacture, are secrets known only to the faction. They are occasionally

given to faction members, but this is less common than with the rings. There

are several orbs found around the places in the Citadel that the faction fears

may come under attack, most specifically the magical laboratories and the

treasury.


The orbs are around six inches in diameter, and seem to be made of glass, though this is probably not the case. Inside them appears to be a swirling

green liquid, though there is no discernible influence on it's contents and

the reason for the pattern of movements inside the orb is a mystery even to

Sucralan. The orbs are impervious to any damage unless the correct command

word is spoken by someone in physical contact with the orb. At this point, the

orbs become incredibly fragile, and will shatter on almost any contact. They

are most often used hurled; they can be thrown up to 40 feet and no

proficiency is required.


When they shatter, the orbs release a foul green smoke. This quickly expands to it's maximum volume (roughly a 100 feet cube centred on the shattered orb), taking three rounds to reach this size. The smoke remains in place for one

turn, before dispersing. The smoke does not move under the influence of the

passage of air; even magically created wind will not cause the smoke to move

from it's location, or to disperse quicker. Anybody in the smoke suffers 1d6

damage on the first round, 2d6 on the second round, 3d6 on the third round and

so on. In addition, they lose their sense of direction in the thick smoke, and

finding their way out of even such a small cube can be quite difficult,

requiring a successful Wisdom check at -2, which allows the target to move 20

feet in the right direction. If this does not bring them out of the smoke,

another check is required to continue moving the right way. The damage caused

by the smoke is through corrosion, and holding one's breath does not prevent

the damage resulting. It is possible that some barrier that completely seals

the smoke away from the skin would cause the individual to be spared the

detrimental effects. However, what might be sued as such a barrier, and how

long it would last the smoke's corrosive effects, is currently a matter of

conjecture.


Interestingly, the person who spoke the command word that made the orb fragile (who need not be the person who threw the orb) is immune to the

effects of the smoke; they take no damage and can see clearly through it. This

protection does not extend to the person who threw the orb, if that was a

different individual, nor does it extend to the smoke from other orbs

commanded by other people. In other words, if two people each command an orb,

and throw it into the same area, they would be immune to their own orb, but

vulnerable to the other person's. Anyone else in the area is vulnerable to

both; taking double normal damage, and doubling the Wisdom penalty to

determining the right direction to move in. All orbs used in this manner are

additive in their effects.


It is believed, partially due to the similarity in their corrosive natures,

that the orbs were the result of an earlier experiment into producing the

rings of the Illuminated. If this is so, Sucralan isn't telling.

Date: Sun, 24 May 1998 13:15:31 -0700 (PDT)

From: Perrin Aybara <tethier@islandnet.com>

Two new schools of magic

Hello. I've created a unique (or so i hope) school of magic, and i want to

work out a few details. Perhaps i could get some suggestions or comments on

the spells, or even the whole idea. I would especially appreciate input from

people that have created schools of magic of their own.

UNIVERSAL:

This school deals with the manipulation of the stuff that the universe is

made up of. Matter. It is composed of the elemental spells, although the

elements are only a part of the whole. This school deals with the forces at

work in the universe, such as gravity and other such universal forces. A

specialist in this school requires an incredible intelligence to comprehend

all of the forces at act in the universe, and to shape these to his/her

will. To be a specialist in this school, an intelligence of 16 and a wisdom

of 13 are required. Any race with any ability at magic and spellcasting can

become a universalist, but only lawful or neutral characters may become

specialists of this school. Unlike other specialists, universalists only get

a +5% chance to learn new spells of the universal school, although there is

no penalty to learn spells from another school.

Universalists are driven thinkers with active and probing minds. They are

curious and quizzical, questioning all fundamentals and laws. They strive to

determine how everything works, especially things that others believe is

beyond mortal comprehension. The vast worlds that they live on are miniscule

in the grand scheme of things, but they keep this knowledge secreted amongst

their ranks, lest the populous believe them heretics or worse, for this

information goes against all that they hold true. If a person were to try to

compare these mages to people of modern day, they would most closely compare

to physicists. 

When a universalist sees a fundamental force at work, they are allowed an

intelligence check. Failure means that they notice it with interest,

possibly wanting to investigate it further. Success means that the player is

totally consumned by his/her curiosity, and spends whatever time necessary

to research it and crete a new spell based on it. The spell may be of any

level allowed to the player, and is adjudicated as per normal spell creation

rules, except that the spell is considered one letter lower for all purposes

of research. They should not be allowed to make earth shattering discoveries

(yes, figuring out how to create an electric generator, but it is decided by

DM),  possibly they could be allowed to discover something fundamental, like

gravity, the planets revolving around the sun, or some other very basic,

fundamental rule of physics. This is not a prelude into creating a

technological society, as most of the research is mainly jsut scholarly

hypothesizing, sort of like the greek philosophers. They are prompted to

adventuring possibly as a means to discover ancient knowledge that surpases

even modern (for that time) knowledge. They would probably compare well with

some of the philosophies of the Guvners.

This school works well together with the school of time (chronomancers), and

shares many spells with the school of chaos (my other creation, i will post

it later).

Chaos:

This school, although similar to the school of wild magic, is dissimilar in

many ways. This school is devoted to understanding the chaotic nature of the

universe, as well as the forces of entrophy and randomness, as well as the

maipulation of these forces. The required attributes and races allowed are

the same as for the universal, but only neutral or chaotically aligned

characters may specialize in this school. The practitioners of this style of

magic believe that there is no grand scheme in the universe (if you've read

planescape, its sort of like the xaositects), not even the eventual decay of

it, as that in itself has some goal. Often, chaotics (as specialists of this

school are called), wander around randomly for days, overcome with the

complete lack of order of the world. If a lawful character ever somehow

became a chaotic, that poor sod would soon be driven stark, raving mad, by

the complete lack of order, and the whole bleakness. Some chaotics revel in

pure chaos, but they never advance very far. The more powerful chaotics are

actually interested in the actual reason for the chaos (kind of ironic), and

how it affects everything. The weather is one of the largest areas of study,

as it seems to be the most chaotic of all occurrences yet seen.

Once per day, the chaotic must roll his intelligence or less. This event

usually occurs right after the casting of another spell, or even during, but

this is not always the case. If the check fails, the character casts a spell

(randomly determined) that is known to him, but it is not necessary that it

be memorized, only that he have it written in his book. this spell is cast

without the expenditure of any memorized spell, but when this spell is cast,

the caster (roll vs. int again) may be able to control its target, area of

effect, other aspects. If the caster is not able to control the spell,

everything that happens is chaotic. There is no logic behind what it

targets, even if it is something like casting know alignment on a stump.

I will send out the spells that i have created for this school later, after

i have got a few responses on this. Again, any advice or <constructive>

criticism, is appreciated.

He screamed, turned purple, and writhed on the floor for an hour after just

one sip? Okay, I'll give it a try.






