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Date: Wed, 03 Jun 1998 03:18:02 -0700

From: Pol Jackson <pjack@efn.org>

Comprehensive PS Adventure List (June '98)

[The PS Adventure List now includes the Tales From the Infinite

Staircase! Get it while it's hot! I've also reformatted the adventure

list. As long as you're using Courier font, it should show up in nice

neat rows. Let me know if it doesn't, and I'll fiddle with it some

more.]

[WARNING: This might be considered spoiler material for players! If

you're a player, ask your DM before going any further.]

* * *

This is a list of all published Planescape adventures, organized by

party level. There are so many great adventures out there now, that it

becomes difficult to keep track of them all. With this list, you can

find out which adventures are suitable for your players at their current

level, and what book the adventure is in.

The categories are: Any, Low, Low-Medium, Medium, Medium-High, and High.

The recommended range of levels for each adventure is also listed. If an

adventure fits into more than one category, it goes into the lower

category by default. Adventures specifically written to introduce Primes

to the Planes are marked with an asterisk.

Remember, you don't have to be a slave to the numbers; Planescape

adventures are uncommonly flexible. With some work, you could bring most

of these adventures into any level range you liked. And, as Monte Cook

points out:


"Many PS adventures should be rated for higher levels


than what is presented if the players are the sort


that like to fight their way through everything. For


example, if the PCs decide to "take out" the Relentless


in the Hellbound adventure entitled _Squaring the


Circle_, they should probably be around 15th level--


at the VERY least.


Since the PS setting encourages intelligent, cautious


play rather than, say fighting your way through Baator,


the recommended levels reflect that idea."

Here goes. Entries are organized alphabetically by the book they're

found in, so that adventures in the same book are grouped together. Some

of these are full adventures; others are adventure 'seeds' (as in the

"Planes of..." books).

* * *

NAME


FOUND IN

MIN. LEVEL/MAX. LEVEL

Any Level:

Into the Light

Dead Gods


1/None

Love Letter

Well of Worlds


1/None

Hard Time

Well of Worlds


1/None

To Baator and Back *
Well of Worlds


1/None

Low: (Starting at Level 1 or 2)

First Door, The

Doors to the Unknown

2/4

Eternal Boundary, The
Eternal Boundary, The

1/3

March Begins, The
Great Modron March, The

1/3

Unswerving Path, The
Great Modron March, The

2/4

Arsenic


Planes of Chaos


1/3

Mouse-Eye View, A
Planes of Chaos


1/3

Nuts


Planes of Chaos


1/3

Snipe Hunt

Planes of Chaos


1/3

Street Crew

Planes of Chaos


1/3

Crown of Light, A
Planes of Law


1/4

Ghost in the Machine
Planes of Law


1/4

Hot Time in Darkspine
Planes of Law


1/4

Little Lost Gear Spirit
Planes of Law


1/4

Scrambled Eggs

Planes of Law


1/4

Misplaced Spirit
Planescape Boxed Set

1/4

Price of a Rose, The *
Planescape Boxed Set

1/3

Planescape Demo '97 *
TSR Webpage (www.tsr.com)
2/4

Hunt, The

Well of Worlds


1/7

Mazes, The

Well of Worlds


2/4

Low-Medium: (Starting at Level 3 or 4)

Second Door, The
Doors to the Unknown

4/6

Ambushed!

Great Modron March, The

3/5

Modron Madness

Great Modron March, The

4/6

Politics of the Beasts
Great Modron March, The

4/6

Harbinger House

Harbinger House


4/7

Deliverance

Planes of Chaos


4/7

Hammer and the Serpent
Planes of Chaos


4/7

Hoards of Trouble
Planes of Chaos


4/7

Party Reservations
Planes of Chaos


4/7

Wicked, Wicked Ways
Planes of Chaos


4/7

Into the Land of...Dead
Planes of Conflict

1/None

Something Wild

Something Wild


4/7

Lord of the Worms
Tales...Infinite Staircase
4/6

Lost Sovereignty
Tales...Infinite Staircase
3/8

Planewalkers

Tales...Infinite Staircase
3/5

Reflections

Tales...Infinite Staircase
4/5

The Dream Well

Tales...Infinite Staircase
4/6

Winds of Change

Tales...Infinite Staircase
4/5

Medium: (Starting at Level 5 or 6)

Out of the Darkness
Dead Gods


6/9

Deva Spark, The

Deva Spark, The


5/9

Third Door, The

Doors to the Unknown

5/7

Umbra


Dungeon #55


6/9

Fires of Dis

Fires of Dis


5/9

Camp Followers

Great Modron March, The

6/9

Law in Chaos

Great Modron March, The

5/8

Modron Judge, The
Great Modron March, The

5/8

Sidetracked

Great Modron March, The

6/9

Field of Nettles, The
Hellbound: The Blood War
5/8

Strange Bedfellows
Hellbound: The Blood War
6/9

Militancy...the Means
Planes of Conflict

5/8

Prison Break

Planes of Conflict

5/9

Chase


Planes of Law


5/9

Desert's Night

Planes of Law


5/9

Gauntlet Thrown, A
Planes of Law


5/9

Hand of Fate

Planes of Law


5/9

Haywire


Planes of Law


5/9

A Devil's Dream

Tales...Infinite Staircase
5/None

In Disarray

Tales...Infinite Staircase
5/6

Recruiters

Well of Worlds


5/8

Medium-High: (Starting at Level 7 or 8)

Fourth Door, The
Doors to the Unknown

7/10

Flower Infernal, The
Great Modron March, The

7/9

Last Leg, The

Great Modron March, The

8/10

Squaring the Circle
Hellbound: The Blood War
6/10

In the Abyss

In the Abyss


8/10

Book of Lies, The
Planes of Chaos


8/None

Fires of Ysgard, The
Planes of Chaos


8/None

Mad Dog


Planes of Chaos


8/None

Steal Town

Planes of Chaos


8/None

Treasure for the Taking
Planes of Chaos


8/None

High: (Starting at Level 9 or 10)

Nemesis


Dungeon #60


9/12

Beyond the...Plateau
Planes of Conflict

9/12

Discovery

Planes of Law


10/None

End of Time, The
Planes of Law


10/None

How Many...Iron Cube?
Planes of Law


10/None

Inner Workings

Planes of Law


10/None

Silent Aasimon, The
Planes of Law


10/None

Blood Storm

Well of Worlds


9/None

Epoina's Daughter
Well of Worlds


9/11

People Under the Falls
Well of Worlds


9/None

* * *

Send comments, questions, corrections, rants and/or raves to:

pjack@efn.org   

Date: Thu, 4 Jun 1998 00:21:47 +0200

From: "Lars H. Loeher" <loher@uni-muenster.de>

The Lady Of Pain


Dreams.

Realized fears and fantasies, fragile, intriguing, strange, fantatastic,

fearsome, incomprehensible. Many people have forgotten their dreams, even

many planars, even though they should know better. In essence dreams are

nother incarnation of belief, of subconscious belief maybe, but still

belief. Some who walk the planes sometimes recognize places from their

dreams as though they had been there before. Naturally these places look at

least slightly different most of the time, but still...

It happens only Rarely, because many of the places faced within Dreams are

so incredibly weird and incomprhensible, that exposure to them in waking

hours would drive a poor sod barmy. There are also creatures born out of

these dreams, The Iandrikkar, the Kurkirr and the Shkrykku maybe the most

popular, but there are also others, more difficult to comprehend than even

these. These are the true dreamers, the faeries or fey.

Ever mysterious and elusive, benign and infernal, fleety but powerful, it

is impossible for a mortal mind to comprehend the fey. The older the

faerie, the more complex and mysterious is their personality. Some aren't

much older than mortals, while a few a rare few of the fey are older than

the multiverse itself. They are the most respected among their kin, even

though an outside would not recognize one if they met them, because they

have learned that using power draws unwanted attention.

Among these are the True Nameless, those who lack a true name of their own.

Shapable like no-one else into everything, but only by their own wills, one

of them might be the friendly guy next door, or the guardinal who helps you

out, or the Yogoloth who cheats you on one day. Bound by nothing but their

own capricious and strange motivations, they walk the mulltiverse, never

revealing themselves and even less what they are doing. It doesn't make

sense to mortals, but there is more

behind their actions than meets the eye.

One of them always stays in Sigil to keep the neutral meeting ground a

neutral meeting ground for all and everyone up to a certain level of power.

This one keeps out everyone else and is brutal and harsh to anyone who

tries to dethrone it or take over the city for themselves. Mortals may be

many things, but they can never guard the city like the True Nameless can.

This one is the Lady of Pain. Some believe it is always the same, others

say it is an office shifted among them, which some like more and others

less. (Even though incomprehensible by anything that lives in the

multiverse doesn't mean that they don't have personalities.)

They communicate among each other in an ancient way, that predates even

telepathy. Every attempt at even trying to communicate their simplest

concepts to mortals has to end in desaster. See a mortals (or paramortals)

mind so badly overloads from even a moment's touch, that it sends a

backlash throughout all of the body that all of its finctions, even the

heart and the brething shut down, effectively killing the victim. Some say,

that they can communicate in any tongue known to the multiverse if they

really want to, but then again who knows? 

The nameless don't reveal themselves to mortals.

- ---The Mystical Old Bard

http://www.geocities.com/Area51/Hollow/5279

Mind, Body and Spirit... All are one!

From: Jason Ng <psychot@islandnet.com>

Another Theory on the Creation of the Multiverse


There's been a few theories on the creation of the multiverse, well here's another

one.  One that I agree with more personally..

The Multiverse just suddenly existed some moment.

Possibly there were substances out there or they just sprung into existance.

Anyways some of these substances mixed and by some accident became life.  While other substances mixed and became concpets and forces and that stuff, as to when that happen in relation to life that is unknown.  At that time nothing was aware or sentient it just lived and existed.

Perhaps there were forces like Good, Evil, Chaos and Law existing at that time.  If

they existed they were simply attracted and repulsed much like magnets.

After so many years "life" became single cell organisms.  And later became life had sentience.  These organisms evolved and evolved until they became powerful enough to manipulating the substances, concepts and forces out there.  The concepts and forces were used by these sentients, but forces and concepts never did become sentient.

Eventually the life that existed decided to create life themsleves, perhaps make

them better.  Years and years later life became more advanced in form, capability

and functions all having more than one cell, but they never did reach the power of

the first organisms.

The first organisms then either watched, disappeared mysteriously (perhaps by

becoming more advanced), or destroyed themselves.  Generally they let there

creations become more advanced and evolved.

Somewhere along the line certain organisms must have shaped the planes out of

forces and substances, which ones that did that are unknown.

Where the gods come in is also unknown, generally the true gods are the ones the

people worship because they are the only things considered to be gods or powers.

Over time races advanced and evolved from creatures of the prime, to planar races, to powers and then mysteriously disappearing.

Date: Sat, 6 Jun 1998 00:56:13 -0400

From: "Mark Pickett" <rabidchild@wave-net.net>

My Theory of Multiverse


I'm sure a lot you have read the stuff I've written about Sigil and the

Gods in various posts.  Well, I've decided to expand upon/re-explain that

here.  My basic theory revolves around the idea that everything is imagined

by mortals to make sense out of complicated world.  Below, I have a list of

my ideas on the origin of various things.

Gods:  These "gods" clearly had nothing to do with the creation of the

multiverse or mortals.  Gods need worshippers to be gods, so how could they

create mortals?  Before there were mortals, there were no worshippers, and

thus no gods.  The gods were created by mortals so that they could try to

grasp the complexity of the multiverse.  They needed a lie that they could

pretend to understand.  People (ie humans, dwarves, elves, etc) began to

believe so strongly in these gods that they eventually began to exist (we

know the power of belief on the planes).  This explains why so many gods

act so much like mortals.  Mortals shaped the gods in their image.  Take

the Greek Pantheon.  If they are so infinitely wise and immortal, why does

Hera henpeck Zeus? Why does Aphrodite fool around with Ares when she's

married to Haphaestus?  Clearly, these gods were made by mortals and given

human weaknesses so mortals could understand the infinite.  As for the

power priests hold, all that does is show that if you believe in something

enough, it can come true.  Whatever did create the multiverse is a singular

entity far too complex for mortals to understand.  Suffice to say, it

doesn't have human failings and it DOESN'T need worshippers.  

The Lady and Sigil:  First of all, the Lady IS Sigil and Sigil is the Lady.

 But that doesn't matter.  The two were created by mortals through belief. 

After the mortals created the gods, they felt some subconscious doubt and

shame for creating such lies.  Sigil and The Lady are the physical

manifestations of that doubt.  Thus, no gods can get into Sigil and the

Lady won't tolerate worship.  Why would she?  She knows that EVERYONE

subconsciously hates the gods, so why would she let them in or allow

herself to become one?

The Outer Planes:  The OPs are arranged too neatly to be anything but a

product of the imagination.  Basically, they developed when conflicting

philosophies started between mortals.  The mortals thought they were

seperate from those that thought differently from them, so they actually

did seperate.

The Inner Planes:  This little group of planes is probably the best

evidence in support of my power of belief/everything's imagined theory. 

First of all, these so called "elements" are only elements because mortals

decided they were.  Take air and Earth.  Earth is only the opposite of air

because humans see that the air is above them and earth is below them.  Not

to mention that air is not a single substance and neither is Earth.  The

"elements" are only elements in mortal terms.  Thus, they are the result of

mortals simplifying something so that they could understand it.

Astral and Ethereal:  Gimme a break.  Pathways between groups of planes. 

Could that be more convenient?!

Well, that's all I have to say for now.  Feel free to ask any questions. 

I'm going to design a new sect on this belief (they'll be an extremist

break off of the Athar) and probably send it to this list.


Mark Pickett

Date: Mon, 08 Jun 1998 15:58:02 -0700

From: Greg Jensen gjensen@mail.wsu.edu
Another Theory of the Multiverse

While there is no "right" answer, here is my explanation, which makes the

most sense to me:

The universe was created through a big bang, and life evolved on various

planets.  What was before this big bang is anybody's guess.  Now, some

planets were infused with a strange form of quantum energy that can only be

called "magic."  Magic essentially allows reality itself to be altered, and

can sometimes be harnessed in "spells" to essentially reprogram reality to

fit the spellcaster's wishes.  Those planets without magic developed

technology, and are virtually cut off from the planes (although there are

rumors that a few portals have even been found by individuals on these

planets.  Jimmy Hoffa, Amelia Earhart, and the entire burg of Roanoake

(sp?) are some examples).  Those planets with magic tend to stay at a

medieval technological level, developing magical science (wizardry)

instead.  They are usually surrounded by a strange energy "crystal sphere,"

and the magical energy tends to mutate the inhabitants of these planets

based on the subjective expectations of individuals or society to create

new races of creatures.  Therefore, elves, dwarves, dragons, griffins, etc.

have all sprung up on these planets.  

As on planets without magic, the inhabitants of these planets tend to

create belief systems and rituals to explain and revere the forces of

nature and society.  These "gods" and "religions" on the magical planets

are especially interesting.  Due to the subjective nature of magic, the

beliefs of the worshippers can become reality.  Basically, if enough people

believe a god is real, it becomes real.  Some individuals are able to bond

with this power, and can recieve spells from this bond.  Interestingly

enough, some "priests" of philosophies and forces, not embodied by a deity,

also exist (for example, elemental clerics of Athas), able to tap into the

belief systems of groups rather than a "deity."  

In a similar manner, these beliefs have taken solid form in different

dimensions of reality.  This is how the planes have come into existence.

The Outer planes are "created" by the moral/ethical and religious beliefs

of those on the magical prime worlds.  They are a living embodiment of

these principles, and reflect the general expectations of these concepts.

The Inner Planes are also embodiments of belief.  Essentially, they embody

beliefs not about the moral and spiritual, but the physical and material.

As most magical worlds recognize 4 basic elements (that magic can

distinguish between), there are 4 elemental planes.  Many cultures have a

belief in a Yin and Yang, a positive and negative force that are also

embodied in the Inner Planes.  

The way the inner planes are connected is completely subjective, and

depends on the expectations of the individual.  For the majority of

individuals, the planes are connected as presented in the Planescape boxed

set.  However, not all cultures accept the 4 elements as the basic forms of

matter.  Oriental cultures tend to recognize 5 basic elements:  air, water,

wood, metal, and fire.  Athasians, while recognizing the same 4 elements as

normal, recognize different paraelemental planes.  Rain (Mist) instead of

Ice, Sun (radiance) instead of smoke, etc.  These other planes are real.

However, they are harder for someone who doesn't accept the same elemental

theory as you to find.  An athasian moving from the water plane to the air

plane will reach the plane of rain, while a torilian will reach the plane

of ice.  A character from an Asian culture may be completely unable to find

the plane of air, perhaps finding the plane of Wood instead.

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm
Date: Tue, 9 Jun 1998 12:50:03 -0400 (EDT)

From: Jamie McGarty <web2948@charweb.org>

My theory...more cosmogony 

Okay, here's another possible method of creation. (It may sound 

suspiciously like a different post to the list, but I've been not-working 

on it for a couple of weeks now, honest ;)

A brief overview:

This theory proposes that there (are)/(have been) seven forms of energy 

in the multiverse:

Energy type - representation - natural location

empyrean - time                  - Empyrean Plane

astralis - conciousness/thought  - Astral Plane

ether    - belief                - Ethereal Plane

malleus  - physical belief       - Outer Planes (and demiplanes--see later)

purus    - pure elements         - Inner Planes

realis   - dense (normal) matter - Prime Material

aevum    - finality/absoluteness - Sigil

Ok, the general concept here is that energy started at the top and worked 

it way to the bottom. Some aevum (imagine all these names are italicized, 

please) exists, other energy is still progressing. 

Less brief overview: (Feel free to stop now)

1. The Age (two instants) of empyrean

     The first form of energy was empyrean, right? Of course! you say (even 

though you've never heard of it). At the very instant of creation of what 

was to become the multiverse, empyrean existed. At the next (second) 

instant, it all involved (involve- (v) to complicate or make intricate or 

difficult; involution- (n) degeneration, retrograde evolution) into 

astralis. This was the beginning and end of Time ('T'ime being different 

from 't'ime). So where did empyrean come from? We don't know. There is 

one theory but it is one of those damned cyclical paradox things and will 

be discussed later.

2. The Age of astralis (not from "Hair")

     So empyrean involved into astralis; this formed the Astral Plane. 

The Astral Planes looked the same then as it does now (to humans 

anyway--see "Misc. side notes" later), like a big void. Over a long time, 

conscioussness and sentience evolved in the form of non-physical 

intelligent beings...

[I'd like to take a minute here to point out some limitations. I have the 

PS boxed set, Planewalker's handbook, and the MoP. Thus, I'm ignorant of 

much of the canon info (like what a Baernoloth is, for example), and I may 

contradict material in The Guide to the Astral Plane or leave out some 

seemingly obvious conclusions. If I do, it is because I'm ignorant and 

please feel free to make corrections/additions.]

...These beings (I was going to have them eventually enter into 

symbiosis 

with physical bodies, becoming illithids. You can make them all those 

baerno-majigs if you like) began thinking and this led to...belief. 

Astralis, which had been doing pretty much nothing for a while, slowly 

began to involve into ether.

(One more note before I forget. The sentient being's thought-->belief 

fueled the astralis-->ether, right? True, however, even though astralis 

is "thought energy" and ether is "belief energy", you don't need astralis 

for thought or ether for belief. The sentients' thinking merely served to 

induce the involution of astralis into ether and was not caused by the 

astralis itself.)

3. The Age of ether

    So: empyrean is gone, astralis is slowly becoming ether, and ether 

has just formed. Newly-formed ether formed the newly-formed Ethereal 

Plane, obviously. While the sentients continued think-believing, more 

ether began to accumulate. (View ether as a billowing, gaseous cloud of 

not-quite-solid dust particles). Some of the ether began to diffuse, but 

other ether accumulated. As more ether was created, the accumulation 

became very dense and started to attract (something like belief-gravity) 

some of the billowing ether clouds. (Imagine the nucleus and electrons of 

an atom). This ether-cloud around the core (the accumulation) began to 

congeal into a fluffy, real-cloud like form, malleus. This further developed 

physically and became the first demiplane. As this demiplane developed, 

it "slid" away from the Ethereal plane [You know, I think " 'thereal " 

would be much more common in planar dialect. The "e" is much too 

cumbersome] and "slid" into the newly-created Outer Planes.

4. The Age of malleus (keep italicizing the energy types)

     So: empyrean is gone, the sentients think-believe, astralis is 

involved into ether, ether condenses into a core, attracts an ether-cloud 

which congeals, forms a demiplane, demiplane slides into Outer Planes and...

     ...becomes an Outer Plane (actually a layer).

     Aside: the first demiplane to become a plane is assumed to have 

become Pazunia (Pazunia? I can't read my writing) the first layer of the 

Abyss. The reasoning is that the Abyss has the most layers, but the 

Concordant Opposition (umm...Outlands?) is another possibility with its 

centrality thing happening.

     So slowly more Outer Planes (OPs) form, layer by layer. Eventually, 

a layer of one of the OPs "slips" away. (This becomes common--over 

millenia--and is what happened to the 8,9, and 10th Heavens mentioned 

before. Search the archives, if you want more about them) Where does the 

layer slip? .Picture the arrangement of the planes (Astral, Ethereal, OP, 

inner). The layer slips toward the ethereal. However, it drops of its 

physical part at the inner planes (having just been created) and the 

belief continues to the ethereal (beautifully "splashing" through the 

inner plane shell) to eventually become another demiplane.

5. The Age of purus

     So: empyrean gone, sentients (more have probably developed in 

Astral, Ethereal, and OP) think-believe and convert astralis to ether, 

ether condenses and congeals, demiplane slips into OP as a layer, layer 

slips, deposits physical matter (congealed belief) at inner planes, core 

continues to Ethereal (thus, ether is gradually depleted as it congeals 

and becomes pure elements).

     So slipping layers deposit the four pure elements (air, water, fire, 

earth) which mix somewhat to form all the para- and quasi-elemental 

planes.

    Errant thoughts about Positive and negative energy planes:

Contrary to popular belief, the positive energy plane itself has no 

energy while negative has plenty. The positive energy plane (PEP) is 

exothermic (exergonic?) and is analagous to white. White objects reflect 

all light, thus they appear to be full of color (all of you know about 

white light and prisms, etc) while black objects absorb all light and 

appear to have no color. The PEP, then, is reflecting all energy while 

the NEP absorbs it. So? Maybe once a "critical mass" is established, the 

poles will switch and the former-NEP will release all the energy it has 

absorbed and the former-PEP will begin absorbing. Again, so? I don't 

know, it says errant thoughts, doesn't it? Again, maybe instead of the 

pole-switching theory, the PEP gets the energy it sheds from a different 

source. All I-just-thought-of-it theory: When a layer slips, it passes 

through the Inner Planes...but always at the PEP. There, the layer 

releases some energy (relatively large--huge--amount for humans, 

relatively miniscule amount for planes/layers). The layer still drops off 

its physical matter as pure elements of course. All this is just rambling 

though so back to what I have thought out (couldn't tell the difference 

could you?)

     The Inner Planes slowly expand and purus, energy in the form of pure 

elements once again involves. (Why? I'm not sure. I'm tired, sorry) This 

time, it all mashed together and forms...

6. The Age of realis

     Realis is the energy of the Prime Material (where we are). It takes 

the form of dense matter, unpure elements, chairs, suns, phlogiston 

(maybe that's not-dense (diffuse) dense matter). You all know about dense 

matter, I hope, so onwards. As we (present-day humans) know, all energy 

becomes heat: entropy. Ironically, the one real energy transformation 

isn't one of the recognized six. Dense matter does become heat though and 

this heat becomes the next form of energy...

7. The Age of aevum

     All this heat doesn't just accumulate in the prime though. It moves 

from the prime (through the then-not-yet-theorized black holes, maybe) to 

Sigil. It is not known if the heat travels through black holes, but it 

does come out of the Spire...as aevum. Aevum is the energy of Sigil, and 

of the Lady of Pain. There is nothing after aevum, just more aevum (see 

later for a possible exception). Eventually, all the astralis will be 

gone as it is converted to ether (thinking will still take place as 

explained above). Then ether will dissappear, and malleus, purus, and 

realis. Eventually, all will become aevum

     Thoughts about the end of all except aevum: (others' thoughts welcomed)

     And misc thoughts for those who stuck around ;)

     There will be no humans as they are made of realis. Just Sigil (the 

torus, not the inhabitants), the Lady, and possibly the Dabus.

     It is possible that souls are made of astralis (maybe ether?) and 

that after these forms have finished involving, there will be no souls.


(change of indents: using Tab now)


All beings native to the prime are made of realis. Any natives of 

the astral are non-physical beings. The illithids, who have (just now) 

been made very old and natives of the astral are, as above, the result of 

a symbiosis between the illithids (the non-physical 'sentients') and an 

octupus-headed humanoid sometime after realis involved. I don't think that 

all astral-natives, e.g. illithids, will die (or revert to the stupid, 

non-symbiotic octopus-men of yore) because the illithid, non-physical, is 

not truly composed of astralis. The true illithid is simply 

consciousness. Outer planar beings: are the Op natives or did they move 

there from the prime? I would guess they're from the prime. I view all OP 

matter as a big fluffy cloud when not affected by belief. This might be 

the chaos-stuff of Limbo (or Pandemonium or wherever it is). Powers on 

the other hand are made of malleus (possibly demiplane cores gone mad) 

and will be converted to purus when no more malleus is left.


Proposition 1 (since I started numbering): All powers exist, and 

only exist, on the OPs (and possibly Ethereal) Any "Powers" outside of 

these planes are either things like avatars or are not true powers.


Should Inner Planars exist after purus is gone? I's say true 

natives become realis, while migrant Primes who went to the Inner Planes 

a long time ago stay.


What happens if a prime, for example, is on an OP, for example, 

when the OP are fully converted into purus? The plane being converted 

should be suitably chaotic to kill foreigners (or discourage them from 

staying) long before they are completely involved.


If the Astral Plane is composed of astralis, and the Astral Plane 

is infinite, isn't there an infinite supply of astralis? No. Remember 

empyrean? When empyrean was, it was everything. Before astralis was 

converted to ether, it was everything. And when all is aevum, aevum will 

be everything. While empyrean-that-was may have been infinite in size, it 

was not infinite in magnitude. (Not another infinity debate! ;) The 

answer is no.


You stated above (and one paragraph below) that there are six 

steps in this theory. Aren't there seven? Nope. Its one of those infernal 

(fence)/(fence post) problems where you have to subtract one to get the 

number of somethings. Don't worry, I always have to count to make sure. 

(I hope somebody has the same problem lest I feel stupid)


Things this theory (six steps to a better multiverse) can explain:

Magic-

Magic is the creation of a direct conduit to the Ethereal 

Plane, harnessing the powers of ether and using it to fulfill desires.

Instead of involving normally, ether involves into whatever effect the 

spell has (Note: ether involves into the substance produced, the effect, not 

the place where the spell is cast). Some people are not quite able to 

create these conduits and can't use magic. More ether is needed to create 

a more powerful spell. Thus, a bigger conduit is needed which requires 

more training. Hence, spell levels. Magic on the Ethereal Plane still 

requires energy as ether is simply to diffuse. However, the DM may grant 

bonuses to casting time, effect, saves, etc. if he/she wishes.

Psionics- 

the same thing as magic, replacing Ethereal and ether with 

Astral and astralis, respectively.

Interplanar transportation- 

All interplanar transportation (portals, 

color pools, planar shift, etc) is based on the same principle. A target 

is selected, and the target is converted to the form of energy above the 

plane the target wants to go to. (I could certainly use a ghostwriter). 

Thus, a githyanki anywhere wishing to go to Limbo, for example, is 

changed into ether. The githyanki then involves into malleus and is 

transported to Limbo. He then reforms into his natural energy form 

(realis I would assume) So is the target converted to empyrean if 

the destination is the Astral Plane? No. I'm not sure how that works. Sorry.

Psychic wind and Ether cyclones- 

these are caused by the rapid involution 

of astralis and ether respectively due to massive stimuli/demand. This 

involution causes a brief vacuum of atralis/ether and other 

astralis/ether moves to take the place of the lost energy, causing these 

anomalies.

Differing rates of times on different planes- 

Ok, so it doesn't explain this one, but I'm sure it's something to do 

with empyrean. Any ideas?

Earth (the present world)-

All decent sci-fi/fantasy worlds must originate or become the real 

world. So: Earth is a prime world in a multiverse where all the 

astralis/ether/malleus/purus has involved. Actually, some remaining 

astralis/ether could explain psychic/magical activity and malleus could 

explain the existence of a god that you may or may not believe in.

Why the Doomguard loves it-

Entropy.

Oceanus, Styx, Mt Olympus, and Yggdrasil-

Doesn't really explain these either. Maybe, though, they are other forms 

of aevum. Who knows?

Things that it doesn't explain (i.e. Things that I haven't thought up 

far-fetched and contrived explanations for)

 Astral forms/Silver cords

 Why are dead powers in the Astral

 The Border/Deep Ethereal

 Various others in the above text

 Various others that would kill my ego if I listed them all

Other ramblings:

- --The Astral is a big void, right? That's what we think. It seems that, 

though invisible to us, astralis looks/feels/thinks yellow to the illithids. 

You see, the invisible, intangible astralis used to be more dense. Then, 

it appeared violet. As it involved into ether, it became less dense and 

became indigo, then blue, green, and yellow. (This is because the less 

dense astralis bent the light less. Like the atmosphere) Of course, the 

illithids aren't sensing light exactly but it's the same principle. (And 

as a sociological note: The illithids measure their ages in colors, 

starting from blue and currently in yellow. Further evidence of their 

astral origins. (Sorry if I'm stepping on the Illithiad's toes).

- --Remember how ether is concentrated into a demiplane core. It is rumored 

that a wizard attempted to magically freeze some ether in the Ethereal 

Plane so that it would attain the form of a solid. He (supposedly) 

ingested this frozen ether in an attempt to become a power. Of course 

this scheme failed, but <insert Power here> does bear a fain resemblance 

to him.

- --Remember how eventually everything will be perpetual aevum? Well, some 

theorize a different ending. At the instant the last bit of realis is 

involved into aevum, all the aevum will become empyrean. Yep, that 

damned cyclical paradox thing.

At last! You've made it! The end! I'd like to thank those of you who read 

this (I certainly would have read past the 100th set of parentheses) and 

your comments et al. are welcome. Sorry for any mispellings, awkward 

sentences, and such that might have made reading this more of a chore. 

Oh, some of the basic ideas of this theory (involution, forms of energy, 

and probably others) come from the book "Deceptions and Myths of 

the Bible" by Lloyd M. Graham. It is certainly more coherent than this 

post so you might want to read it.

Cheers!

Jamie McGarty

web2948@charweb.org
Date: Sat, 6 Jun 1998 17:23:43 EDT

From: Galzion@aol.com

Wylders


Here's another sect that I've written in the style of the Factol's Manifesto.

I'd like to thank those who responded to my appeal for help on the Athasian

priesthoods (Aaronatok is based on Dark Sun first edition rules - if there are

any changes in the second edition then sorry, I didn't know about them). I'd

also like to thank Anton Roder, as it was a comment from his character in a

PBeM game that gave me the idea for what to do with the sect.

Of the three I've done, this one has been the most satisying for me; mostly

because I feel that there's the most potential for a campaign in it. Any group

of PC's hired by the Sensates or Signers can expect to travel to all the

layers of the Beastlands, and see much of what that plane has to offer. Not to

mention being attacked by the Vile Hunt. And ultimately fostering successful

negotiations between Karleona and Aaronatok would make the PC's reputations

through-out the planes

As always, and comments and feedback welcome. As would suggestions on what

(who) next.