-Flishard Willowheels,







A Sensate

Date: Sun, 24 May 1998 13:15:46 -0700 (PDT)

From: Perrin Aybara <tethier@islandnet.com>

Spells for two new magic schools

<Level 1 Spells>

Manipulate Air (Material/Chaos) [i don't know what oridinary school it would be]

casting time: 3      components: S, M

duration: 1 round    range: 20ft + 10ft/lv.

area of effect: 10ft cube + 2ft cube/lv.

saving throw: none

This spell is similar to some uses of cantrip. For instance, the caster can

create a brief gust of wind to blow an arrow off course (obviously not from

close range). It can be used to blow a small amount of noxious gas out of a

room; blow small amounts of dust through a hallway to reveal traps; give a

ship a brief burst of speed; make a match/small torch go out. If the caster

is 4th level or higher, she can change the colour of the air inside the

cube. Above 8th level, the caster can change the temperature of the air by

up to 20 degrees celsius. An imaginative caster can think of many

interesting and inventive ways to manipulate air, but these uses can be

vetoed by the DM if the use is deemed inappropriate. The material components

needed for this spell are a hollow crystal or glass sphere, which is not

consumed during casting. The crystal or sphere had to have been harvested or

blown in an underground cave on the night of a full moon.

Predict Weather (Chaos)

casting time: 1 hr      components: S,M

duration: special       range: known location

aoe: 50km radius + 5 km/lv.

saving throw: none

This spell requires intense concentration for an entire hour, in which the

chaotic the chaotic attunes with the chaotic forces present in the intended

area of effect. This area must have been traveled by the caster, or at least

seen in some shape or form. If the caster of this spell is not a Chaotic,

there is only a base 5% chance of interpreting the chaos, with a +2%

chance/lv. The base chance for a chaotic to interpret this information is

50%, +5% chance/lv. The chaotic is then filled with an understanding of the

weather patterns for the next 2 days, +1 day/lv. The future weather is

predicted accurately within the range of the spell, and this information is

provided by the DM. Components (this is a common one for chaotic spells): 3

items randomly chosen from a random backpack in the party. These components

simply vanish when the spell is cast. The caster need not select the items,

just be prepared to be apologetic, and hope that she has understanding allies.

Reduce Gravity I (Material)

cating time: 1       components: V,M

duration: 1hr/lv.    range: touch/caster

aoe: 1 person +1 person/3levels

saving throw: neg.

By means of this spell, the caster reduces the effect of the planet's

gravity upon items the person is carrying. This spell should not be confused

with the 4th level Zero Gravity spell. When the caster touches the

recipient, their weight allowance is raised by one level, meaning that if

the person has a strength of 14 and a weight allowance of 45 lbs (light

encumbrance), the recipient now acts as if their strength was 1 category

higher. <This only affects weight allowance> It does not modify combat

bonuses, bend bars or max press. This spell is helpful when the character

finds, for example, an extra sword. The pc is already at medium encumbrance,

and does not wish to become heavily encumbered, thus inhibiting combat. The

party wizard casts reduce gravity 1 on the player, allowing him to carry

more weight at the same encumbrance level, for a limited time. When this

spell is cast, the DM secretly rolls a save vs. spell for the recipient. If

it is successful, the spell fails, but the recipient is not aware, until his

constitution drops 5 points below its original score. The PC loses 1 point

of con. for every 1hr. hiking with his encumbrance higher than it nautrally

could be. After this time, the PC drops with exhaustion, and restores 1

point of constitution per every 2hrs. spent resting. A small feather and a

lump of lead are both required and consumed during casting.

These are the few first level spells i have created so far. I have higher

level spells, and i will send them out, level by level, one a day. Any

response or suggestions would be greatly appreciated, especially from people

who have created their own schools of magic.

I don't know the normal school of magic these spells would fall into right

now, but if anyone emails me privately, i can find out for them.

He screamed, turned purple, and writhed on the floor for an hour after just

one sip? Okay, I'll give it a try.

Date: Mon, 25 May 1998 19:26:44 EDT

From: Rasgon <Rasgon@aol.com>

a quest for AO

The PCs get the idea from someone that Ao is the embodiment of the crystal

sphere of Realmspace.  So, with difficulty, they procure a spelljammer and

head off towards the outer limits of the universe.  Once there, (twice as far

out as the Oort belt), they find that the stars are glowing beacons held by

titanic sculptures of dead gods, and that the ebon surface of the sky is

covered with the script of the Tablets of Fate, over and over again all across

the firmament.  Here and there are the anchors for Mystra's weave of magic.

The PCs enter one, and it's a mysterious building made of crystal and unknown

metals.  Inside, amongst coiled tubes shaped like nebulae, are sputtering

disembodied voices and wierd glowing shapes.  "Where is Ao?" they cry.  I...

AM AO... say the voices. I... AM EVERYWHERE... EVERYTHING... I AM THE SOURCE... Well, familiar as they are with the Believers of the Source's

propoganda, they find out that one of the crystals will glow as it approaches

the Source of All in the Ethereal plane.  So off they go the Ethereal, and

they follow the crystal until they reach an enormous turbine, stirring up the

ether.  It's attatched to an equally enormous gear. The gear contains a gate

to Mechanus.  So this is the Source?  Primus?  If they go to Primus' realm,

they find that red tape catches them in an endless spiral until a helpful

modron-- who turns out to be a rogue-- hints that Primus isn't the Source of

Mechanus' movement at all, and show them how to find where it is.  So they go

there, and find that all the wheels of Mechanus are ultimately attatched to a

giant hamster wheel with a cosmic hamster running around in it.  And it has a

big dispenser filled with Cosmic Hamster Food and a giant water dispenser.

Who's filling them with food and water?  At last... the higher reality... the

gods' version of the afterlife... the Great Unknown!   If they actually go

into one of the dispensers they'll find themselves in a gargantuan nursery

room, in a seemingly ordinary (but big) hamster cage.  A couple of small

children are sitting on the floor playing with toys.  "Boom!" screams one

happily. "Cyric kills Mystra!"  

"Let me put the Greystone in there... we can see what happens..." offers

another.

"Can I play with your Kara-Tur stuff for awhile?" asks a third brat.

"No!" yells Lil' Ao.

"Fine!" pouts Lil' Chronos.  "Then I'm taking Celestian, Graz'zt and Lolth and

going home!"

"Then I'm taking Tiamat!" insists Lil' Ao.

"Tiamat is mine!" interjects Lil' Chaos.

"Let's not start this argument again..." moans the third, "Let's go play in

Athas."

An older, surly looking child stands protectively over her play area.  "Keep

your nasty toys out of here!" she shouts.

Ao notices the PCs.  "You're not supposed to be here," he says, and he waves

at them.  

Suddenly the PCs wake up in a bar in Sigil.  A wild-eyed drunk claims to be

Ao.  And  he does seem to have unlimited powers...

Date: Tue, 26 May 1998 00:52:38 -0700 (PDT)

From: Zak Arntson <zarntson@eecs.wsu.edu>

Review: Tales from the Infinite Staircase

(I can't see what I'm typing, so I apologize for any mistakes ...)

Below is a review of Tales from the Infinite Staircase, for anyone

who's thinking about forking over the money, but is especially for

the Planescape team.  Before anyone reads, remember that this is myu

personal opnion, and don't worry ... it's not terribly scathing ;)

For a quick review:  Go and buy it, unless you only want cool art.

It's well worth the 20 bucks!  Below is a longer discussion ... :)

This is a tremendous spoiler for those of you who are going to be

players in the Tales from the Infinite Staircase adventures ...

Here's some spoiler spaces.

- ---

Here's my review.

Overall, Tales from the Infinite Staircase gets a 2.5 out of three.

Mostly imperfect because of the absolutely horrid interior art.

The book is divided into "Tales" which can be played in any order 

(Provided Tale One is played first), which had me quite skeptical.  I was 

pleased to see that Monte had pulled this off rather well, providing

explanations and contingencies for playing each adventure solo or in

any order.