Galzion

The Verdant Guild


"It has been said that the elemental planes provide the basic blocks from which the multiverse is built. That's true up to a point. But those building

blocks are merely that. They could provide, and do provide, the substances

around us; the air, the stones and so on. But they cannot provide life.


And ultimately that's the most important feature of the multiverse. Not that it exists, because it's existence would be meaningless without living

creatures in it to appreciate it. So life is the single most important feature

of the multiverse. And life is natural; built by, provided for, and sustained

by, nature. And before someone says it, yes I am aware that there are

unnatural creatures in the multiverse. Creatures such as golems (if such can

be said to possess life), the undead, or magical combinations (such as the

manticore almost certainly was originally). But nature is still at the centre

of these beings too. The manticore and the golem, if you wish to include it,

may not have been natural in their creation. But their creator was natural, so

they are still beings that would not exist without nature. And as for the

undead, well obviously before you can become undead you must have once been

alive.


There is no single creature in the multiverse today that does not owe it's

existence, at some stage, to the power of nature. People can debate the

virtues of law or chaos, the merits of good or evil, but the most powerful

force in the multiverse is, always has been, and will always remain, the force

of nature.


And this is why we must act to protect nature from the ravages that we would, in our foolishness, impose upon her. Think of the bread you eat each day.

Where would that come from, if there was no arable land left to grow it on?

And those of you who say that you would eat meat instead, where is that coming

from? Because there will be no grazing land left for herd animals to eat, so

there will be no herd animals left for us to eat. Nature may be the most

powerful force in the multiverse, but in life she has created a force that she

cannot protect herself against. How can she, against her own children? So we

must do it for her. And that is where the Verdant Guild belongs."


Excerpt from a speech given by an unknown Wylder at the Civic Festhall



Sect History


The Verdant Guild was formed, over 9 centuries ago, by a ranger named Angeliika Silvermane. As such it is the oldest surviving sect, although a

couple of sects still around today are related to sects that predate the

Wylders. These sects have changed their purpose and philosophy somewhat,

however, whereas the Verdant Guild still stand for exactly the same thing it

did when Silvermane first gathered together a group of a dozen like-minded

people. 


In that time, the sect has grown, and become very influential on it's home plane of the Beastlands. In fact, although membership of sects is often

difficult to calculate exactly, the Verdant Guild is probably the largest sect

currently around. As such, it commands the most power, and is treated with the

most respect by the factions of Sigil.


Recently, however, the sect has been heavily challenged. The creation of the Vile Hunt has given the Wylders a direct enemy for the first time, and they

have not responded well under the pressure. Last year the Vile Hunt were

involved in a plot by some worshippers of a prime God called Malar to free the

power from his prison on Carceri (for more details on the nature of the plot,

see "Something Wild"). In addition, they were attempting to subvert the nature

of the Beastlands themselves; to make them more evil. Fortunately the danger

was averted, but the narrowness of the escape was clear to all the Wylders.

Although it emerged that the Vile Hunt had been little more than pawns in the

plot, the attitude of the then leader, Aaronatok towards the Vile Hunt came

under renewed scrutiny. A challenge to his leadership was made by a ranger

called Karleona, which was successful. Aaronatok was unwilling to accept his

defeat, however, and a power struggle has developed within the sect. For more

details on this, see the Current Chant.

Karleona

Human, planer, female, ranger

	Level
	9

	Alignment
	Neutral Good

	Strength
	17

	Dexterity
	15

	Constitution
	17

	Wisdom
	16

	Intelligence
	13

	Charisma
	17

	HP
	83

	AC
	0


Special


Ranger abilities




Speak with Animals once per day (wolves)

Magical Items

Bracers of Defence AC3




Ring of protection +2




Long sword +4 (forged in the Outlands)




Short sword of quickness +2 (forged in Sigil)




Ring of the Ram


Karleona was victorious in a bitter power struggle in the Wylders just over nine months ago. She has spent much of that time consolidating her position,

but has been undermined in this by Aaronatok. She bases herself in Faunel, and

is almost always accompanied by a group of her hard-core supporters, numbering

from five to twenty, wherever she goes. When she is in the Beastlands (which

she makes a point of visiting at least once a month), she begins to develop

the characteristics of a wolf. Her mask also resembles a wolf.


Karleona is a charming woman, roughly 35 years in age. She managed to win the election, in the end, because she was simply more charismatic than Aaronatok. She favours a more direct approach to the Vile Hunt, and challenged

Aaronatok's leadership because of this view. her attitude towards the Vile

hunt is simple. Members of this despicable sect must be tracked down, and

killed. From Faunel, she gathers as much information about the Vile Hunt as

possible. When she hears of a suspected member, she tracks them down (or more

accurately, she sends one of her followers, or possible hires someone),

determines if they are truly a Vile Hunt member, and if they are, has them

killed. As a result, the Harmonium have a reward on her head should she ever

set foot in Sigil, though it is hard to see why she would. When they have

found a Vile Hunt member, Karleona orders their death (though any information

that can be got from them beforehand will come in useful). mercenaries are

occasionally hired to do this, though the Wylders are not a rich sect. It is

expected that all belongings of the Vile hunter will become the property of

the Wylders, though where mercenaries have been hired there may be individual

arrangements with them.





Aaronatok

Human, prime (Athas), male, priest

	Level
	11

	Alignment
	Lawful Neutral

	Strength
	12

	Constitution
	13

	Dexterity
	14

	Wisdom
	17

	Intelligence
	14

	Charisma
	16

	HP
	46

	AC
	2

	PSP
	52


Special


Spells. Major access Earth, Minor access Cosmos




Turn Undead




Ignore presence of Earth




Gate material from plane of Earth




Conjure Earth elementals




Wild Talent : Dimensional Door

Magical Items

Studded Leather armour +3




Ring of Protection +2




Mace of Disruption +2




Staff of Striking




Amulet of Proof against Detection and Location




Ring of Infravision




Speak with animals once per day (lions)


Aaronatok lost the power struggle within the Verdant Guild, and was forced to relinquish leadership of the guild to Karleona after having held it for over a decade. He took this badly, and still feels that his view of how to combat the Vile Hunt is correct. As such, he refuses to acknowledge Karleona's

leadership. Aaronatok took his followers into the Beastlands themselves, and

is not known to have left them since. As such, the primal changes the plane

makes on people have had plenty of time to work on him; Aaronatok resembles an

owl. Some people who have met him recently have found his appearance cause for

amusement - a human with feathers like an owl who wears a lion's mask. Doing

so is unwise, however, as Aaronatok is no longer particularly well balanced.


Aaronatok comes from an obscure prime material world called Athas. Quite how he wound up on the planes is unknown (and he seems unwilling to divulge the information), but all reports indicate that Athas is a barren world, and

Aaronatok was amazed and awed by the majesty of nature that is the Beastlands.

However, although his passion for nature was clear to all (which had made him

a popular leader of the guild), his handling of the Vile Hunt crisis was poor.

Aaronatok remains convinced that the only way the defeat the Hunt is to

protect the Beastlands themselves against attack. Consequently, he leads his

followers over the plane, waiting for reports of the Hunt to arrive in order

that they might track the Hunt down from where they have struck. For more

information, see the Current Chant.





Sect Headquarters


The headquarters of the Verdant Guild always used to be a large, impressive building located near to the gate to the Beastlands in Faunel. Although it has no official name, most sect members refer to it as 'Home' (not to be confused with 'home' - where they live). It is here than Karleona currently calls kip, and from here that she runs the Guild. However, Aaronatok's actions have meant that many Wylders no longer acknowledge Home as their headquarters. Those that follow Aaronatok would refer to his travelling camp on the Beastlands, known to most people as Sanctuary, as their headquarters. Consequently, the location of the headquarters of the sect depends on who you acknowledge as it's leader.





Role-playing the Wylders


Generally speaking, members of the Verdant Guild are more interested in nature in general than in humanoids in particular. However, how they approach

that belief can differ remarkably from member to member, and consequently

their attitude will differ as much. Some sect members are strongly of the

belief that the animals live better lives than we do, as they are not

dominated by issues about 'good' and 'evil'. Others see themselves as the

protectors of animals (and to a lesser extent nature as a whole - the Guild

are more concerned with animals than with plant life, which is a

generalisation that could also be said about the Beastlands), and will defend

the life on any animal with their own. Others try simply to keep a balance

between the actions of mortal beings, and nature's wishes. How an individual

member of the Guild should be played therefore depends on how they would view

the importance of nature, and their role within it. As an example, some

members would stop all hunting of animals. Others believe that it is natural,

so long as the hunting is within certain limitations (often along the lines

of; it is acceptable to kill one stag for food when you are hungry, as that is

a natural act that other predators would do. It is not acceptable to kill a

dozen stags for sport, as there is nothing natural about that). Despite

differences of opinion, sect members have, in the past, got on with one

another.


This is, unfortunately, no longer the case. Once sect members, on meeting, would greet each other, and possibly ask where they came from, how they were doing, when they were last on the Beastlands, etc. Now, the first question a Wylder asks on meeting another Wylder is "Karleona or Aaronatok?".





Membership of the Wylders


Applying for membership of the Verdant Guild is actually pretty easy. All you have to do is to tell a current member that you are interested in joining the

sect. Being accepted is slightly tougher. Firstly you must be nominated for

membership by an existing member. As there are no punishments for members who nominate failed candidates, all this entails is convincing a member that you

feel strongly enough about the sect's philosophy to be worth trying. The next

stage is that you must spend three days and nights on the Beastlands, alone.

Where in the Beastlands you do this is entirely optional. An experienced

Wylder will normally be close by to observe the actions of the potential

member, but they will rarely act in any way. On successful completion of this,

you are a initiate in the sect. The last task is the assembly of your mask.

The exact process by which this occurs is still a sect secret (and probably

differs from member to member), but generally takes at least one month, often

longer. Once the mask is completed, the candidate is a full member of the

Guild.


It is also worthwhile mentioning the Guild's system for leadership

challenges. All the candidates declare themselves, and why they should be the

leader of the sect (there is no specific title attached to this post). 20

members are then chosen at random (their names are quite literally pulled from

a hat), and questioned as to who they would prefer to be the leader.

Traditionally, the members selected thus should come to Home if possible. The

person who keeps the tally is a neutral, often paid for the task. Such people

are generally members of the Signers or Guvnors, though the only qualification

is that all the leadership candidates must be satisfied with the choice. If

someone gains two-thirds of the votes, then they are declared the winner. If

there is no clear winner, then 100 members will be consulted, through exactly

the same process. If no winner is found here, 500 members will be asked their

opinion, and is necessary, after this the entire sect will vote. If it comes

to this stage, then the candidate who achieves the most votes is the leader,

there is no longer a need to get two-thirds. It is rare that things go this

far, but in the recent leadership challenge, Karleona beat Aaronatok only when

all the members were consulted, and even then she only achieved 53% of the

vote.





Allies and Enemies


The most obvious enemies of the Verdant Guild are clearly the Vile Hunt. The two sects believe a philosophy so diametrically opposite that it seems likely that their enmity will continue until one sect has been destroyed. The

conflict between them continues to escalate. However, there are other groups

that the Wylders find that they cannot agree with. Although they dislike those

groups, however, open conflict is unlikely. Those groups include the Dustmen,

the Doomguard (both of whom glorify the death and decay that is so repulsive

to a sect that loves the beauty of nature and life), and also the Fated, whom

the Wylders find to be too wrapped up in their own world to appreciate the

world around them.


That said, the Wylders have a number of powerful allies. The Signers are at their most prominent on the Beastlands, and the Verdant Guild are close

friends with this faction. Their other main ally in Sigil is the Society of

Sensation. The Sensates, as far the Wylders are concerned, at least have

enough sense to enjoy life. Conversely, the Sensates take the attitude that

nature has an almost uncountable array of differing forms and therefore

experiences. Many Sensates will visit the Beastlands at least once, because

becoming closer to your 'wild' side is regarded by most of the faction as an

experience that should be felt.


Although not as close an ally as the Sign of One or the Sensates, the Verdant Guild maintains good relations with the Ciphers. Many Ciphers just want to 'be', something that the nature-loving Wylders can relate to. Besides, nature

rarely philosophises too deeply on it's actions; it just acts. The Ciphers

admire this trait in nature, and most animals.





Advantages and Disadvantages


The biggest advantage that the Guild offers surrounds the mask that it's

members wear. Through means not yet explained by those who have attempted to

reveal the secret (most of whom have been Guvnor researchers), completion of

the mask grants it's owner the ability to speak with the type of animal the

mask depicts once a day, as per the spell. As the masks are almost certainly

made in a variety of ways, this ability must be conferred on the mask when the

owner is inducted fully into the Guild. This power can only be used by the

person who made the mask (i.e. another person cannot speak with animals using

a mask, even with the owners permission), and can only be used when the mask

is being worn.


In addition to this, the time spent on the Beastlands, and in other wild

areas, means that sect members either have to develop the ability to know

where they are, or spend a great deal of their time hopelessly lost. In

effect, all members of the Verdant Guild gain the direction sense non-weapon

proficiency as a bonus.


However, the intimacy with which Wylders live with nature, and the amount a time they tend to spend in wild areas, has it's drawbacks. Although they are comfortable in isolated dwellings, anything larger than a small village will

unnerve a Wylder. They suffer a -4 penalty on all reaction rolls, due to the

unease that they cannot conceal from those who observe them. Optionally, in

very large places (which Sigil will certainly count as), Wylders may find that

the lack of space causes them great mental distress. Such Wylders would panic

easily, and could behave quite irrationally, and may decide at any time that

they have to return to the calming influence of wide open spaces at once.


This means that Wylders spend as little time in towns and cities as they can, which in turn means that they never have the opportunity to learn those skills

that can be taught in such places. Any "civilized" non-weapon proficiency

(e.g. blacksmithing, etiquette, engineering) is forbidden to members of the

Verdant Guild. Those proficiencies that are applicable to, and could be learnt

in, more natural surroundings (e.g. weather sense, swimming, survival) can

still be learnt as normal.





The Current Chant


All of the stories currently circulating about the Verdant Guild concern it's internal divisions. Although the change of leadership was known to most people (at least, to most of those who pay attention to events) within a few days of

it occurring, just how badly Aaronatok took his defeat was not. The Guild

played down Aaronatok's actions as much as they could. However, three months

ago the inevitable happened, and it became open knowledge that Aaronatok was

refusing to acknowledge Karleona's leadership, and had formed a splinter group

based on the Beastlands. More recently, it has become clear that this splinter

group is very nearly in large in number as those who follow Karleona.


The sect is clearly split almost exactly in two; behind either Karleona or Aaronatok. Which one a Wylder follows depends upon their view on how to act

against the Vile Hunt. Those who favour an open war with the Hunt support

Karleona; those who believe that they must protect the Beastlands against the

Hunt as a priority support Aaronatok. Neither leader is willing to speak to

the other, and it appears that the chances of a reconciliation are fading,

despite the efforts of both the Signers and the Sensates to foster just such

an event.


As mentioned, Karleona is based in Faunel, at Home. Aaronatok dwells on the Beastlands, roaming the plane with those who follow him. They tend to travel to an area, set up a temporary encampment for a few days (at most a week),

then move on again, occasionally travelling for more then a fortnight before

next camping. This roaming army (for in practice that is what it is, waiting

until the Vile Hunt appear so that it can go to war with them) is probably the

closest thing that the Beastlands has ever seen to a permanent settlement, and

has acquired the nickname Sanctuary. 


Impartial observers believe that matters are rapidly coming to a head within the Verdant Guild. The deep split between the two leaders of the sect is

widening, and many people have predicted that it is only a matter of time

before the Guild, currently the largest and oldest sect, tears itself in two.

The biggest crisis in the sect's history is almost upon them, and many believe

that the sect cannot survive it, at least not in it's present form. Already

some refer to the Defenders of Nature (Aaronatok's faction) and the Crusaders

(Karleona's faction). Those that do so clearly believe that the Wylders will

shortly fragment into two completely separate sects.





The Dark


Virtually all the stories circulating about the troubles within the Wylders are true (the only ones that contain no truth are the ones that state that

followers of the two leaders are openly fighting; matters have not degenerated

that far. Yet). There is little effort being made within the faction to keep

it together, as most of those with influence in one or the other faction are

unwilling to talk with their rivals. Both the Signers and the Sensates are

desperately trying to persuade the two sides to meet and discuss their

differences, and to find a mutually agreeable settlement. They are also

sending messengers between the two sides, and hiring couriers to carry

messages across the Beastlands.


Meanwhile, Karleona has been uncovering more and more of the Vile Hunt. Her actions have actually hurt the Hunt (which is a young sect, and fairly small in numbers) quite badly, and they have begun countermeasures. These come in three main types; promoting the split in the Wylders (which includes

sabotaging the Signer / Sensate peace talks); hiding it's most powerful

members where Karleona can't find them (many have relocated to the Lower

Planes, or gate-towns to the Lower Planes, although Karleona has sent a few

groups of mercenaries after Hunt members in these places) and putting spies

into the Wylders. This last tactic is beginning to pay dividends. Sanctuary

contains two Hunt spies, and they have recently managed to place a spy in

Home. These agents not only can report back on the plans of the two Wylder

groups, but can also encourage the disintegration of the sect.

Date: Sat, 6 Jun 1998 20:28:31 -0500

From: "SHAMILTO" <SHAMILTO@prodigy.net>

Third of Three... or ...More Planes

Well, everyone on the list should know that there are outer planes, the

prime, and the inner. This is basic information. And everyone should know

that the astral connects the outer and prime, and that the ethereal

connects the inner and prime.

Some of you may know that Magnum Opus, the Medusa historian of the Mimir

(at www.mimir.net) has a theory of a third "connecter" plane, the Ordial,

which connects the Outer Planes the the Inner planes. (Incidentally, I am

trying to compile information on the Ordial to put on my pathetic but

growing website, so if any of you have ideas, I'll be glad to hear them)

This third plane is reasonable to expect to exist. After all, one of the

basic laws -- maybe even axioms -- of the Multiverse is the rule of threes.

If there are two of something, there is a third you haven't found yet. So

why are the Astral and Ethereal the only Connecter planes? There should be

three, hence the Ordial.

But this means we have two sets of planes, the main set (Outer, Prime,

Inner), and the connecter set (Astral, Ethereal, Ordial). Two sets? Didn't

I just say if there are two of something, there's a third you haven't

found?

Well, it's a working idea, anyway. And as far as the PCs are concerned,

it's all a theory. But, it would be an interesting concept... a third set

of three planes?

Once I knew that there would logically -- by the Rule of Threes -- be a

third set, I tried to figure out what, and where, they would be. The most

obvious solution is this: there is a plane connecting the Outer directly to

the Ethereal, a plane connecting the Inner to the Astral, and a plane

connecting the Prime directly to the Phlogiston.

Now, of course, if these planes exist, they must have certain properties.

How did they come to be? Well, they existed after the other planes. If one

of the theories on the Creation of the Multiverse is correct (I believe

this is similar to one being discussed already here on the list), then the

Inner planes came first, condensing and combining to form the Prime, and

the beliefs of the life-forms that evolved there created the gods and the

outer planes. As this was happening the connecter planes came into

existance to link the Main Planes together. 

Then, portals began appearing. There would be portals from, say, Sigil to

the outlands, which easily made sense, as both are in the outer planes

(supposedly. I am not speculating here about the possible distinction

between the donut in the sky and the torus shaped city you can warp to.)

Then there would be portals from, for instance, Acheron to Water, or Toril

to the Abyss. The supernatural/supermagical energy involved with these

portals could travel through the connecter planes and to the destination.

But what about the portals from the Inner plane to the Astral? Or from

Sigil to ethereal demiplanes? (Or Prime to Ordial?) The energy of these

portals had to travel somehow. It chose the path of least resistance, and

that path certainly isn't going to be travelling around a large arc. No,

this energy flowed directly from opposite planes. 

As it flowed, it existed. Therefore, there must be space for it to exist

in. As more portals were used, more space appeared, in one way or another.

Perhaps it wasn't space like we know it, but it was space of some kind,

even if it was a vast void like the Astral or an ever-changing mixture of

belief and thoughts like the outer planes. Or something completely

different. The space that was created would be the third set of three major

planes.

At this point I am leaving speculation and makind personal rulings on these

planes as a DM. Incidentally, mortals have found one of the planes. I

haven't named any of them yet, and I have only come up with campaign ideas

for one of them.

The "plane" connecting the Prime to the Ordial is actually not just one

plane, it is comprised of extensions of crystal spheres beyond the border

of the sphere itself, but they are extensions that do not travel into the

phlogiston. Example: Our Universe. It isn't a phlogiston, it's a universe.

Travel to the edge and beyond, you're in the Ordial. When you attempt to

travel out of the crystal sphere in a Spelljamming ship, you get to

wildspace, but in a normal starship, you get to the Universe instead. The

Universe is rarely discovered by civilizations that have created

Spelljamming ships... if you had a spelljamming ship, why would you need a

regular nonmagical starship? The only civilizations that have reached the

rest of the universe are those that have little or no magic.

Because of this, the life on the Ordial, while it is largely empty like the

other two conecters, is mostly technological starships and space stations.

And no, this won't ruin campaigns. No one on any known, proven planes

(except the aforementioned techie primes) knows how to reach the ordial, or

any of the three "diameter" planes. At best this will enhance the

experiences of your PCs in their higher levels... if they've done

everything there is to do on the planes, show them a starship civilization

and watch their eyes light up. You may wish to switch rules at this point

from AD&D to Rifts or something more appropriate for tech. I am working on

creating a high-tech role-playing system for starship battles that is

compatible with the AD&D man-to-man or BATTLESYSTEM army-to-army system or rules we know. 

By the way, where can I find the source of BATTLESYSTEM rules? I have seen

them mentioned several times, but I don't know where they come from?

Chimerasame

Date: Sun, 14 Jun 1998 14:46:49 +0100

From: Jon jon@mimir.net
Tanar'ri and 'loths and their sex.....oh my!

Paul said:

>Interesting idea.....but I'm not sure I agree.....I get the feeling Erinyes,

>succubi, and incubi are basically stuck as is.....the tanar'ri can change at a

>whim, but it takes a lot of power, it's not something they do lightly.

In real world leg-end, incubus and succubus are the same creature, and can

change sex at will. In fact, (parp! <-- Jon blowing his own trumpet) an

article I wrote ages and ages ago for the Mimir was sort of based on this

idea, with a twist. Check out

http://mimir.net/factions/anarchists/anarchy3.html for Zepherai

Thunderstorms, an "out" anarchist with some very barmy theories about the

fiends, particularly the 'loths. Barmy maybe...But She Has Proof!

This might interest some of you who've been involved in the Yugoloth Big

Secret debate too, actually...

Cheers!

Jon

=============

But as I'm nice...

Here's an excerpt from Zepherai's pamphlet...you can find her full story

and that of her Anarchist organisation at:

http://mimir.net/factions/anarchists/anarchy3.html

     Things You Never Even Knew

You Didn't Know About The Yugoloths

Ever wondered why the baatezu erinyes and tanar'ri succubus are so similar?

Wonder no more, because we have proof that these creatures are actually one

and the same; polymorphed yugoloth agents both! That's right, cutter, the

same creature. In their true form they're called bioloths, look like giant

leeches with humanoid hands and faces sticking from their slimy flesh, and

their mission in the planes to gather up passion and list from mortal

bashers. Why? Because yugoloths cannot feel love. They lost their emotions

to the draining effect of the Grey Waste thousands of years ago, and crave

any kind of feeling at all. Now they drink distilled pleasure of mortals as

an expensive tonic, which the bioloths brew and sell for trapped souls!

Ever wondered why human women are weaker than human men, while drowish

females are stronger than drow males? We have proof that the yugoloths have

chosen one sex from every race from which they drain the strength at birth.

This energy is then used to enhance the strength of yugoloth warriors and

the intelligence of their high-ups. They need this energy because yugoloths

rise in rank by shedding their skins and entering magical cocoons. We have

seen them! They alternate the choice of sexes between different races to

throw the scent off their foul doings!

Every wondered why entropy occurs? Our Sinker friends are convincing in the

argument that everything decays, but they do not understand why. We have

proof that it is the yugoloths' doing -- they drain the energy from all

things to expand in numbers, and this causes rusting and decay, weathering

and erosion. They have already drained the Waste to dust, and now they are

starting on Gehenna! Whenever a 'loth has a wicked thought, a mortal

catches a disease! When the multiverse is turned to dust then they will be

all-powerful!"

Ever wondered why there is so much grey in the multiverse? The colour grey

is a 'loth plot! We have proof that the yugoloths are using the leaching

effects of the Grey Waste (the centre of which is where their plot was

hatched) to drain the colour from the whole multiverse and render it all

evil! Grey is the true colour of evil -- the 'loths spread around that

black was the colour of evil and we all fell for their screed! Beware grey

objects, for the 'loths can use anything grey to see through or cast their

spells from! We have proof!

        Do Not Trust The Yugoloths

They Are More Powerful Than You Think!

==============

jon@mimir.net
http://mimir.net
Date: Mon, 15 Jun 1998 01:19:21 +0100

From: Jon <jon@mimir.net>

Claw of Aechencrae

This is a (long) email from Derek Orpen, a chap who follows the list by

ftping files from MPGN; as he's not a subscriber at the moment he can't

post to the list, so he asked me to forward this adventure plot he's come

up with...  enjoy :-)

Jon

========================

From: Derek Orpen <dnorpen@netcom.ca>

With the advent of GMM, Dead Gods and Tales of the Infinite Staircase

(not to mention several other single adventures) I now have enough great

material to last me and my players for years. The downside is that I

probably won't get around to finishing my own idea for a campaign that I

began a year or so ago.

I figured I'd post my ideas here for anybody to salvage, use and abuse

as desired.

The Claw of Aechencrae

- ----------------------------

This campaign centres around three things: an artifact (the claw), a

demiplane (Aechencrae), and the Halfloth who created them (Rascavlan).

Shall we begin with some excerpts from the Clavian scrolls:

"I always felt the burden of my ancestry. I felt I must acheive

something great in secret ways. It was never obvious how to proceed. One

had to always be devious and brilliant. Not devious in the way you may

be thinking, devious in finding the other way of thinking about

something. ..."

" ... While my 'Loth kinsmen forever scoffed at me, trying to build huge

ridiculous mysteries about themselves, I kept quietly to myself, working

as always in small ways. ... "

" .... Quite early on I had thought the Blood War to be a huge waste of

energy, even for the Yugoloths. And I was always the outsider in every

way imaginable--not fiend, not yugoloth, not warrior, not pure, not

regal, not evil. I do not state this for the sake of sympathy. The truth

was, I didn't mind being an outsider. It was really quite natural that I

take on the role of mediator in the Blood War. I was eager to find some

common ground 'twixt Baatezu and Tanar'ri. Not a dream born of ideals or

compassion exactly, more a kind of poetic logic. ...."

" .... I had never questioned my own evilness. Looking back on my life

now, I'm not sure what I was, but I support I wasn't exactly evil. But

evil was so prevalent, it was easy to assume that you were evil, and I

was always as selfish as the next sod. ..."

"... In the end I gave up my role as a diplomat. I wanted to concentrate

on what had become my two great loves in life. Poetry and magic. And

most of all, to combine the two: to create a magical masterpiece of

poetic wonder. Thus began my greatest failure, the Aechencrae project

..."

        Rascavlan, the Halfloth, Poet-Mage, Diplomat of the Blood War

Rascavlan's project began with his work on an artifact that surfaces in

Sigil several hundred years later (and draws the PCs into the

adventure).

The Claw of Aechencrae

    aka Rascavlan's Claw

    aka The Claw of Demi-planar Control

The Claw has five (detachable) talons. The command words for these

talons are written in secret places on the demiplane of Aechencrae. The

talons themselves have been dispersed throughout the multiverse when the

claw surfaces in Sigil. The claw is quite large and heavy (3ft long,

40lbs) and is Neutral Evil. Each talon is about eight inches long. Any

number of talons may be inserted in the claw (from zero to five).

Properties of the Claw and Talons:

1. If a command word is used for a talon when that talon is not inserted

in the claw, a hazy vision of the talon's whereabouts appears to the

speaker. A single word may be communicated to someone touching the

talon. This property can only be used from the talon's respective

"secret place" in Aechencrae (more on these to come).

2. Anyone pricked by a talon immediately loses 1 hp and must save vs.

poison type A (10-30 minute onset 15hp damage). If failed, save again to

avoid type P (Debilitative). If this is also failed, save yet again to

avoid contracting a disease (cause disease). Make a final save to avoid

the fatal variety. (DM should always roll four times to confuse

players.)

3. Unwilling victims of talon pricks must be attacked. The talon is

eqivalent to a stilleto dagger for damage and profiency.

4. If a corpse is pricked by a talon, roll d20: 19-20 corpse is animated

and attacks, 17-18 corpse decays immediately (this is a disgusting

process leaving bony stubs in a pile of rotting bile), 1-16 talon

functions as intended (see below).

5. Plants and animals are automatically hostile when nicked with a

talon. Plants die if they fail a save. Animals as per #2.

6. The LoP prohibits the use of the Claw in Sigil (mazes for

transgressors) but allows the use of the minor abilities of each talon.

The five talons are as follows:

1. Talon of Communication

In the claw, creates a temporary, two-way portal from where it is used

to the claw's associated demi-plane (currently Aechencrae). The Claw

itself is the key and the portal vanishes after closing upong the first

opening of the portal from the demi-plane side.

This work only on the outer planes. 11 charges.

Out of the claw, allows the bearer to Speak with Dead once per week

(Maximum 1 month dead, 3 rds, 3 questions). Dead creatures not NE or 9th

lvl save vs spell. Nick the corpse with the talon to activate the spell

(and check property #4 above). Only works once on a given corpse. Nick a

living target for Tongues instead (2 additional languages, 8 rds). Nick

an animal or plant to speak with animals or plants.

The Talon of Communication is currently in the hands of a Lizard King

who runs a smuggling operation in tunnels underneath the Hive.

2. Talon of Destruction

In the claw, destroys the associated demi-plane (currently Aechencrae).

In truth, it simply returns the land to its original location, but the

PCs will never know this unless they are in Aechencrae when it is

"destroyed". If it is destroyed and they are not in it, they should make

the assumption that the simply no longer exists. No one knows the truth

about this, or even suspects. 1 charge.

Out of the claw, allows the bearer to Cause Disease once per day. To do

so, the bearer must nick the victim with the tip of the claw (see

property #3). This disease is always the fatal type (see spell desc.).

Also, plants always die, corpses always decay.

The Talon of Destruction is currently in the Beastlands in the grasp of

the signer in the Something Wild adventure. A Celestial Sage living in

Aechencrae knows of its whereabouts and will attempt to manipulate the

PCs into recovering it. He will not tell that it is the Talon of

Destruction, however, but instead the one associated with the Atheneum

(secret place) in Achencrae full of writings of forest, earth, and so on

(creation).

3. Talon of Isolation

In the claw, disassociates the claw from its associated demi-plane

(Aechencrae). The claw will thereafter not operate on Aechencrae, nor

will any of its talons. 1 charge.

Out of the claw, allows the bearer to use free action (ten turns) once

per week. Nick the recipient with talon to activate (ouch!).

The Talon of Isolation is currently in Ribcage. An abjuror (that the PCs

will meet at the beginning of the adventure) knows this and will

accompany the party there on the condition that they allow him to get

some razorvine from the gate to the Abyss (i.e., set up for Recruiters

adventure in WoW).