The First Tale introduces the characters to the Staircase itself.  I

had a sort of love-hate relationship with the way the Staircase was

handled here.  I love the idea behind its drawing from the well of

creativity, and appearing in little-known stairways; I also enjoyed the 

idea of using the Stiaircase to find the thing of one's dreams.

Unfortunately, I felt the Staircase lost some of its fantastic, 

whimsical nature I remember from Planes of Chaos with the Planewalker's

Guild.  Populating the Staircase with these folks made a sort of sense,

since mortals seem to find ways to live _everywhere_, but in my 

campaigns I am going to keep the Staircase somewhat pikcy about who

it lets use it -- it certainly does not want to become a waystation 

because of its convenience.

The second Tale deals with the ant-centaur formians who dwell beneath

the earth of Arcadia.  Though an interesting place, I imagined the

formian cities being much more than tunnels of dirt, I felt the broken

dike showed an intellect and creativity that should have shown up 

throughout the formian city.  Adventuring in an human-sized anthill

seemed a little too much like a classic dungeon crawl.

The third tale is one of my two favorites.  Taking place in a grim

demiplane named Maelost where the ecology includes humans, grubs,

insects, worms, and other critters.  No mammals or reptiles or any such

_comfortable_ creatures, just a bunch of really icky things!  The

relationship the people formed with the various entities in this 

demiplane was both fascinating and distrubing.  I could easily hold

the greater part of a campaign dealing with this demiplane and its

residents' bizarre lifestyle.

The fourth tale dealt with Limbo and the Spawning Stone.  There was

not much that retained my interest aside from the initial strange

dao slaver and his bizarre vessel.  The true slaadi (see the book

for more details), though solving the problem of the seemingly ordered

ranks of the chaotic slaad, felt too much like the secret of the

Baatorians.  Both involve the transformation of "broodling" creatures.

Perhaps this is some universal truth (all true planar entities are

the same via the Unity of Rings) ...

The fifth tale was the least memorable for me.  It involves a serial

killer in the Plane of Air.  While the party may enjoy a break from

the completely bizarre plots throughout this book, I was somewhat 

non-plussed by what I was hoping to be a completely new look at the

inhabitants of Air.

Tale six was a treat, taking place in one of my favorite planes:  The 

Astral.  THe party is in a battle-torn city, and discovers a strange

"dream well."  While I usually frown on the idea of dream sequences,

this one was handled quite well.  Unfortunately, the solution of the

dreams is a very strange one, and I hope that my party would figure

it out without any prodding (though I may be surprised ... players seem

to make a habit out of doing the least expected things).

The seventh tale rivalled the freaky worm-ridden demiplane for its

wonder.  This tale takes the party to the Outlands where a long-forgotten

race seeks to reclaim its property from the "upstart" rilmani. In this

tale we are treated to a bizarre library that reminds me of Jorge Luis Borges'

hexagonal library and Lewis Carroll's Through the Looking Glass..  The

treatment of the concepts here is wonderful, and stands as one of the

best fantastic concepts to come out fo the Planescape setting in

a while.

Lastly, the eighth tale takes place in Baator, specifically Jangling

Hiter, home of the Barkeresque (i.e., the creator of Pinhead and the

Hellraiser movies) kytons.  I wished to see more descriptions of the 

chains of the city itself, I still have trouble picturing an entire

city crafted of chains.  I was also tripped up when, through some strange

bout of editing, the antagonist named Quimath was called Quaheim for

a few paragraphs.  In any case, I loved the introduction of the 

maturing Baatorian, and love the idea of these creature ... I hope

to see more of this kind of weirdness (which probably stems from my

love for Call of Cthulhu).o

In closing, Tales from the Infinite Staircase does nothing but enhance

the Planescape setting, providing strange locales, ideas, and folks

that can exist even without the adventures.  My only real complaint is

the awful interior art, which only detracted from the book.  With 

talent like Tony D. and Randy Post in books at the same price, I feel

cheated with this book's visuals.  (One thing that got me hooked on 

the setting was the art, and looking forward to new art in new products).

I personally give this book the highest marks in writing, but the lowest

in art, which keeps me from giving it a perfect 3 out of 3.  It gets a

2.5 from me.


-Zak


zak@mimir.net

Date: Sat, 30 May 1998 12:30:36 -0400 (EDT)

From: gantr@NKU.EDU

Mind Flayer Player Characters


I'm looking for some input here.  I'm considering allowing Illithid player

characters in my campaign.  Before doing so, I want to make sure I haven't

gone insane with these things.  Comments are more than welcome.

_______________________________________________________________________________

Illithid

+2 Intelligence, +1 Wisdom, -1 Strength, -2 Charisma

Attribute         Minimum       Maximum

Strength             3             17

Dexterity            3             18

Constitution        11             18

Intelligence        12             20

Wisdom              15             19

Charisma             3             16

All Illithid PCs must be psionicists (whether the Complete Psionics

Handbook or Player's Option:  Skills & Powers is used), unless they choose

to become magic-users.  No Illithid may be psionic and magical;  they must

choose one or the other.  They may multiclass as fighter/psionicists or

priest/psionicists, but gain no bonus priest spells for posessing a high

Wisdom.  If the Illithid is a magic-user, it may multiclass as a

fighter/magic-user or as a priest/magic-user.

Illithid cannot speak.  Instead, they are naturally telepathic.  This

natural telepathy is not lost if they choose to become magic-users, and

can substitute for the Mindlink power for any Disciplines or Devotions

that require that power as a prerequisite.  However, if the Illithid does

not know the language of the creature it is communicating with, it may

only broadcast impressions to the creature.  

Illithid posess infravision, but cannot see into the normal spectrum.

Their range of vision is as follows:

Light Conditions            Visual Range

Darkness/starlight               480'

Candle/moonlight                 240'

Torch light                      120'

Lantern/magical light             60'

Light on a cloudy day             30'

Direct sunlight                   15'

Illithid skin is normally covered with a thick layer of mucous-like

secretions.  Under normal conditions, this mucous doubles their available

PSPs and grants them Magic Resistance (55% at first level, plus 5% more

for each additional level).  Loss of this mucous layer (due to

dehydration, disease, traumatic injury, etc) reduces the Illithid's magic

resistance to 18%, and their PSP pool returns to the normal amount for a

psionicist of their level.  Under good conditions this layer will

regenerate at the rate of 3% magic resistance per hour until the

Illithid's magic resistance is fully restored (at which point the Illithid

also doubles it's PSP pool once more).  If the layer cannot regenerate for

some reason (dehydration, for instance), the Illithid suffers 1d10 damage

each day until death occurs (the damage cannot be healed until the mucous

layer begins to regenerate).

In hot, dry climates an Illithid requires a minimum of 3 times as much

water to survive as does a human, most of which must be sprinkled onto

it's skin throughout the day.  Survival under these conditions means that

the Illithid has lost it's mucous layer, although it does not suffer

damage unless it cannot get the minimum amount of water needed.

_______________________________________________________________________________

Richard Gant

Date: Sat, 30 May 1998 23:35:10 -0500

From: "SHAMILTO" <SHAMILTO@prodigy.net>

Magic: Priestly and Armored

Someone mentioned the idea that priests should gain extra spells if on, or

close to, their home plane. I like it. This way the penalty isn't as heavy

on diametrically opposed planes (-7 levels is a lot to lose). I drafted a

chart; it's imperfect but fair.