4. Talon of Creation (the lost talon)

In the claw, creates a demi-plane by yanking an area of land from the

plane in which it is activated with a one-way portal leading back to the

original plane. (Note: This could really piss off powers/locals.) The

newly created demi-plane becomes the associated demiplane. 1 charge.

Out of the claw, allows the bearer to raise dead once per month. Nick

the corpse to activate (can be used on corpses up to ten days dead). The

corpse is raised with a fatal disease.

Currently, the whereabouts of the Talon of Creation are not known. Using

the claw to get a hazy vision simply reveals darkness with even darker

shapes milling about. An deep, evil, and very chilling voice appears in

the head of the scryer, "Who dares? It matters not. My pets will find

you." (Just to make the PCs uneasy. Cruel, I know.)

5. Talon of Civilization

In the claw, opens a permanent two-way portal to the associated

demiplane. The key is the densest non-magical object on the person of

the invoker. 1 charge.

Out of the claw, allows the bearer to use Bigby's Lamentable Belaborment

once a week. Nick the instigator with the talon to activate.

A Baatezu who rules Aechencrae with the iron fist under the guise of a

normal human possesses the Talon of Civilization and uses it regularly

(he is ammune to the negative effects of pricking himself). He is close

to discovering a way to use the talon to open a portal to Baator without

the claw.

General Craziness as the Campaign Opens

- ------------------------------------------------

1. There are underground resistance groups in Aechencrae seeking to

overthrow the oppressive despot (Baatezu).

2. There are 4 (actually 5) "Athenea" (halls of lore and learning,

secret places) in Aechencrae.

3. There is a celestial sage residing in Aechencrae under the guise of a

local sage. He has been there for 150 years or so keeping an eye on the

situation.

4. Eventually, the celestial will show the PCs a map of Aechencrae and

point out the four Athenea. He will also show them that the four Athenea

form 4 points of a pentagram (revealing the location of a fifth

Atheneum). He also explains that the lines of this pentagram are

traversed by the local folk in the daily routines (farming, fishing,

trade, etc), which has allowed fiends from Baator (he believes) to enter

Aechencrae via transposition.

5. A covert group of Baatezu use transposition (see Van Richtens guide

to Fiends) to enter Aechencrae and then gain secret access to a layer of

the Abyss through a one-way portal. Eventually they want to open a

permanent two-way portal to Baator to avoid the necessity of

transposition. In the meantime, they must suffer the local population as

they provide the means for transposition (their bodies and in the lines

of the pentagram).

 PCs may get involved in:

- ----------------------------

1. Finding the Athenea. In each is a command word for a talon and also

much lore on various subjects.

2. Allying themselves with the Achencrae resistance to overthrow the

fiend overlord (and perhaps obtain his talon). The rebels will be

helpful and may involve several adventures.

3. Dealing with the Celestial. He will attempt to destroy Achencrae,

believing it to be rooted in evil and nothing good can come of it. The

PCs should have interacted with the lively, cheerful, and spirited folk

of Aechencrae and may disagree. Some great arguments can ensue here.

4. The fiend is trying to open a portal to Baator. If he succeeds, the

demiplane will be overrun with Baatezu and the local population

generally decimated or enslaved. PCs may try to avoid this outcome.

5. If a particular Yugoloth from Sigil enters Aechencrae, this could

also lead to interesting events.

But Things Begin in Sigil Where the Following Contigents Have Interest

In the Claw That Falls Into PC Hands at the Start of the Adventures:

- ------------------------------

1. Tanar'ri contingent

This small contingent led by a cambion or tiefling has heard that an

artifact that allows passage to Aechencrae (they call it "the

transporter") exists in Sigil. They want it so that the Tanari can raze

Aechencrae to the stone and destroy this Baatezu advantage. They know of

Aechencrae and its basic purpose for the Baatezu, but cannot get there.

2. Baatezu contingent

This is the largest of the contingents but still relatively small since

a certain amount of discretion is necessary in Sigil. They want the

artifact to strengthen their hold on Aechencrae, make sure it doesn't

fall into enemy hands, and to speed the opening of the portal to Baator

to improve its strategic usefulness. They are careful not to tip the

balance of Aechencrae for now as it allows them to enter via

transposition.

3. Aasimon contingent

The celestials wish to gain the claw primarily to destroy Aechencrae as

it is giving the Baatezu too much of an edge in the Blood War. They also

believe that nothing good can come of such an evil birthing. They have

managed to get an Aasimon into Aechencrae who has now been there for 150

years (i.e., the sage).

4. Yugoloth contingent

This consists of a single wily Arcanoloth. His purpose is not clear (of

course!). He plays the part of the typical Yugoloth playing the Baatezu

and Tanar'ri off of each other for his own mysterious ends. He will try

to bargain with the PCs at some point, not for the claw itself, but for

them to use the claw to get him into Aechencrae.  His end of the bargain

will be enticing information (location of the Talon of Civilization).

(You guessed it, this is actually Rascavlan the Halfloth himself, whose

real intentions are simply to watch as the events surrounding his

creations unfold.)

5. Doomguard contingent

This very small contingent consists essentially of a particular

Doomguard (and his underlings) who has gotten wind of Aechencrae and its

potential destruction (probably intentionally leaked by the celestials)

and is interested in helping this process along by gaining access to

Aechencrae via the artifact and contacting the sage for advice.

6. Revolutionary League

Do not currently know enough to be actively involved, but if they are

informed of the political situation in Aechencrae (along with some

evidence) they will agree to provide supplies for the Aechencrae rebels.

There is a revolutionary leaguer working with the rebels in Aechencrae

but he is unable to contact his faction. He will ask the PCs to take a

letter (explaining the situation) to the Faction HQ. The faction will

ask the PCs to deliver supplies to the rebels and will pay them to do

so.

7. Dustman Priest of Urdlen (a Gnome)

He has heard of the existance of Aechencrae (again from celestials who

thought the dustman would wish to destroy it like the doomguard--instead

two main attitudes have developed in the faction of those who cares--

the gnome heads one of these attitudes) and that the Tanar'ri and the

Celestials wish to destroy it, the Baatezu to exploit it. He feels that

for whatever reason, it has come to pass as it has and enough unnatural

has happened to the demiplane. No more magical destruction,

plane-shifting, exploitation in the Blood War. It should be left to

stand, fall, or die on its own. It will turn to dust and worms in its

own time. He will neither accompany nor attack the PCs, but if they seem

to agree with him he hands them a leather bag (of worms and soil) saying

"Place one of these in the mouth of a corpse in the Hive if you wish

more answers, I will meet you where the corpse lay at midnight so long

as you have placed your signal at least six hours before that." He warns

them of the dustman split and of the priest of Kiaransalee.

8. Dustman Priestess of Kiaransalee (Half-drow)

She represents the other attitude amongst the dustmen to the Aechencrae

situation. She feels that the living have made a right mess of it and it

should now be peassed on to the dead (the undead). She seeks to enter

Aechencrae with her undead minions and begin to wrest it from the living.

She will do what she can to obtain the claw from the pcs

whenever she knows they are in Sigil. She may try to follow the pcs into

Aechencrae if she is trailing them when the pass into it (which can't be in

Sigil, by the way).

9. The Abjuror

This poor fellow is kidnapped by the Sessinek contigent at the beginning of

the adventure. If rescued, he may join the PCs.

10. Sessinek contingent

A lizard king leads this contingent which operates a smuggling ring from

underneath a more derelict section of the Hive (in the undercity),

mostly through vagrants he impresses into his service. He also has

connections with the Hive Thieves guild (who tolerate the lizard men

because of their influence with the Khaasta on the Outlands). He has

8-10 advanced lizardmen with him. He is a shaman of Sessinek and runs

the smuggling operation into Sigil. The tunnels of the maze of the

undercity eventually lead to the Outlands (through a portal) where they

have an agreement with the khaasta who are somewhat in awe of the lizard

king. The operation is fronted by a gang of human/demihuman

thieves/smugglers that are involved more traditionally with the guild

(as per "Den of Thieves" if you want to use it). The talon of

communication belongs to this lizard king.

Ever since a lizard man, 50 odd years ago, managed to make his way

(mostly accidentally) from Aechencrae to the Abyss (near Sessinek's

realm) and told Sessinek of Aechencrae (what he know, which wasn't a

lot) and of the lizardman population there, Sessinek--having pieced

together from the account that a part of his realm became

Aechencrae--has been carefully, slowly tring to learn what he can. He

would ultimately like to return the land of Aechencrae to the Abyss near

his realm, but doesn't know if this is possible.

He heard rumours of artifacts in Sigil that have something to do with

Aechencrae through the Tanar'ri ranks and has set up the lizard king

there (a mutated, transformed lizard man who initially told him the

story) with instructions to establish a smuggling operation some 30

years ago. He is aware of the Tanar'ri contingent, but not involved with

it. He does not wish the lizardmen in Aechencrae destroyed--but this

fate might be better than others. He also has a young shaman (lizard

king?) in Aechencrae that is mobilizing the lizardmen to begin raids on

the human settlements. In the past, the rebels have made pacts with the

lizardmen (the overlord was a common enemy). Recently, the lizardmen

have broken all ties and the incidence of lizardman raids has been

increasing in all human settlements, pro-rebel or not.

.... There's more I have .. details about the Athenea, some lead in

Sigil and how the adventure actually starts ... but I am too tired to

finish typing it all in tonight. ....

If anyone actually made it this far ... thanks for your indulgence.

> > Derek

jon@mimir.net

http://mimir.net

Date: Sun, 21 Jun 1998 16:40:13 -0700

From: Greg Jensen <gjensen@mail.wsu.edu>

Sinker Paladin


New Kit:

Doom Paladin

The Doomguard is a faction of Sigil that attracts a motley assortment of

bloods and berks.  From Cambions to Guardinals, from necromancers to

rangers, a variety of different individuals are attracted to the entropic

ideals of the Sinkers.  Even a few paladins have joined their ranks.  

The Doomguard, of course, believes that entropy is the natural goal of the

multiverse, and to interfere with entropy is foolish, unnatural, and

futile.  While not all Sinkers see the need to actively enhance decay, none

of them want to see it stopped.  This creates a problem for priests and

paladins of the Doomguard.  The faction really doesn't like healing or

creation spells.  Natural heling is not a problem.  In order to heal

naturally, a sod needs to consume resources and energy, and actually

increases entropy in the long run.  With a healing spell, you essentially

get something for nothing.  Just a few words and hand gestures, and your

god allows you to "cheat" entropy; instant healing without a net loss of

energy and resources.  This goes against everything the Doomguard stands for.

However, the Doomguard ain't all just a bunch of psychotic destruction

addicts.  Many of them have high moral standards, and respect the values of

courage, charity, valor, and justice just as much as any Aasimon.  They

just know that this needs to be done without interfering with the purity of

entropy.

Requirements:  Standard for paladins (Str:12 Con:9  Wis:13  Chr:17; lawful

good only).  Humans, bariaur, aasimar, and even a few earth genasi have

become Doom Paladins.

Role:  As stated, not all Sinkers want to mindlessly destroy everything.

Such behavior would certainly only lead to chaos and evil, and no paladin

should act like this.  Instead, the Doom Paladin sees entropy as an

unavoidable truth of the universe.  It is inevitable.  There is no way to

stop it, so why try?  It is better to be realistic and accept this fate.

Instead of wasting time trying to stop decay, that time should be spent

preparing others for the inevitable decay that will strike.  Try to make

entropy come and go as painlessly as possible.  It is as brave as it is

foolish to stand against the might of entropy.  It is wise and

compassionate to try and make sure that there are as few victims in the way

of entropy as possible.  Instead of fighting the volcano, help move the

villagers out of the path of destruction.

Don't think that Doom Paladins can't do their own share of causing entropy,

however.  They are just much more careful about whom they let loose the

destructive wrath of their justice upon.  They focus on promoting decay and

destruction of chaotic and evil institutions and organizations:  organized

crime, the fiends, evil cults, the blood war, etc.  An evil sod who thinks

a Doom Paladin can only try to help the victims of entropy is in for a

painful surprise.

Weapon Proficiencies:  Doom Paladins must be proficient with at least one

type of sword.

Nonweapon Proficiencies:  Bonus:  Planar Sense.  Recommended:  Armorer,

Weaponsmith, Blind-Fighting, Healing, Planar Survival, Portal Feel, Endurance

Armor/Equipment:  Standard.  

Bonded Mount:  Any.  Generous DMs may add new possible mounts to the list:

Nic'Epona, Buraqs, Fhorges, etc.

Special Abilities:  Doom Paladins have standard faction abilities for the

Doomguard.  In addition, they may become specialized with one type of

sword.  The weapon proficiency cost for specialization must be met to

become specialized.  

Special Hindrances:  In addition to standard paladin and Doomguard

hindrances, Doom Paladins never gain access to spells of the Healing or

Creation spheres.  Their ability to lay on hands is also severely limited.

They are unable to Cure Disease with this ability completely.  Healing

wounds by laying on hands is possible, but carries inherent hazards.

A paladin cannot reduce entropy by laying on hands, but he can move it

around.  A paladin is able to essentially drain a number of hit points in

wounds equal to twice the paladin's level per day, and draw them into

himself.  He then can put this damage somewhere else (including possibly

himself).  If the paladin has a creature to whom he can transfer the

wounds, he causes the same amount of damage to the "donor" creature as he

heals from the wounded creature.  If this goes beyond the total hit points

of the creature, the paladin takes the remainder from his own hit points.

The paladin can, and usually does, act as the "donor" for this ability, as

casuing such painful wounds to appear on a helpless creature is somewhat

cruel and cowardly, and unbecoming of a paladin.  Extreme caution should be

used with this ability, or it will result in the loss of paladinhood.

A Doom Paladin can attempt to transfer damage to an inanimate object

without fear of ethical problems, but there are drawbacks to this approach

as well.  First, a suitable amount of material must be present.  Assume

about one cubic foot of solid material for each hit point of damage to be

removed.  If less exists, a backlash happens, as explained below.  After a

sufficient amount of material is found to take the damage, the DM rolls for

a saving throw vs. crushing blow for that material.  If the material fails

the saving throw, it is destroyed and the wounds are healed.  If it makes

the saving throw, however, a backlash occurs.  When a backlash occurs, the

wounds are still drawn out of the patient's body, but are magnified as a

reaction to transferring them to an object which ricochets the damage back

to the paladin.  Any time a backlash occurs, the patient is healed, and the

paladin takes twice the amount of damage he healed.  Obviously, this is an

ability also used cautiously.

(Thanks to everyone who participated in this thread for various ideas on

this subject).

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Mon, 22 Jun 1998 16:14:55 -0400 (EDT)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Tharzar's Bestiary III part 1

This got bounced on Friday. Here it is in two parts.

Here we are. Part Four, and a guide to the religions of the Fighting 

Fantasy world of Titan are in the works.

Tharzar's Bestiary

Part Three

Bloodbeast: #AP 1; Int Low (5-7); AL NE; AC 2; MV 0; HD 12; THAC0 9; 

#AT 2 (1 bite/tongue, 1 tail-sting); Dmg 4d6 (but see below)/2d4; SA 

Tongue entanglement, foul stench; SD False eyes; MR Nil; SZ H (15'+); 

ML 15; XP 9 000; OotP.