Priest's Location in regard to god


Level Change

Home Plane




+2

One Plane Away



+1

Two Planes Away



0

Three Planes Away



-1

Four Planes Away



-2

Five Or Six Planes Away


-3

Seven Planes Away



-4

Notes on planes:

Outer Planes cannot trace their steps through the Outlands; they must go

around.

The Outlands, including the Hinterlands, are Two Planes Away from all the

other Outer Planes.

All Outer Planes are One Plane Away from the Astral, and Two from the

Prime. 

The Astral and the Ethereal are each One Plane Away from the Prime, and are


Two Planes Away from each other. 

All Inner Planes are One Plane Away from the Border Ethereal on the Inner

side and the Deep Ethereal, including all Demiplanes. They are Two Planes

Away from the Border Ethereal on the Prime side, and from the Prime

itself.

Adjacent Inner Planes are One Plane Away. This means an Energy Plane and

it's adjacent Quasi-Elemental Planes, or an Elemental Plane and it's

adjacent 
Quasi- and Para-Elemental Planes.

Inner Planes that can be connected by two steps from the above list are Two

Planes 
Away, as are adjacent Elemental Planes. (Fire-Earth, Earth-Water,

Water-
Air, Air-Fire)

Inner Planer connectable only by three steps, such as Fire and Salt

(Starting with 
fire, the steps are -Ash-Negative-Salt) are considered Four

Planes Away.

Diametrically opposed Inner Planes are considered Seven Planes Away.

The Inner Planes are Three Planes Away from the Astral, and the Outer

Planes are Three Planes Away from the Ethereal. The Outer Planes are Four

Planes Away from 
the Inner Planes.**

Sigil is considered Two Planes Away from everything, and there is no

penalty there.

**If the DM wishes the Ordial Plane of Magnum Opus's theories in his

campaign, 
this is considered Two Planes Away. 

The Planewalker's Handbook has a character kit: Planewalker Priest. To

compensate for the loss of spell levels, such a priest would get +1 bonuses

to attack and damage on any plane in which he loses spell levels. Frankly

speaking, this is a very poor rule. First: A priest gets extra abilities

when on an OPPOSED plane only? Second: A first level priest has a

considerably better fighting ability than a first level fighter? Third: The

bonus doesn't change, ever?

I didn't use this rule, to say the least. I don't know what to replace it

with, however. Perhaps a certain number of spells per week (one per actual

character level?) that the character can cast supercharged, with no penalty

for planes and the spell works three times as well, the caster choosing

what attribute to enhance. (Does the bless spell last three times as long

or grant a bonus three times as powerful?)

About Armor and Wizards, and this is much more brief:

Player's Option: Spells and Magic has a good character point system for

this sort of thing. Don't like new rules? Get over it. Don't want to buy

the book? Well, that's a much better argument than "Don't like new rules."

The gist of it is this:

To gain the ability to cast spells in armor, a wizard must sacrifice

something. Either he loses access to certain schools, or a specialist loses

some of his bonuses, or the wizard must roll 1d3 for hit points (and cannot

have a con bonus of more than +1), or the wizard has a supernatural

limitation, like he can't cross running water. The magnitude of the

sacrifice determines how much armoe he can wear. Losing access to one

school means he can wear leather. A Specialist losing his bonus spells

means up to hide armor, I think. This is a good system.

Multiclass wizards have just as hard a time getting these abilities as

single-classed ones. The reason? A fighter mage doesn't suffer as much by

sacrificing a school as a single class mage does. He compensates for it by

his ability to fight. This is true in many cases; a priest mage that loses

access to abjuration, for example, retains access to over half the

abjuration spells in the form of priestly magic.

Also: Elves can cast spells in elven chain. Period.

Chimerasame

Date: Sun, 31 May 1998 02:08:26 EDT

From: Rasgon@aol.com

Kiaransalee, planescape version

Graz'zt had an idea.  It was much like his usual ones; create a child to hurt

his enemies.  This time he was thinking bigger than usual.

He went to a goddess; some say it was Wee Jas of Oerth, some say Loviatar of

Toril.  In return, he offered her use of his facilities and minions, and

several artifacts in his posession.

The goddess was a hard bargainer, but an alliance was struck.  She contributed

one of her divine ova and planted it in a specially prepared plot in the

Abyss. The ovum was said to contain some of the essence of a previous goddess

defeated aeons before.

After it mingled with eau de Graz'zt, the cambion Kiaransalee burst forth from

her grave, fully grown.  She inherited ebon-black skin from her father, and

platinum blonde hair from her mother.  She also had six fingers on her left

hand.

Graz'zt dropped her into the lands of the drow and watched her go to work.

Kiaransalee, with her skin and hair, blended in well with the dark elves and

was quickly accepted by them.  They knew, of course, that she was from the

Abyss but found nothing wrong with that.  Kiaransalee became a powerful

necromancer among them and helped them win some major battles against the foes

of the drow.  Her petition to start a colony outside the Vault was accepted by

the high priestess of Lolth herself.

In her new domain, Kiaransalee started a campaign to drive up the feelings of

hostility in the group towards the rest of the drow people.  She made it seem

like they were exiles, wrongfully deprived of their heritage.  They began

raiding the domains of other drow.  Those who were struck down were animated

by Kiaransalee to fight again.  Within a few centuries, she had gained enough

power and territory to justify Graz'zt and his consort elevating her to

demipower status.   She moved on to other worlds, and by a decade or so ago,

Kiaransalee was a powerful tanar'ri lord, allied with several other gods of

the undead such as Mellifleur the lich lord..  After an attempt to create a

realm in Orcus' layer of Thanatos was thwarted by Orcus himself, she decided

to take the whole layer.

Graz'zt was delighted.  As his daughter began her invasion of Orcus' palace,

Graz'zt launched a surprise attack.  Modified yochlols, vampires and liches

swarmed Orcus' foul legions, and the additional allies soundly broke the

siege. Orcus, complacent after long millenia, had never expected such a union;

he found himself forced to undergo hand-to-hand combat with Graz'zt's upstart

daughter, and in the ensuing melee his Wand was lost.

Kiaransalee, triumphant, skewered him with his own left thighbone.  

Today the politics of the Abyss are quite different from before.  Graz'zt has

replaced Orcus as Demogorgon's primary adversary.  Kiaransalee directly

opposes Lolth.  No one knows what Jubilex's opinions are.

Well, not everything has changed.

Date: Mon, 1 Jun 1998 16:53:56 EDT

From: Galzion@aol.com

Summoning

OK, I've been at it again. Writing large amounts of probably very boring role-

playing stuff when I should be working (I've got over 30 papers about epilepsy

to read and evaluate this month but what am I doing. Inventing wizards.)

What follows is a wizard kit that applies to certain barbarian tribes in my

campaign world (so ignore place names and the names of the spellcasters - you

can substitute whatever you feel like here). They are based on the barbarians

of Morindim and Karanda in David Eddings' Belgariad and Mallorean.

The PS connection is that they are summoner par exellence. They are the best

summoners around, at least as far as planar creatures go. This has it's pros,

it has it's cons.

Anyway, I'm posting it here the general perusal of the list. Any comments,

anyone?

Galzion

Warshisi


Description : The barbarian tribes of  Korin have three main power groups; the tribal chief, the tribal shaman, and the tribal doleth (spell caster). The

doleth come in two types; the warshisi and the gelasi. Warshisi specialise in

summoning creatures, usually extra-planar creatures, and they have been doing

this for thousands of years. Their magic has become very specialised towards

this, and they are better at it than any other summoner. The warshisi are not

common, even amongst the larger tribes of Korin, but they are both respected

and feared in their tribes because of the awesome power than they command.


Warshisi are a sub-specialisation of conjurers, and must meet the

requirements to become that class (i.e.. minimum Intelligence 9 and

Constitution 15). In addition, warshisi must have a Wisdom of at least 13.


Role : Warshisi often act as mediators between tribes. The warriors tend to have neither the inclination nor the ability to debate an agreement with a

rival tribe, and the shaman tend to find that disagreements over the strength

of their spirits tend to cause them to be poor choices to enter into

negotiations. The doleth as a group find that they therefore have to adopt

this role, and as warshisi are more common than gelasi, the warshisi are the

people most likely to meet a new tribe, and will also tend to approach

strangers, for much the same reason. They also act as advisors to the tribal

chief. 


Sometimes, conflicts between tribes are settled not by a general battle,

because this would weaken both tribes, but by a confrontation between either

the shaman or the doleth. In such cases, if it is the warshisi who are to

fight, then they are working for the glory of their tribe, and will use their

most potent spells. Otherwise, unless they or their tribe is in a desperate

situation, warshisi tend to use spells at slightly below their full power,

afraid of letting some of the creatures that they summon loose.

Non-Weapon Proficiencies : Bonus : Lower Plane Knowledge (Dragon 229 page 43).

Recommended : Planology (Planewalkers Handbook page 99), Spellcraft, Religion,

Fiend Knowledge (see end), Celestial Knowledge (see end), Elemental Knowledge

(see end).

Weapon Proficiencies : As normal for a wizard.

Equipment : In addition to normal items of equipment, warshisi need to

maintain their summoning kits. These consist of various paints, powders, dyes

and liquids which they smear upon themselves and the ground in order to cast

their magic, and to control the summoned creature. The amounts needed increase

with the complexity of the summoning spell. These kits cost, in effect, 50

gold pieces per level, and must be upgraded whenever the warshisi rises in

level. The kits decrease in worth to the tune of 1gp per Hit Dice of Summoned

creature. The value of the kit, and hence it's level, represents the level at

which the caster can safely cast spells. If casting a spell not achievable at

that level, then the creature summoned by that spell, whatever it's Hit Dice,

is free from the caster's control. Example; a warshisi has a kit worth 454gp,

which is of 9th level. The warshisi is also 9th level, and can thus cast

Monster Summoning III. If the kit is used, and becomes worth only 447gp, then

that kit is worth only 8th level. The warshisi is still 9th level, however,

and could cast Monster Summoning III again. However, an 8th level kit is not

good enough to support the casting of 5th level spells, so casting Monster

Summoning III will automatically result in the summoned creature breaking

free.

Benefits : The warshisi cast an adapted form of Monster Summoning spells,

though they can cast the normal version as well (which has to be learnt

separately). In this new form of Monster Summoning, the warshisi can summon an planar creature with Hit Dice of up to twice the Monster Summoning number

(that is, using a Monster Summoning V spell, the warshisi can summon planar

creatures of up to 10 hit dice). Warshisi have an encyclopedial knowledge of

planar creatures, and can nominate the type of creature that they summon but

see description of Fiend knowledge for limitations that may, optionally, apply

here). Their chance of successfully summoning one of these creatures is equal

to 50% plus 3% per level (thus very high level casters always summon the type

of creature that they intend to). Warshisi almost always summon by creature

type, rather than specific creatures (that is, they will summon a pit fiend,

but not specifically Garr'thralax the pit fiend). Attempts to summon a

specific creature require true name spells as normal. When summoning, the

first creature of the appropriate type that is encountered by the spell

crystal will be the one brought to the caster.


When the summoning goes wrong, the summoner is 75% likely to get another creature that is native to the same plane as the creature they were attempting to summon. On the other 25%, they get a creature from one of the three nearest planes either way around the Great Ring (chosen randomly). The new summoned being will always have at most the same number of Hit Dice as the intended summoned creature. For example, although casting a Monster Summoning V spell, which could summon a creature of up to 10 Hit Dice, the caster is only trying to summon a Rutterkin, which has 4 Hit Dice. If the summoning goes wrong, they are likely to receive another native of the Abyss, who will have at most 4 Hit Dice. Whenever the creature that arrives is not the type that the summoner was attempting to summon, there is an automatic -20% penalty to their chance to control the summoned creature.


Warshisi almost always summon fiends of one variety or another, often

specialising in a particular race of fiends. However, they are capable of

summoning any Outer or Inner planar creature that they know of. Warshisi know

of at least 50% of the planar races at first level, and the best warshisi

probably know the names of more races and racial variants than the vast

majority of planar natives. They are perfectly capable of summoning devas,

tieflings, elementals, bariaur, etc. In the case of races such as tieflings,

which are not native to any particular plane, the summoning will look

initially on the Outlands, so an incorrect summoning here could summon from

any Outer Plane. Warshisi cannot access either the Astral or Ethereal planes.


When they have successfully summoned a creature, it can be forced to do the summoner's bidding, which it must comply with to the best of it's abilities.

There is nothing stopping summoned creatures from interpreting their

instructions as they wish, so long as they comply with the strict letter of

the instruction. Many fiends are perfectly capable of performing what they are

bidded to do, but in a manner that the summoner had not expected, and did not

want.


Summoned creatures cannot gate in others of their own kind, and are

automatically dispatched to exactly where they were when they were summoned

once the duration of the spell has expired. Creatures with more than 10 Hit

Dice may attempt to resist this relocation back to the planes. They have a 1%

chance per Hit Dice of being able to remain on the prime through sheer force

of will. However, they must achieve this every day. As an example, a balor is

summoned, and decides that it wants to remain on this world. It must roll 13%

or under to do so, and must achieve this again 24 hours later, and again 24

hours after that, and so one until it fails and is sent back to where it was

summoned from. Creatures that have the natural ability to planeshift can

automatically remain on the prime of they so wish. Any being that remains on

the prime after the end of the spell that summoned them is no longer under the

control of their summoner. The first act of any fiend will be to gain revenge

on the summoner, although if it is a celestial that has remained, their

actions are likely to be completely different.


Warshisi gain a free Conjuration/Summoning spell at each new level, like other specialists. Where possible, this will be a Monster Summoning spell.

Where there is not one available, this will be any spell from the school.

Warshisi prefer summoning spells to conjuration spells. Warshisi gain a +20%

chance to learn Conjuration/Summoning spells, and can memorise an extra two

spells per level, provided those spells are Conjuration/Summoning.

Disadvantages : Whenever the warshisi summon an extra-planar being, there is

always a chance that they cannot control the being. As detailed above, the

value of their kit is vital to this process. Although the warshisi can cast

any spell they have memorised, as normal, the level of their kit represents

the level they can safely summon at. Attempting to cast a summoning spell of a

level that their kit cannot support will always result in a failure of

control. Note that kits are only of use in summoning spells, and do not affect

any other type of spell cast.


Warshisi suffer a -20% chance to learn any non-Conjuration/Summoning spell.

Additionally, warshisi are heavily limited in the schools that they can learn

spells from. In addition to Conjuration/Summoning, they may use only

Enchantment/Charm, Lesser Divination and Abjuration.