Bloodbeasts are solitary monsters dwelling in warm foetid pits of slime 

and filthy water. Their methods of reproduction are unknown: they may 

give birth to young which are more mobile than the adults; they may 

inject eggs into passing travellers; or perhaps they die and split open 

to release their young. A bloodbeast has a bloated dull green body with 

a livid pink underbelly and spines running along both sides of its 

carcass. Anyone falling against such a beast (powers forbid!) strikes 

d6 spikes, each of which does d6 damage. The substances filling a 

bloodbeast's pit are foul: anyone falling in must save vs. poison or 

lose 2d12 hit points and half their Strength. (Lost Strength returns

after 3d6 hours.) And then, of course, there is the danger of being 

crushed by the beast's huge form. A bloodbeast has a long, jointed tail 

with a wicked stinger on the end. This, however, is not poisoned. A 

bloodbeast has a truly lethal bite, but can barely move to bring it to 

bear. In order to do so better, it lashes out with its tongue. Anyone 

hit by the tongue takes no damage, but has just one chance a round to 

make a bend bars/lift gates roll to escape. And  starting the round 

after entanglement, that PC suffers automatic bite damage and loses a 

point of Strength until released. Other heroes trying to aid the PC 

must risk falling in the slime (q.v.) and operate at a -4 Strength 

penalty due to the slippery and tenacious nature of the tongue. The 

tongue can take 25 points of damage in 1 place before being severed, 

and attempts to do so are likely to enrage the creature. A bloodbeast's 

forehead is studded with eyes; two are real, the other fifty or so 

fakes. If a real eye is struck (called shot at -8) with a piercing-type 

weapon, however, the creature must save vs. death magic or suffer a 

permanent -4 to all attack rolls, saving throws and armour class as its 

brain is wounded. This is not cumulative if a second such hit is 

scored. The 2d12 damage inflicted is, however.

Bristle Beast: #AP 1-6 (1); Int Animal (1); AL N; AC MV 12, Br 3; HD 2; 

THAC0 19; #AT 1; Dmg 1-4; SA Spines; SD Spines; MR Nil; SZ S-M (3'-5' 

long); ML 9; XP  120; OotP.

Bristle beasts are a kind of spiny lizard, native to dry badlands and 

wildernesses, but favoured as pets in big cities, where they adapt well 

to life. They are not hostile, and are seldom if ever employed as 

guardians. It is impossible to put a leash on a bristle beast, but they 

respond well to training and can be very loyal companions. Growing to 

about the size of a large dog, a typical bristle beast has red or brown 

skin and long spines covering its back. These spines provide its key 

defence: anyone attempting to strike a bristle beast anywhere except 

its head or underbelly (called shot required) must save vs. wands or 

take d6 points of damage from the spikes. If attacked, a bristle 

beast's first reaction is to charge at an attacker and drive its spines 

into him. If such an attempt is successful (hit roll required), the 

victim takes 2d4 points of damage. Bristle beasts eat rodents and small 

birds.

Calacorm: #AP 1-4; Int Average (9-12); AL LE; AC 4; MV 12; HD 4+2; 

THAC0 17; #AT 2; Dmg By weapon x2; SA None; SD None; MR Nil; SZ M; ML 

14; XP 175; OotP. 

Calacorms are mercenary creatures superficially similar to lizard-men, 

but with the obvious difference of possessing two heads. They are 

cynical and greedy, often working as jailers, guard captains, dungeon 

overseers or laboratory technicians to evil lords and wizards. They eat 

dead or even decaying snake-flesh, and are fiercely loyal to anyone who 

pays them regularly and well. Their only known weakness is a 

pathological fear of rodents, especially mice, allegedly in connection 

with a mythological tale of a dead god. Calacorms fight with a weapon 

in each hand, and unlike ettins, their heads are equal in prowess, and 

they fight competently with a size M weapon in each hand.

Chestrap Beast: #AP 1; Int Below Average (7-10); AL NE; AC 6; MV 9; HD 

1+3; THAC0 19; #AT 1; Dmg 1d8+1; SA Surprise; SD None; MR Nil; SZ S (3 

1/2' tall); ML 11; XP 65; OotP.

Ain't no such thing as unguarded treasure, berk! Many adventurers 

stumbling through keeps and dungeons have wondered what riches lie 

within chests that are found in unoccupied chambers. Confidently 

opening the unwatched coffer, more than one hapless wanderer has had a 

face ripped off by a small, wingless gremlin living inside the chest. 

This bearded menace is known as a chestrap beast, and the species has 

exceptionally long arms - reaching almost to the floor if the thing 

stands upright - with which to lash at their assailants. They have 

sharp claws and no patience. They attack with surprise automatically 

unless traps are searched for on their homes - and the noise that that 

makes will certainly give them time to prepare some other surprise for 

any who disturb them.

Clone: #AP 3-12; Int None (workers), Low to Average (5-12) (warriors); 

AL LE; AC 7 or by armour; MV 6; HD 1/2 (workers), 2+2 (warriors); THAC0 

Warriors 19, workers don't attack; #AT 1; Dmg 1-6 (short sword, workers 

only); SA None; SD Immune to mind-affecting powers except the crown of 

the clones; MR Nil; SZ M; ML 20; XP Workers nil, warriors 120; OotP.

Clones are brainless creatures created from fungus by baatezu. 

(Consequently, any attack specifically affecting fungi affects clones.) 

They work hard in slave camps and on the prime, bolstering the 

underclass workforce that the baatezu employ. Clone workers are 

defenceless vegetables existing only to move materials from A to B, dig 

holes and do similarly mindless tasks. Clone warriors, on the other 

hand, supervise their unintelligent brethren with the rudimentary wits 

granted them by their masters. If any clone is slain, a fungus springs 

up from its remains within 1 turn. There is a 15% chance per clone 

killed that this fungus is a special kind such as a shrieker. Control 

of clones is achieved with a crown of the clones, a cursed magical item 

used by the baatezu as punishment for insubordinate juniors. The wearer 

of such a crown may not remove it, or request to have it removed, and 

finds his or her alignment wandering over to lawful evil if it was not 

already so. A purely chaotic good character is burned for 2d6 points of 

damage for even handling the fell device. A remove curse is required to 

free the victim from the curse, but the fell magic reasserts itself 

within 2d6 turns if the wearer cannot be persuaded to remove it. 

Command works a treat here. Once the crown is removed, the wearer's 

alignment reverts to normal. Any greater baatezu not wearing such a 

crown may remove one freely.

Crystal Warrior: #AP 1; Int None; AL LN; AC -2; MV 15; HD 10+10; THAC0 

13; #AT 1; Dmg 1-12; SA None; SD Unharmed by edged weapons, immune to 

cold magic, immune to mind affecting magic and psionics; MR 25%; SZ M; 

ML 20; XP 6 000; OotP.

A crystal warrior is a variety of golem made from magically-treated 

quartz. Each one has a limited memory, being able to recognise two 

faces and one symbol: people with those faces or that symbol are 

ignored by it, and all others attacked. Crystal warriors typically 

carry blades that are part of them, being impossible to disarm and 

nearly immune to breakage. Unlike other golems, a crystal warrior must 

rest periodically.

Demonspawn: #AP 2-7; Int Low (5-7); AL CE; AC 5; MV 12; HD 4; THAC0 17; 

#AT 4; Dmg 1-6/1-6/1-4/1-4; SA None; SD Immune to non-magical weapons; 

MR 15%; SZ M; ML 19; XP 420; OotP.

Demonspawn are a race of Abyssal petitioner-creatures unrelated to 

tanar'ri, which are moulded by various Abyssal powers to act as their 

foot troops. As such, their appearance varies widely, but a typical one 

will be between three and six feet tall with four arms. Such a one is 

described above. They also tend to sport horns, talons and other 

demonic accoutrements, and they never have eyes - merely sensory pits. 

Demonspawn are regarded by many as the utter scum of creation, and 

their attitude hardly does anything to dispel this idea.

Devlin: #AP 1; Int Below Average (7-10); AL NE; AC 4; MV FL 9; HD 3; 

THAC0 17; #AT 1; Dmg 1d8+fire; SA None; SD Immune to non-magical 

weapons, regenerate 10 hp/round when not on their home plane; MR Immune 

to fire and cold magics; SZ S (3 1/2' tall); ML 18; XP 650; OotP.

Devlin are minor fire elementals in the service of Imix, the evil 

archomental of fire. On their home plane, they are comparatively 

vulnerable, provided their assailants have magical weapons. Off the 

Plane of Fire, things get tougher. Here the spirits appear as 

dwarf-sized cones of fire with eyes and hands, and set everything they 

touch alight. Moreover, this all-consuming blaze gives them 

unparalleled regenerative powers. To slay a devlin outside of Fire, it 

should  be doused with at least a gallon and a half of cold water or 

another non-combustible fluid. Any other method is liable to prove 

time-consuming and ineffectual.

Doragar: #AP 1-6; Int Below Average (8-10); AL CE; AC 5; MV 12; HD 3+3; 

THAC0 17, plus strength bonus; #AT 1; Dmg 1d8 (sword), plus strength 

bonus; SA None; SD None; MR Nil; SZ M (7' tall); ML 16; XP 120; OotP.

Doragars are cave troll-orc crossbreeds, bred up as warriors in the 

orc-goblin wars but now forming a society of their own. Doragars are 

tall, broad-shouldered and ugly, with weathered green, grey or brown 

skin and long black hair, which they plait or tie bones in. Their 

armour tends to be adorned with spikes: some doragars try bear-hugging 

their opponents - such a tactic inflicts 1d3 damage, modified for 

strength, and inflicts a -3 to-hit penalty on the victim next round. 

Doragars have high Strength - each one should be determined 

individually by rolling d6+13. Exceptional strength applies.

Earth Demon: #AP 1; Int Low (5-7); AL CE: AC 3; MV 6; HD 14; THAC0 7; 

#AT 1; Dmg 2d6+6; SA Surprise; SD Regenerates; MR Nil; SZ H (12'+ 

tall); ML 14; XP 6 000; OotP.

Earth demons are not technically demons or fiends at all, but a magical 

accident, rather like slithering trackers. An earth demon is a ball of 

malevolent, humanity-hating life force which lurks beneath the surface 

in hilly or wooded areas and can draw itself up a body of earth and 

plant matter -  sometimes even small animals - to attack with. Such as 

form is hulking, ungainly and very daunting. Whilst in contact with 

loose earth, (a forest floor will do) an earth demon regenerates 1d6 

hit points every round. It takes a tremendous feat of strength to 

separate one from the ground, such as a giant's  attack or several 

adventurers (combined strength > 35) lifting the thing. However, an 

earth demon separated from the soil immediately suffers 3d6 damage.

Eye Stinger: #AP 1; Int Animal (1); AL N; AC 4; MV Fl 6 (B); HD 1 hp; 

THAC0 20; #AT 0; SA Hypnosis, poison; SD None; MR Nil; SZ S (1' wide); 

ML 12; XP 120; OotP.

Eye stingers are dangerous relatives of the beholder-kin known as 

gorbels. They are floating spheres, studded with spines like a hedgehog 

or porcupine and possessing a single eye. Anyone meeting the gaze of an 

eye stinger must save vs. spells at -2 or be entranced by it, standing 

slackly as it attacks. Hypnotised victims are automatically hit by the 

creatures spines on the first round it is able to reach them. Its 

spines do no physical damage, but require a save vs. poison or the 

victim is paralysed for 2d4 turns. The hypnosis effect lasts d6 rounds. 

Eye stingers do not eat their victims, but instead leave them for 

predators to attack, and then feed on the remains by osmosis. If an eye 

stinger is slain, it bursts, spitting acid over all within 10'. Those 

so hit must save vs. breath weapons or take 1d6+4 damage.

Fire Sprite: #AP 1-3; Int Average (9-12); AL CN/CE; AC 4; MV Fl 12; HD 

1+3; THAC0 19; #AT 1; Dmg 1-6+fire; SA None; SD Immune to fire magic; 

MR Nil; SZ S; ML 15; XP 120; OotP.

Fire sprites are small, malicious beings from the Elemental Plane of 

Fire. They delight in setting fire to things, and are nimble and swift. 

It's said they're related (by parallelism) to ooze sprites, much as the 

two kinds of salamander are allegedly related. Fire sprites, unlike 

devlin, have no respect for Imix or anyone else, and also lack any 

vulnerability whatsoever to water. They appear as little hovering 

humanoids made of fire, but that's pretty arbitrary.

Flying Guardian: #AP 2; Int None; AL N; AC 2; MV 9, Fl 6 (D); HD 6; 

THAC0 15; #AT 1; Dmg 1d6+2; SA Croak; SD Immune to mind-affecting magic 

and psionics; MR Nil; SZ M; ML 20; XP 650; OotP.

Flying guardians are the result of a clumsy attempt to develop flying 

golems. They resemble stone ostriches of a stylised statuary nature. 

When disturbed, they animate, flying or striding inelegantly towards 

intruders, screaming and seeking to destroy the defilers. Popular as 

temple or tomb warders in the Chiang Mai province, they have a nasty 

special attack: their magical scream attracts monsters very rapidly in 

inhabited areas. Make a wandering monster check in every turn a flying 

guardian screams, increasing the probability by 1/6 for each additional 

guardian.

Fog Devil: #AP 1-3; Int Low (5-7); AL CE; AC 2; MV Fl 15; HD 4+4; THAC0 

15; #AT 1; Dmg 1d8+2; SA None; SD Intangible, partially immune to 

normal weapons; MR Nil; SZ L; ML 17; XP 420; OotP.

Fog devils are not truly fiends at all, but a kind of forest-dwelling 

spirit. Taking vaguely humanoid form, they assail their prey shrieking 

and howling, and try to rend them apart. Although they're largely 

intangible (gaining a saving throw vs. wands at +2 to avoid all damage 

from non-magical weapons) they have very real claws when they desire 

it. Fog devils especially prize the flesh of gnomes, for some reason. 

Fog devils appear to be made of fog, and are usually active only when 

it is foggy.

Furnace Spirit: #AP 2-8; Int Low (5-7); AL CE; AC 6; MV 12; HD 2; THAC0 

19; #AT 1; Dmg 1-6; SA Breathe fire; SD Immune to all fire; MR Nil; SZ 

M; ML 16; XP 270; SH.

Furnace spirits are fire-dwelling demonic creatures observed in the 

highly-charged lava pit known as the Furnace of Rath. They appear as 

well-muscled humanoids each with three horns and whip-like tails. They 

are cruel, and attack passers-by in their fiery realms without quarter. 

They are found in the Abyss, and occasionally in Gehenna or in the 

Elemental Plane of Fire. Three times per day a furnace spirit may 

breathe fire in 10' long, 4' base cone, inflicting 4d4 points of damage 

to anyone caught in the conflagration, with a save vs. breath weapons 

for half damage. Furnace spirits are utterly immune to all forms of 

heat and fire attacks, and take half damage from electricity.

Gark: #AP 1-3; Int Low (5-7); AL NE; AC 6; MV 12; HD 7; THAC0 13; #AT 

2; Dmg 1d8+4/1d6+4; SA None; SD None; MR Nil; SZ L (8' tall); ML 16; XP 

420; OotP.

Garks are the latest product of a programme of progressively mating 

goblins with larger and larger humanoid races: a gark is part goblin, 

part orc, part ogre and quite a lot of hill giant. They are daft, petty 

creatures dwelling and fighting alongside goblins. They hoard worthless 

'shinies' in chests in their quarters, convinced of their high value. A 

trader who refuses a gark's coin may regret it. In combat, garks fight 

with one cleaver or axe and one bare fist. They don't give up easily, 

and are dangerous to annoy.

Genestealer: #AP 2-12; Int Below Average (7-8); AL CE; AC 2; MV 18; HD 

5+2; THAC0 15; #AT 5; Dmg 2-12/2-12/1-4/1-4/1-6; SA Causes fear; SD 

Immune to all kinds of fear; MR 10%; SZ M (7' long); ML 20; XP 4 000; 

WH40K.

Genestealers are the shock troops of the spacegoing tyranids, a 

voracious and cruel race seeking to expand from their remote sphere 

into the wider universe. Genestealers have also been met in the Abyss, 

although no rational explanation for their presence there has been 

offered - perhaps none is needed. A genestealer is a vile, 

vaguely-humanoid being with purple chitinous skin and a somewhat 

elongated reptilian head. Their prehensile tongues are couched in 

mouths lined with razor-sharp teeth, and their bite is amongst their 

fearful attacks. They also attack with their two pairs of arms. One 

pair, ending in humanoid hands, does little damage but can manipulate 

levers and the like, while the other set ends in huge, lethal claws. 