Control of a summoned creature depends upon the level of the warshisi that summoned it, and the Hit Dice of the summoned being. The base chance of the caster controlling the being that they have summoned is 50%. This is adjusted

by +3% per caster level, and -4% per Hit Dice of the summoned creature. As

outlined above, when the creature summoned is not what the caster expected, a

- -20% penalty is imposed, representing the different preparations that should

have been made for that creature, but weren't because it was not anticipated.

Control is rolled immediately the creature arrives where it has been summoned.

Another check for control can also be made under certain circumstances; when

the summoned being is commanded to do something that is against it's nature

(alignment), after every 10 rounds and after the summoned being has killed at

least 10 Hit Dice worth of creatures (this represents the adrenaline surge

that combat would give most fiends, and may be altered if non-fiends are

summoned at the DM's discretion). As mentioned above, if the summoned being

escapes the control of the caster, their first action (if the summoned

creature is a fiend) is likely to be to attack the caster. They would still be

returned to where they were summoned from at the end of the spell duration.

All normal defensive and banishing magics can be employed by the caster (and

almost certainly should be).

Wealth options : As normal for a wizard. Note that the initial cost of their

kit would be very high, but as they cannot access Monster Summoning spells at

first level, it is not essential that a kit is purchased at this stage. It

would still be something that the warshisi would be expected to do as soon as

possible, and certainly before they could use Monster Summoning spells.

Note that there are no benefits when summoning anything other than an extra-

planar creature. However, elemental creatures can be summoned using both the

Monster Summoning spells, and the more normal method of Conjure Elemental. If

the warshisi opts to cast the latter spell, then the chance of the elemental

breaking free of control is reduced to only 1%. This is much less than the

risk incurred when using Monster Summoning, but with the latter spell,

elementals of more than 8 Hit Dice can be conjured and there is no limit on

the distance over which the warshisi can maintain control.

New Non-Weapon proficiencies:

Fiend knowledge

2 slots, check versus Intelligence -3

Description : Fiend knowledge gives one main benefit to the warshisi caster.

The warshisi gains better knowledge about fiends in general. This allows them

several bonuses. Firstly, they will know and recognise all fiends (except

unique ones) by both description and sight. This improves their range of

options when casting summoning spells (although it isn't specified above,

warshisi without this proficiency should be expected to know the names of only

about half of the types of fiends. With this improved knowledge comes

expertise in the strengths and weaknesses of the fiends, which particularly

includes what the fiend is and isn't vulnerable to in combat. Finally, they

gain +10% to control fiends if they have this proficiency.

This proficiency can be further specialised in. At the cost of another Non-

Weapon proficiency slot (same check and modifier), the warshisi can specialise

in a particular plane. For beings native to this plane, the warshisi now gains

a +20% bonus to their chances to control them, and a +10% bonus to their

chances to summon the correct creature.

For the purposes of this proficiency, the term "fiends" applies to any native

of the Lower Planes

Celestial Knowledge

2 slots, check versus Intelligence -3

Description : This proficiency functions exactly like the one above, except

that it confers knowledge about the inhabitants of the Upper Planes.

Elemental Knowledge

2 slots, check versus Intelligence -3

Description : this functions exactly as above, except that it grants knowledge

about the natives of the Elemental planes (with the exception of Positive and

Negative).

Note that there is no proficiency that covers residents of the Planes of

Conflict. The warshisi appear to have difficulty with the concept of these

planes, and rarely deliberately summon their residents. This has prevented

them from building up the depth of knowledge that the above proficiencies

indicate. On matters concerning, for example, fiends, a warshisi with Fiend

Knowledge would be an expert anywhere, even in Sigil itself. Also note that no

summoning spells can work into Sigil.

Finally, note that although many of the warshisi will have the knowledge and

expertise required to summon beings other than fiends, the vast majority of

warshisi will summon fiends the vast majority of the time. Quite why is

unclear, but it has been speculated that warshisi so often summon creatures to

fight for them that they have a tendency to summon creatures that like to

fight.

Date: Mon, 01 Jun 1998 16:16:28 PDT

From: "Kadiya Randall" <sliderkta@hotmail.com>

Society of the Midnight Sun 

Okay. Okay. I'm guilty. I should of posted this last week on Tuesday. 

Sorry. I appoligize to those who wrote me and asked for the info. 

The following PS faction info is based upon a MUD based in Sweden called 

Midnight Sun (well, now they call it MS2)(Yes, some role-playing is done 

when we get bored of the MUD). Of course, just for the sake of PS I gave 

the entire group the name, "Society of the Midnight Sun". For those of 

you who wanted the webpage information for MS, here it is:  

http://midnight-sun.ludd.luth.se:3328

I know there are two sections that aren't finished yet (Benefits & 

Restrictions--we haven't bothered with those in the role-playing). Any 

suggestions and comments would be helpful!

- ----------------------------------------------------------------------

The Society of the Midnight Sun

Nicknames:  Improvisers, M.S.ers

Symbol:  A never-setting sun just sitting upon the horizon of land.

Philosophy:  It’s not who you are, it is what you know that will help 

you survive in the Planes and beyond. Use whatever you have on hand, 

including your knowledge learned here, to survive. Always create and 

invent new ways and become an individual. 

In order to survive, one must be able to change. In order to change, one 

must have variation. In order to have variation, one must be an 

individual. 

How the group works:  The different divisions of the Society are called 

sections. They are listed below under Headquarters. Here’s the 

generalized school-like hierarchy.

The namers are called students. Their main involvement is getting an 

education in the group and doing other namer stuff. A student who wishes 

to work closer with the Improvisers can become an intern (an apprentice 

version of the factorum) and work closer to the Staff (the name for the 

factorum), provided he/she has the needed skills.

Interns and Staff are often mistaken by people as one and the same. 

Interns might fill out some paperwork, become an instant guide, fix a 

broken item, make sure a message is sent off to the appropriate place 

and do the little dirty jobs the Staff dread. Staff are the teachers. 

Both receive similar benefits like a factorum except Staff gets the 

extra goodies too. Occasionally, the Interns will get a few goodies, but 

that only happens on holidays.

Executives are the Factors of the MSers. They have all the normal jobs 

and benefits of a factor.

Being the Factol of a group this large can be a challenge. So to deal 

with all the needs of the group, the sections, and the outsiders, there 

are several "Factols" (plus their assistants who are also looked on as a 

factol). These ladies and gentlemen are not called factols. Remember, 

this group still considers itself a school, not a faction or sect. These 

leaders are called Administrators or The Board.

History:  About 150 years ago, a group of prime bloods got together to 

form a school system in Sigil. Their original purpose was to educate the 

increasing number of clueless primes in the ways of the planes. They 

hoped to eliminate the stereotypes most clueless primes carried and 

educate them on how to survive. They also taught their students about 

all of the planes, the various races (and how to deal with them), and 

the factions (and how to deal with them also). 


The factions kept a close eye on this group. They didn’t want any of 

their precious darks getting to these students. They feared if that 

happened then this group would expose them, so each of the factions sent 

spies to observe them. They soon found that the school was only touching 

on the surface of each belief and even encouraged them to join a 

faction. This helped tone down most of the worries and fears. Once 

comfortable with the school’s presence in Sigil, some of the factions 

later sent representatives to the school to expose the students a bit 

more to their beliefs.