Genestealers are fearsome, causing a non-magical effect equivalent to 

the spell fear at all times. Genestealers seek to infect other races 

with their genetic material, creating the loathsome genestealer 

hybrids. Genestealer hybrids should be treated on a case-by-case basis, 

and relate to genestealers in the same way yuan-ti halfbreeds and 

purebloods do to abominations. Genestealer ships are often commanded by 

genestealer patriarchs, huge bloated genestealers possessing 12 HD and 

MV 15, worth 10 000 XP. Fortunately, the patriarchs occur only one at a 

time, and do not lead assaults. Genestealer magi are hybrids equivalent 

to human mages of 5th to 12th level, with a natural AC of 6. Like other 

hybrids, they should be treated individually.

Grannit: #AP 1-6; Int Animal (1); AL N; AC 2; MV 9; HD 2; THAC0 19; #AT 

1; Dmg 1d6; SA Surprise; SD None; MR Nil; SZ S (1' wide); ML 14; XP 65; 

OotP.

Grannits are vicious little underdark-dwelling creatures something like 

crabs. Their slightly-jointed shells are 90% indistinguishable from 

stone when they remain motionless. If they are thus undetected, they 

may attack automatically with surprise. They love the taste of fresh 

flesh, and are fairly fearless. They attack by biting with hundreds of 

razor-sharp teeth, causing extensive bleeding in victims.

Hypnotic Spectre: #AP 1; Int High (13-15); AL NE; AC 5; MV Fl 15; HD 4; 

THAC0 17; #AT 2; Dmg 1-6/1-6; SA Spell loss, confusion; SD Immune to 

non-magical weapons, mind-affecting spells and cold; MR 15 %; SZ M; ML 

14; XP 4 000; M:tG 1st Edition.

Hypnotic spectres are lethal undead that can spell disaster for 

adventuring  groups. Dwelling in desolate ruins, they feed on fear and 

psychic tremors. Three times per day, an hypnotic spectre can cast a 

confusion spell as a 7th-level wizard. If any spell caster is struck by 

an hypnotic spectre, he or she must save vs. death ray or lose 1d4 

spell levels, starting with the lowest level memorised spells. At least 

one spell is always lost if the save fails. Hypnotic spectres are 

turned by priests as wraiths. They are pathologically afraid of 

sunlight, and can be driven off temporarily with a sunray.

- ----------------------------------------

Alex Roberts             Tiefling   }:-)
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Date: Mon, 22 Jun 1998 16:25:11 -0400 (EDT)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Tharzar's Bestiary III, part 2 

Lizardine: #AP 1; Int High (13-14); AL Any neutral; AC 2; MV 12; HD 

4+2; THAC0 17; #AT 3; Dmg 1d4/1d4/1d6+1; SA Breathe fire; SD None; MR 

Nil; SZ M; ML 13; XP 650; OotP.

Lizardines are a humanoid race with skin and facial features resembling 

those of dragons. They have no wings, but otherwise closely mimic the 

great wyrms, to whom they are related. Lizardines are friendly enough 

creatures, usually  working as merchants in large, cosmopolitan cities. 

They find it difficult to  settle for long in smaller or monocultural 

settlements because of the paranoid reactions they sometimes evoke. 

Sigil has proved an ideal environment for the creatures, however, and 

no fewer than seventeen have set up shop in the city. If attacked, a 

lizardine defends itself capably, and can breathe fire once every three 

rounds, inflicting 3d6 points of damage on all within a 20' long, 4' 

base cone, with a save vs. breath weapons for half. Lizardines sell 

many  things in their shops, but a speciality is the scorpion brooch. 

Three kinds are known to exist:


Scorpion brooch of strength: Usable once a day, the brooch of


strength enables the user to increase his strength by 1d6


points, to a maximum of 19, for 1d4+1 rounds. Activating the


brooch is simple, and takes next to no time.

             Price: 2 500 gp


Scorpion brooch of luck: The luck brooch may be invoked with a


word at any time the wearer fails a saving throw. The saving 


throw is immediately re-rolled, but the brooch ceases to 


function for 1d4+1 days. The periods of its inactivity 


are not easily discernible.

             Price: 2 000 gp


Scorpion brooch of protection: The protection brooch offers the


user an armour class improvement of +1 against all attacks with 


non-magical weapons.


   Price: 7 500 gp

All these brooches, no matter what metals they are made of or how much 

they cost to produce, are, of course, carved to represent scorpions.

Mirror Demon: #AP 1; Int High (13-14); AL CE; AC 0; MV 15; HD 8; THAC0 

13; #AT 4; Dmg 1-6/1-6/1-6/1-6; SA Capture; SD Immune to non-magical 

weapons; MR 35%; SZ M; ML 20; XP 5 000; OotP.

Mirror demons are rumoured to come from the Abyss, although none have 

ever been seen there. They are summoned by means of magical mirrors, 

although often the summoner is unaware of what she has done, or does 

not live to regret it long. Mirror demons stay with their mirrors, for 

they are their deadliest weapon and their greatest weakness. Mirror 

demons appear as humanoid females with four arms, and with four face on 

their heads; one on the front, one on top, and one on each side. If all 

four of their attacks in one round hit the same victim, the creature 

may attempt to hurl that victim through the mirror. To do so, the 

mirror demon must make another successful attempt to hit the victim, at 

+2, and the victim must fail a save vs. death magic. If the demon is 

successful on both counts, the victim is lost in the mirror portal, and 

cannot be retrieved by anything short of a wish. However, if an 

attacker chooses to attack the mirror demon's mirror instead of the 

demon (provided, of course, he can reach it), then a natural 20 to hit, 

or 15 points of accumulated damage against the mirror (which is AC 0 as 

well) will kill the demon instantly. When a mirror demon dies, it 

collapses into a heap of broken glass.

Mucalytic: #AP 1-2; Int Average (9-12); AL NE; AC 4; MV 9; HD 6; THAC0 

15; #AT 2; Dmg 1d8+2/1d8+2; SA Breath weapon, foul stench; SD Immune to 

poison; MR Nil; SZ L (8' tall); ML 16; XP 1 400; OotP.

Mucalytics are disgusting slime-eating beings proverbial for their 

loathsome stench and putrid living habits. Vaguely humanoid, with an 

elephantine trunk protruding from beneath the thick coating of slime, a 

mucalytic's true shape is unknown. When slain, they tend to dissolve 

messily, so dissection has thus far been impossible. Anyone coming 

within 50' of a mucalytic or its lair must save vs. poison or be 

incapacitated for 1 round and at -2 to hit, damage and all subsequent 

saving throws for 1d4+2 rounds. Incapacitated victims lose their armour 

class bonuses for dexterity. Mucalytics have breath weapons to match 

their foul dispositions and habits, which they employ once they feel a 

victim is beginning to weaken in combat. Affecting a 10' cubic area 

directly in front of the mucalytic, the cloud is identical in effect to 

a cloudkill spell, save for its duration and area of effect. This 

breath weapon may be employed once every three rounds. Mucalytics lair 

in heaps of slime, so searching for their treasure is likely to be both 

dangerous and unrewarding. Some wizards have bribed mucalytics with 

especially delicious slime to act as guardians, but the creatures are 

ultimately cynical and self-serving. They dislike intruders into their 

domains, whom they tend to kill, and eat when their corpses are 

sufficiently foul and rotting. Mucalytics are utterly immune to all 

poisons.

Nandibear: #AP 1; Int Semi (2-4); AL (C)N; AC 4; MV 12; HD 8+4; THAC0 

11; #AT 2; Dmg 1d12/1d12; SA Attacks with surprise on a 4-6 on 1d6; SD 

None; MR Nil; SZ L (10' long); ML 14; XP 1 400; OotP.

Nandibears are vicious, ravenous predators which live in harsh 

mountainous and wilderness locations. They are carnivorous, especially 

prizing the brains of humans as food. They have padded feet, enabling 

them to attack their victims with surprise, and are very hardy. A 

Nandibear appears to be a bear, although it has some apelike qualities, 

and it has large, sharp teeth. Nandibear fur tends to be dense, black 

or dark brown, and matted. It is also unmarketable. Nandibears dwell in 

caves and keep no treasure.

N'yadach: #AP 1-6; Int Low (5-7); AL LE; AC 5; MV 12; HD 4+4; THAC0 15; 

#AT 2; Dmg 1-6 or by weapon/1-4+poison; SA Poison; SD None; MR Nil; SZ 

M; ML 11; XP 420; OotP.

The wretched survivors of a long and bloody war against the dwarves in 

the Underdark, the n'yadach are but a shadow of their former selves. 

They are grey-skinned, somewhat wolf-like humanoids with long, drooping 

arms and a stooping gait enforced by years underground. They have long 

fang-like front teeth that drip a mild poison: anyone bitten must make 

a save vs. poison or lose 1d4 hit points per round for 1d4+1 rounds. 

The race which once ruled a proud empire, enslaving the diminutive 

skorn to build palaces and precincts, now live on living rats in dark, 

remote passages, nurturing the hate of a score of millennia against 

dwarves and rebellious skorn alike. A dying race, the n'yadach can no 

long read their own high arcane script, and indeed, a speaker of the 

language the wrote with it would barely understand their harsh modern

tongue. Their slanted, sunken eyes grant 90' infravision, but their 

talents hardly allow them to gain what they might from this or any 

other ability. N'yadach almost never gain levels or learn any trade 

other than that of scavenger or mugger in the cities of the Underdark.

Rhino-Man: #AP 1-4; Int Average to High (9-14); AL LE; AC 2; MV 12; HD 

5; THAC0 15 (12 w/strength adjustments); #AT 1; Dmg by weapon +6; SA 

None; SD None; MR Nil; SZ M-L (6-7' tall); ML 14; XP 270; OotP.

Rhino-men are exactly what they sound like: bipedal rhinoceroids. They 

are clumsy but strong, each having 18/00 strength and a mean right 

hook. They are said to be a magical creation, but they behave as an 

independent race, not serving any one master. That said, they can often 

be found working as mercenaries or bandits, for they are a harsh, 

exploitative race with a keen desire to make money by hurting things. 

When not engaged on such tasks, they enjoy hunting game.

Ripper: #AP 3-12; Int Semi (2-4); AL CE; AC 5; MV 12; HD 1+2; THAC0 19; 

#AT 1; Dmg 1d4+2; SA Eating frenzy, climb any surface; SD Immune to 

fear; MR Nil; SZ S (4' long); ML 20; XP 175; WH40K.

Rippers are vicious worm-like tyranid creatures. They travel and attack 

in swarms, and devour everything and anything they can. Rippers cling 

by their body secretions to all surfaces, and can climb sheer vertical 

walls without hindrance. Rippers initially have 1 attack per round, but 

if any ripper successfully hits, that ripper gains 3/2 attacks per 

round. Like all tyranids, rippers are immune to all kinds of fear. 

Rippers attack with their pincer-guarded jaws, which can rend bone, 

flesh and metal alike with ease.

Rock Grub: #AP 1; Int Animal (1); AL N; AC 0; MV 9, Br 9; HD 7-9; THAC0 

13; #AT  2; Dmg 1d12/1d12; SA None; SD None; MR Nil; SZ H (up to 20' 

long); ML 16; XP: 7 HD: 650; 8 HD: 975; 9 HD: 1 400; OotP.

Rock grubs are huge insectile beings that live deep underground and can 

tunnel through rock at great speed. They attack anyone who gets in 

their way with sharp mandibles, both of which must be directed at the 

same target in any one round. Wherever a rock grub goes, it leaves a 

slimy trail consisting of the digested remains of the rock they 

swallow. Dwarves value rock grubs as an indicator of the locations of 

seams of valuable ore, but have never been foolish enough to try taming 

any. Rock grubs are usually solitary, although mated pairs have been 

encountered, which are extremely lethal. Rock grubs have a pale brown 

colouration and no eyes: they navigate by smell, heat and vibrations.

Sentinel: #AP 1; Int Non (0); AL N; AC -2 (gem), 1 (metal); MV 12; HD 

10 (gem), 11 (metal); THAC0 11 (gem), 9 (metal); #AT 1; Dmg 1d8+4; SA 

Surprise; SD Immune to normal weapons (see below); MR 20%; SZ M (6 1/2' 

tall); ML 20; XP 4 000; OotP.

Sentinels are curious magical guardians, conjured by means of a potent 

enchantment. A coin, gem or other piece of treasure is doused in a 

certain magical potion. As soon as this is done, any flesh contact with 

the item by any being will trigger the spell and release the sentinel. 

Appearing as mighty armoured warriors made of the substance they are 

released from, sentinels attack with automatic surprise the round they 

are released, and have a number of immunities. In particular, in 

addition to its magic resistance, the creature can only be struck by 

magical weapons or by weapons wielded by someone in flesh contact with 

the same material as the sentinel is made of. The sentinel itself and 

the trigger item do not count for this purpose. When slain, a sentinel 

vanishes, being only a magical thing and not lasting.

Shocker: #AP 1-6; Int Non (0); AL N; AC 7; MV 15; HD 2; THAC0 19; #AT 

1; Dmg 1+2d6 electrical damage+special; SA Shock; SD None; MR Nil; SZ S 

(3' long); ML 12; XP 120; TM.

Shockers are vicious red-skinned insects native to warm, subterranean 

environments. They are harmless unless disturbed. However, they are 

quite excitable and very dangerous. These small creatures pack a 

powerful 'punch': anyone struck with their pointed tails takes a single 

point of impact damage, but a subsequent 2d6 points of electrical 

damage. Moreover, any spellcaster struck must save vs. spells or lose 

one memorised spell, and any psionicist struck must save vs. spell or 

lose as many PSPs as he lost hit points.  Creatures immune to 

electrical attacks are also immune to this special effect.

Skeletal Tyrannosaurus: #AP 1; Int Non (0); AL N(E); AC 2; MV 15; HD 

15; THAC0 5; #AT 3; Dmg 1d4/1d4/4d6; SA None; SD Immune to sleep, hold, 

charm and mind-affecting spells and psionics, half damage from 

non-blunt weapons, immune to cold, fear; MR Nil; SZ H; ML 20;

XP 12 000; Du!

The skeletal tyrannosaurus is a special kind of undead skeleton so rare 

that it was thought unique until priests of Eshowdow in Chult produced 

a pair of replicas of Xortan Throg's hideous original. Made from the 

bones of one of the most terrible of dinosaurs, the tyrannosaur 

skeleton has all the innate immunities of other undead and skeletons, 

and additionally causes fear in all those who see or hear it. Despite 

being throatless, it can roar an intimidating roar. Undead tyrannosaurs 

are turned by priests as special undead.

Skorn: #AP 2-7; Int Average (9-12); AL N; AC 8; MV 12; HD 1+1; THAC0 

19; #AT 1; Dmg 1-4 or by weapon; SA None; SD None; MR Nil; SZ S (3 1/2' 

tall); ML 10; XP 35; OotP.

Skorn are a diminutive, skinny goblinoid race once enslaved by the 

brutal n'yadach. When the n'yadach became embroiled in their age-long 

war with the dwarves, the skorn were put to work building engines of 

destruction. Eventually, during a dwarven attack, a mass rebellion of 

skorn was initiated which eventually lead to the defeat of the 

n'yadach. Dwarves and skorn remain on good terms to this day. Skorn 

wear but little; only loincloths, sandals and sheaths for weapons. They 

are naturally bald, and have high domed heads and deep-set eyes, 

granting 120' infravision. They eat rats and other subterranean 

creatures, which they chew with their small upward-pointing fangs. 

Despite their small size, skorn are strong and muscular, and use this 

strength to defend their territory against all comers. They are not by 

nature a cruel race, however, and prefer peaceful acts to war. Rumour 

has it that deep within the earth, there is a skorn warrior-king who 

rules from a gem-filled cavern - but no non-skorn has ever seen him.