The only three groups that really despised the school were the fiends, 

the cross-traders, and the Anarchists. Recruiters had a harder time 

getting these once-clueless newbies to join the Tannar’ri or Baatezu 

armies. Thieves and Rouges had a much harder time (especially in the 

Hive) to peel one of these berks with words or actions. The Anarchists 

were just plain suspicious that this school was a faction is disguise.


Over the years, most of the factions tried to get the school to support 

only one group, but every attempt failed. The school remained neutral to 

all groups. 

Eventually, even planars enrolled in the school, hoping to learn more 

about their world and even the prime worlds beyond. So more prime and 

planar teachers, after being carefully screened, were hired. Finally the 

school, due to its extra-large size, split and new schools opened all 

over the City of Doors— five for each Ward. A network was even 

established to keep communication lines open between the schools and 

portals were used so cutters can jump from one school to the next with 

no problem. 

As the years went by, things in the school system started to change. 

Unconsciously, the school developed its own belief—the one that is still 

held in its motto today.


It wasn’t until 25 years ago, that the Guvners decided to proclaim the 

School of the Midnight Sun as the official school of Sigil. Cagers also 

called this school the Society of the Midnight Sun, because many cutters 

started to think it was a becoming a faction in itself. At this time, 

the school started heavily promoting, "Use whatever you have on hand and 

whatever you know, to survive on the planes." Many graduates had decided 

to stay and work for the school instead of joining a faction. And some 

of the representatives from the other factions had started working 

awfully close with the school’s administrators.


About 5 years ago, the administrators decided to finally present their 

official symbol for the entire school system, which was presented and 

approved by the Hall of Speakers. For the Anarchists, their suspicions 

of the school really being a faction was confirmed. Others thought that 

it was a good idea for the school to have an official symbol. And a few 

thought that the picture of the sun looked like the face of the Lady of 

Pain. Well, the Anarchists got a hold of this chant and spread it all 

around Sigil. That’s when the problems for the School began.


Terrorist bombings appeared all over the Cage at random, with no clue 

as to who was responsible or why they were staged. There was no 

particular group that was focused on. The damage seemed to be caused by 

weapons but nothing that was known by the Harmonium or Guvners. At first 

Xaosititects got attention from the Hard heads and some were arrested 

(tried and were put on death row). Many Cagers, who lost family and 

friends to the bombs, were crying for the blood of the guilty ones. The 

Mercykillers (with the Harmonium’s help) kept control of the situation 

at the prison:  A few citizens wanted to enter the place and kill the 

"terrorists" themselves.

However, Taspeth (Planar/Female Erinyes Baatezu/Lawful Evil), one of the 

most honored administrators of the School, sent information anonymously  

to the factols of the Guvners, Harmonium, and Mercykillers by messenger  

about secret magic formulas that the school was creating (copies of the 

blueprints were also sent). She claimed that they were testing the stuff 

in Sigil, at the expense of the citizens. Some of the materials found at 

the crime scene matched those listed on the blueprints. Those who were 

arrested were released.


Of course, the Harmonium got on the case of the Improvisers. Dangerous materials, to make weaponry of all kinds, were found on each of the 

school grounds. Even proto-types were confiscated and the administrators 

(who denied knowing about this stuff)were arrested, tried, and were 

sentenced to the leafless tree. The Guvners revoked the school’s status 

and the school system was shut down.


There was only one administrator that the Harmonium missed:  Taspeth.  She had secretly left the group, not even leaving a note behind, long 

before the Harmonium arrested the administrators.


Knowing their school was innocent but realizing that no one would 

listen to them due to lack of evidence, the remaining students decided 

to rescue the administrators. Then they would all flee Sigil, preferably 

to anywhere on the Beastlands (besides, who would bother to follow them 

there?). Their plan worked but some of the students were killed by the 

Red Death in the process.


And what happened to Taspeth, you ask?  Well, she joined the Baatezu 

Army!  (Check DM Dark for more details)

Primary Plane:  Beastlands. The 250 surviving M.S. students (plus the 

rescued administrators) arrived in Brux and eventually made it their 

home. Many of them had some experience in the Beastlands. The animal 

lords and other rulers didn’t care for them, so long as they didn’t 

interfere with the delicate balance of nature like so many visitors to 

this land did. 


As the group stuck together, there were more and more people and even animals and hybrids that joined the group. Finally the group had to 

split into 6 groups:  Clan (druids), Adventurers/Explorers (fighters), 

monks, Lycs (shape-shifters), and Sorcs(wizards). And finally they 

spread out over the Beastlands, making various section headquarters in 

Krigala, Brux, and Kamasuthra. Only the Adventurers decided to make 

their home in Faunel on the Outlands. Some students still travel to 

Sigil, but they hide their identities. This is to prevent any riots or 

lynching or any other sort of attack the Cagers may do to threaten their 

lives. The Lady of Pain knows about these visitors though, but leaves 

them alone unless they do something to threaten Sigil’s security. But 

this is unlikely.

Headquarters:  The main headquarters is in the gate town of Faunel, but 

it is a secret that the citizens here won’t give to just any berk. Some 

citizens use spells like know alignment or even probe the mind of these 

bashers just to make sure they don’t have any bad intentions for the 

MSers.

The section headquarters are as follows:  


Clan (druids)— Forest of the Arcane Circle in Krigala. 


Adventurers/Explorers- Gate Town of Faunel. This group is extremely 

good at hiding their identities (much like the Anarchists in Sigil). Not 

all fighters in Faunel are members of the MS group.


Monks- Near the mountains of Kadaul in Krigala.


Lycs (shape-shifters)- 
Residing in the misty forests of Barovia in  Kamasuthra (despite the name of the group).


Priests- City of Everlund in Brux (located at the foot of the Everlund 

Mountains).


Sorcs (Wizards & occasionally Psionists)-  Everlund mountains in Brux.  Psionists, the newest group, is part of Midnight Sun’s brother group, 

the Worlds of Wonder Society, but they do work with the Sorcs at times.

Allies:  After a short time, the Powers and Animal Lords of the 

Beastlands came to see the value of this group mainly as powerful 

protectors of this plane. They were so grateful for the M.S.ers help 

that they granted them extra protection, should they ever need it. 

Enemies:  Most of the of the factions want to keep away from the group 

due to lack of trust at this time. But some really dislike the group. 

For now, None of them know that the group is really innocent.

The Athar dislike the Society due to their symbol. They feel the Msers 

worship the Lady of Pain as a power or that the group worships other 

powers. 


The Harmonium (especially Factol Sarin) thinks that the Society members are armed and dangerous. Nothing else. ^_^


Factol Alisohn Nilesia and her Mercykillers are surprised why the Lady of Pain didn’t flay the Msers or at least put them in the Mazes (if she 

put any Society members there). They feel that justice has not been 

served and are obligated to go after the Society. The factol personally 

feels as if the Lady has committed another "crime" in order for her to 

act—to come after the Lady with more persistence and even put her to 

death for her past crimes (The Factol’s Manifesto, page 100). 


The Anarchists want to keep them out permanently. 

Eligibility:  The Society of the Midnight Sun is open to anyone who 

WANTS to learn about the Planes and how to survive longer in them. Most 

members are in the Neutral and Good alignments though. 


Those looking to become members usually head to Faunel in hopes of 

catching chant of the group’s location. Of course, they have to carry an 

item with the group’s symbol engraved on it. Of course that means back 

to Sigil and finding one of two women there: Haralitha (Planar/female 

human/Society of the Midnight Sun/Neutral) who runs a clinic near the 

Great Bazzar and Elvira (Prime/female human/Society of the Midnight 

Sun/Neutral Good) who runs a hard-to-find wizardry shop in the Lady’s 

Ward. They have the item you may need, but they just don’t give it to 

anyone.


Finding a MSer is just like trying to find an Anarchist in Sigil. Of 

course, always keep your eyes and ears open.

Benefits:  ***I’m unsure of what to put here. Any help would be 

appreciated!***

Restrictions:  ***Look at Benefits***

The DM’s Dark: The MSers know that since Taspeth mysterious 

disappearance, the secret information the school had worked on to end 

the Blood War (started because of a curious student) PLUS a bunch of  

magical formulas (created by curious students and Staff), that could be 

dangerous in the wrong hands, also disappeared from the School’s lab 

prior to the administrators arrest. 

The two formulas that were used in the terrorist attacks in Sigil were 

secretly placed into the Factol Hashkar’s hands (by Factol Sarin 

himself) for safe keeping.


Somehow the MSers got a hold of the dark about Taspeth, who is now an extremely valuable asset to the Baatezu. Not only did she give them 

winning strategies for some recent Blood War battles, but she also helps 

them in creating that complete model of Sigil. Remember, she also has 

the key to winning the War (and is carefully giving out the information 

string-by-string), and the baatezu have won every battle so far. . . 


The Sorcs division is about to go straight after the baatezu traitor, 

in hopes of winning back the Society’s good name. The Tannar’ri has also 

sent someone after her, a champion named Lyon  (a cambion 

assassin/wizard). The erinyes knows about this and is constantly 

watching her back. 

The Society of the Midnight Sun knows her weakness though, but the 

baatezu don’t figure on that. The weakness:  Taspeth has an adopted 

sister named Slider K’ta who knows everything about her (except the fact 

that Tas loves to appear as man and is a girl in real life). The girl 

also says that Lyon (yes, the tannar’ri’s champion) is also an adopted 

sibling (NOTE: The pasts of the adopted siblings are even a curiosity to 

the Sorcs, especially where they came from—a prime world or the 

hinterlands or a Maze that got turned into a city? And nothing was known 

of Taspeth before she even entered the school, when it did exist in 

Sigil). Slider put her lot in with the Improvisers because she thinks 

that both her siblings were brain-washed somehow because she knows them 

but they don’t remember her.

- ----------------------------------------------------------------------

Kadiya Suzanne Randall
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Motto:  "Evil must be punished! Justice will prevail! Good will always 

triumph! And evil people, prepare to meet your doom!" --Amelia Tesla Wil 
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Date: Tue, 02 Jun 1998 02:28:49 -0700

From: Pol Jackson <pjack@efn.org>

Running Doors of the Unknown

[I haven't had time to actually read the list for quite a while now, so

please cc any replies to me (pjack@efn.org). If you want me to see them,

that is... ]

I recently ran the first chapter of Doors to the Unknown, and thought

you'd all like to hear the tips and tricks I used to pull it off

smoothly. (Here's some spoiler space; if you're a player, ask your DM

before reading further!)

*

*

*

*

*

Doors to the Unknown has always struck me as being an adventure with

excellent concepts and locations, but with an absolutely horrid plot.

(Not horrid as in Cthulhu-monster horrid, but horrid as in badly-written

horrid.) Reading the module can be an exercise in frustration, as you

try to decipher the motives and plans of over a dozen NPCs. I happen to

/like/ complicated NPC plotting, but the backplot to this module was too

confusing even for me. Even worse, NPC motives and actions often don't

make any sense at all. (For example: The Will of the One steals

Estavan's ledger, giving it to Balthazar Thames, the person Estavan was

going to give it to anyway... except that Jerkot's thugs steal the book

from Balthazar, only to return later to Balthazar's office!)

Still, I happened to need a low-level adventure relatively quickly, so I

dusted off DttU and decided to give it a try. I skipped the Prologue

scene, and started Chapter One with Kylie delivering Balthazar's

business card to the PCs. The prologue isn't really necessary to run the

first adventure; it looks like it would work just as well between the

1st and 2nd adventures.

Despite the overcomplicated backplot, The session ran quite smoothly. I

thought that I would have to completely rewrite the plot, but the First

Door adventure worked surprisingly well as written. There are a few

points in the first adventure that are unclear or badly explained, but

they are heavily outweighed by the good points.

Reading The First Door brought up several questions. Here are my

proposed answers, in case anyone else wants to run the module.

* Why would Jerkot's thugs enter the portal before they knew the way

out? Perhaps Trash knows that there /is/ a way out (the ledger says so),

but doesn't know exactly what it is -- they didn't get enough of the

ledger decoded. He tells his men that he knows the key back, though.

* Why don't Trash and his men take the gem from the Gargoyle when the

enter the Junkyard? Perhaps they never got close enough to see it (maybe

they took the path to the left). Or perhaps they're particularly

superstitious. Or perhaps they figured it was powerful magic, and didn't

want to touch it until a mage looked at it first.

* I would ignore the 2-month blink period of the doors. It's not nearly

enough time for the PCs to go from second to eighth level! If the PCs

investigate, have them discover that no-one knows how long the doors

stay open -- it tends to vary each time they appear.

* Speaking of which, the blinks only appeared a very short time ago.

That's why Balthazar didn't accidentally activate the portal every time

he brought the ledger into the room!

* The point about the gate keys is worth clarifying. It's not well

explained in the first chapter, but the gate key to Balthazar's office

is the icon of the gargoyle. The icon is on Estavan's ledger, and on the

business card Kylie gives to the PCs. (The gargoyle icon isn't a normal

part of Balthazar's business card; that was added by Estavan.) The gate

key does not have to be held, and is not consumed by passing through the

gate. Likewise, the gate key back (the bright red gem) is not consumed

by the portal. This allows the PCs to go back, if they wish to...

* What if the PCs don't find the things they need to in the first

adventure? This shouldn't be a problem; simply allow the PCs to travel

back and forth as they need to. Perhaps Estavan will hire them to help

loot the treasures of the Junkyard. Of course, if they encounter the

golem, they may not want to come back...

* I had fun with the Ogre Magi on the staircase. The heroes never

actually saw him leave! One curious PC pretended to leave, but then

looked back, only to see Estavan gone. I figure he teleported onto the

staircase, got stuck, and waited until no-one was looking before he

teleported away!

* The XP awards at the end of the adventure are quite high, especially

for low-level characters. Be sure you adjust the XP level to fit your

campaign.

* Despite what it shows on the map, I'd put the magic ship further back

in the cube. When the PCs start flying the ship around, it alerts Trash

and his gang, forcing a confrontation. It's much more fun to let the PCs

explore for a while first. An easy solution would be to make the pile of

junk so high, the PCs can't see the top without climbing it. (It's very

dim in there, remember.) Therefore, no-one will find the ship unless

they decide to climb that particular junk pile. Don't underestimate the

fun that can be had if Trash finds the ship first! (To be fair to

low-level PCs, you can say that Trash and his gang are lousy shots.

Still, nothing like a few fireballs to get the adrenaline going, eh?)

So to sum up, The First Door is a surprisingly good adventure. I might

end up running the entire module, slipping the additional chapters in at

various points during the PC's careers. If there's anyone else out there

who has run any part of DttU, I'd love to hear your experience.








Pjack