Snowflakes: #AP 2-5; Int Low (5-7); AL N(E); AC 4; MV Fl 12 (B); HD 3; 

THAC0 17; #AT 1; Dmg 1d4+1; SA Ice bolt (see below), ice knife; SD 

Immune to cold, immune to mind-affecting magics, sightless; MR 25%; SZ 

S (18" wide); ML 16; XP 975; SK.

Snowflakes are cruel, mischevious beings resembling flying clusters of 

ice crystals. They are found in remote mountainous areas, cold dungeons 

and caves, on glaciers and ice caps, and, on the planes, in Krangath, 

Cania, Stygia, the lowest layers of Carceri, and frosty Abyssal 

regions. They attack at close range by bashing themselves against 

victims:  this does 1 point impact damage and 1d4 points of cold 

damage. At long range, they either shoot small knife-like crystals, 

which inflict 1d4 points of damage if they hit, or else they invoke the 

spell ice knife, which they can do once per day. Snowflakes are an 

alien intelligence, and thus immune to mind-affecting magics. 

Cold-based spells also cannot touch them, and as they sensory organs, 

they cannot be blinded, deafened, or otherwise thus impaired. On the 

other hand, they take double damage from heat or fire attacks.

Tarator: #AP 1; Int Below Average (7-9); AL CE; AC 3; MV 12; HD 8+4; 

THAC0 11; #AT 2; Dmg 2d6+3/2d6+3; SA None; SD Resist damage; MR Nil; SZ 

L (8' tall, 5' wide); ML 18; XP 2 000; OotP.

Tarators are brutal, solitary creatures resembling a bullywug built on 

the scale of an ogre, with long vicious claws and fat, blubbery flesh. 

They loathe almost every other living thing, and are fond of attacking 

others out of sheer malice. In the Underdark or hilly regions where 

they dwell, they are feared by almost all races. Tarators have been 

known to attack dragons when it suited them, and to win occasionally. 

Tarators have a great resistance to physical damage, taking 2 points 

less damage per die dealt to them. They also regenerate wounds at twice 

the rate that other creatures do, so anyone returning to 'finish off' a 

wounded tarator may be in for a nasty shock. Tarators keep no treasure, 

although occasionally they may swallow an item simply to deny it to 

others. Tarators are said by some to have been created by the Abyssal 

power Ramenos out of sheer meanness.

Tentacled Thing: #AP 1-2; Int Animal (1); AL N; AC Body 3, tentacles 5; 

MV 9; HD 8+3 (tentacles 20+1d6 hp each); THAC0 11; #AT 1 per tentacle + 

1 bite; Dmg 2d6 (tentacles), 1d8 (bite); SA None; SD Parrying; MR Nil; 

SZ L (12' long); ML 16; XP 3 000; SK.

Tentacled things are an ill-studied race dwelling in sewers and 

semi-flooded caverns and mines. They range in colour through pale 

green, mauve and brown, and usually possess three 10' long tentacles 

around their circular, fanged maws. Their bodies are sluglike, and 

their tentacles are covered with spiny pads which are used to lacerate 

those who bother them. Instead of attacking with a given tentacle in 

any round, however, a thing may choose to parry, thus improving the AC 

of its body by four against one attack. Each tentacle can sustain 21-26 

points of damage before being destroyed. Tentacled things are vicious 

predatory creatures, and almost always attack those they meet. Each

thing has only one large dark eye, located just below the mouth. No-one 

has yet determined what other sensory organs a thing has.

Tyranid Warrior: #AP 1-3; Int High (13-14); AL NE; AC 2; MV 18; HD 8+8; 

THAC0 11; #AT 2; Dmg 1d10/1d10; SA fear; SD Psionic defence, immune to 

all fear; MR 25%; SZ L (12' tall); ML 20; XP 5 000; WH40K.

Tyranid warriors are the mainstay of this cruel and voracious race from 

the remotest reaches of wildspace and the lonliest crystal spheres. It 

is thought that the only thing preventing the tyranids from infesting 

the 'known spheres' region is the poor reaction of their vast 

biological self-propelled ships to the deep phlogiston. However, recent 

experiments by genestealer magi and tyranid zoanthropes in transporting 

their troops through the Abyss and other Lower-Planar locales have met 

with some success. In combat, tyranid warriors are lethally dangerous, 

attacking with huge katana-like swords made from their own bones: these 

cannot be disarmed. Their fearful appearance (livid red carapaces, 

squirming purple flesh, elongated heads, prehensile tongues, additional 

arms and strange scaly skin) causes fear in all beholding it, and 

they are masters of psychological warfare, using this power to their 

advantage. They are utterly fearless, and never check morale. Moreover, 

each tyranid warrior projects an anti-psionic field: for each tyranid 

warrior within 20' of any tyranid creature that is the target of a 

hostile contact attempt, an additional point of contact is required ot 

open that creature's mind. Psionicists find this disturbing and 

frustrating.

Yachar: #AP 1; Int Average (9-12); AL CE; AC 3; MV 12, Fl 9; HD 6; 

THAC0 15; #AT 2; Dmg 1d4+2/1d4+2; SA Spell-like abilities, swoop; SD 

Fear; MR 20%; SZ M; ML 18; XP 2 000; OotP.

Yachar, also called horned demons, are natives of Pandemonium, serving 

renegade tanar'ri masters there. They can, if bidden, enter the Prime 

plane, and they do so to cause fear, madness and death. A yachar 

appears as a human, dressed in torn and shredded labourers' clothes, 

but with the head of a ram, with enormously curling horns. Their mouths 

are spattered with foam as though they were rabid, and their eyes are 

of purest blood red from edge to edge. A horned demon can fly by 

magical levitation, and can make a swooping special attack, given 

space. When such an attack is made, taking one round to prepare, the

creature is at +2 to hit and damage with both its attacks. Yachar are

nauseating creatures, and cause magical fear in all those seeing them. 

Horned demons benefit from the following spell-like abilities: darkness 

three times per day;  chill touch once per day; and stinking cloud 

three times per day. Yachar have an extremely disgusting habit of 

plucking their victims' hearts out and eating them. Anyone seeing this 

act must make another fear check, at -2.

Zoanthrope: #AP 1; Int Average (9-12); AL NE; AC 4; MV 12; HD 11; THAC0 

9; #AT 2; Dmg 1d8/1d8; SA Psionics, fear; SD Immune to fear, psionics; 

MR Nil; SZ L (11' tall); ML 20; XP 6 000; WH40K.

Zoanthropes are the hideous psionic strain of tyranids. A zoanthrope 

has a hugely enlarged brain, only thinly covered on the top, but ringed 

by bony ridges. At the front of its 6' wide head is a tiny human-like 

face with fangs, and the creature's body is strong, resembling that of 

a tyranid warrior.  It has large, powerful claws, dripping with ichor, 

with which it rends any who get close enough to it to cause it trouble. 

The foul visage of a zoanthrope causes fear, and like most tyranids, 

zoanthropes are immune to all fear- and morale-based effects.

Psionics Summary:

Level       Dis/Sci/Dev Attack/Defense  Score       PSPs

11      4/6/16      All/All         16      120

Powers:

Telepathy - Sciences: Ejection, Mindlink, Psionic Blast, Superior 

Invisibility.

Devotions: Contact, Ego Whip, False Sensory Input, Id Insinuation, 

Inflict Pain, Invincible Foes, Invisibility, Life Detection, Mind Bar, 

Mind Thrust, Phobia  Amplification, Psychic Crush.

Psychoportation - Devotions: Dimensional Door.

Psychometabolism - Sciences: Death Field. Devotions: Biofeedback, 

Double Pain.

Psychokinesis - Sciences: Telekinesis. Devotions: Inertial Barrier.

Zoanthropes use their psychic powers to deadly effect, and are utterly 

ruthless. As a zoanthrope may be a crucial element in a tyranid party, 

it will be well-defended by tyranid warriors.

Guide to monster names from Stonekeep and Fighting Fantasy:

Names are from Out of the Pit except where noted.

AD&D name           Alternative name

Celestial           Suma

Dragonne            Dracon

Firebat             Demon Bat

Formian             Xoroa

Goblin              Sharga (SK)

Hobgoblin           Throg (SK)

Lurker Above        Wrapper

Mimic               Imitator

Mind Flayer         Brain Slayer

Rot Grub            Flesh Grub

Wemic               Felinaur

Yuan-ti             Caarth, or Serpent Guard

Key:

OotP: Out of the Pit - Fighting Fantasy Monsters

Du!: Dungeoneer! Game

M:tG: Magic: The Gathering

TM: Magic - Tempest Standalone

SH: Magic - Stronghold expansion

SK: Stonekeep Computer Game

WH40K: Warhammer 40 000 Game

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

tiefling@exultation.home.ml.org

http://exultation.home.ml.org

Date: Thu, 25 Jun 1998 21:37:40 -0500

From: "Emperor Xan" <xan@oz-online.net>

The Chaos Engineers


The Chaos Engineers (New Sect) (Updated)

Primary Plane of Influence: Outlands

Allies and Enemies: The Guvners, Hardheads, Xaosmen & Mercykillers are all

enemies of the Chaos Engineers. Indeps and the Anarchists are their only

known allies.

Eligibility: Any class and race, Lawful, Neutral & Chaotic are allowed,

however Alignment must be Good or Neutral. 

"I find it difficult to swallow, but another of the Harmonium's attempts to

create harmony through law has failed again. The chaos is spreading

quickly.

This is very interesting. As much as I wish to prove to them and the

Guvners that chaos can be controlled through lawful actions, I know that

they will never listen. At least not until we have proven to them that a

solar system can be sustained by itself in the heart of Limbo. So far we

have successfully created one mid-sized continent to include all the biomes

of that continent. We are slowly populating it with various creatures

native to their respective biomes as they exist on this new land.

   "It is a painful process given that Limbo doesn't given in to our

demands and concentration too well. It was more difficult to master chaos

shaping than I thought, but each time I attempt it, it becomes easier.

   "Tomorrow we shall attempt once again attempt to create a magma flow in

Limbo in order to study it's effects as we attempt to master the laws of

volcanism in order to create the core of our first world.

   "It's funny how easily it's coming together. And now with more

Engineers joining us, it appears that we will be closer to our goal before

we know it. Our new land is becoming quite an attraction with the natives

of Limbo. It looks like we must move it off to another area of the

primordial soup to avoid their prying eyes as they see law shaping their

chaos. I'm getting edgy just waiting for them to try an attack, we already

have a place to move the site to.. it should be safe - for a while.

   "Still, I wish the Guvners and the Hardheads would come and see the law

we have established here in Limbo."




-- Personal Journal excerpt of Factol Xan

The Engineering of Chaos

No one's really sure where they came from, but they suddenly appeared in

The heart of chaos twenty years ago. Chaos Engineers avidly study chaos and the

ability to shape it. The majority of Xaosologists seem to be ex-Guvners.

Though they allow nearly any alignment into their sect, they prefer that

the majority of their new members be True Neutral or Chaotic Neutral in

alignment. The former to study chaos without the skewed look of the Lawfuls

and the latter for study.

    They analyze and analyze the outcome of random and chaotic effects to

the point of nailing down the probability an event will occur with such

accuracy that they can usually predict the outcome with a 25% margin of

error. No one, not even the Guvners can boast of such accuracy for

predicting random events. Even the Mathematicians are hard pressed to best

the Xaosologists in random events.

   The Xaosologists also possess a great library similar to the Guvners,

but nowhere near as large as theirs. This library is filled with catalogues

full of random events studied and natural phenomena of the various planes,

but namely Limbo. Somewhere out in the twisting primordial soup, they

believe the answers to all of creation, and ultimately the multiverse, lie

there.

   To hear a Xaosologist is to listen to what a body'd believe was a barmy

sod. They revere chaos in a way that not even the Xaositects do. See,

Xaositects *live* chaos theory, Xaosologists *try* to capture it.

Xaosologists study chaos in order to put in effect the principle of

Organized Chaos. They try to force chaos into a shape that's unique,

stable, yet somehow easy to change. One very good example of this subject

is weather. Xasologists love weather as it represents the principle of

Organized Chaos in effect.

   If you ask a Xaosologist to explain Organized Chaos, you'll always get a

different answer from each berk you meet. They are even some so barmy that

they will try to explain to you *how* a body can control and force chaos

into the organized patterns they hold so dear. However, all will tell you

that the laws of nature for each plane hold the key to understanding how

the chaotic forces of their environments work.

   Xaosologists will tell you that they believe that even Mechanus holds

chaos within it. This is how they explain the rogue modrons and the free

roaming gear spirits.

   Don't ask a Guvner what they think about the Xaosologists. They will

tell you they are a bastardization of their faction. Not only that, but

most of them deliberately stole the secrets of the faction in order to

bring them down out of purely selfish reasons. They will say that most of

these members couldn't cut it as a Guvner and so worked as hard as possible

to advance in rank just to steal secrets.

   Hardheads will tell you that they are an abomination. They will say that

chaos can never be purged and controlled by law. All such beliefs are

little more than heresies and half-truths at best. They will also tell you

that Xaosologists are nothing more than deviants that need to be brought to

justice for attempting to corrupt the laws of justice and the multiverse.

  Ask a Red Death what they think of the Xaosologists and they more than

likely will tell you they are tempting to warp laws in order to break them,

or even worse, in order to get away with crimes and not have to be

punished. They pervert justice and therefore must be dealt with in the most

sever manner possible.

  Xaositects will actually agree with the Hardheads on many points with the

Xaosologists. They believe they are an abomination, but due to the fact

that they try to *control* chaos instead of being chaos. They cannot stand

to see their beautiful chaos shackled so.

   Indeps love the Xaosologists due to their free thinking spirit. Anarchs,

because of their willingness to prove that their way is right and that they

are slowly working to undermine the triad of law.

 Factol Xan

Male human Prime (Mystara)

12th-level Fighter/20th-level Wild Mage, Chaos Engineers (Factol)

Lawful neutral (good)

STR

18

DEX

15

CON

18

INT

20

WIS

20

CHA

15

HP

109

AC

-2

THAC0

9

Equipment: Field plate, bastard sword +2, ring of spell storing, iridescent

pearl of chaos (detailed later)

Spells/Level: 5/5/5/5/5/4/3/3/2

Specials: Xan has all the abilities granted from his classes, his sect, and

the abilities granted to a Guvner who's reached a B5 Bureau Chief status.

He also has the ability to control the wild surges of wild magic to some

extent (see below for more information)

Xan is always found with his sword strapped to his body, regardless if he's

in armor or not. Originally of Traldaran origin, Xan spent much of his

youth fighting against the various enemies of his nation: Lizardmen,

Humanoid invasions & the early Thyatian Empire's attempts to control his

nation.

   After becoming discussed from the years of bloodshed, he turned his mind

to more scholarly activities. He left the ways of the warrior behind him to

become a wizard, but keeps his sword and armor as a reminder of where he's

come from and who he is.

   From then on out, Xan sought out newer places to venture and learn. He

turned his back on the Immortals (or so he thinks) and headed for the Outer

Planes. He joined the Guvners because he believed they could help him to

better understand the nature of things. And he was right, to an extent. But

they were too rigid and boring for his expressive tastes and so he left the

faction after he became a B5 Bureau Chief.

   When asked how he became a Guvner while being a wild mage, he usually

shrugs his shoulders and says: "It was purely for the study of the

outcome." Xan normally doesn't talk about his past and so when similar

questions about his time as a Guvner he tries to brush off any replies he

may have to give, instead wanting to change the subject about the study and

application of organized chaos.

   Xan's abilities to shape chaos have allowed him to re-create his body.

This is a closely guarded sect secret that is mainly used by the clerics of

the sect to allow them to reconstruct lost limbs for injured members of the

sect. This is why he's so physically and mentally able to perform nearly

any feat.

Xaosologistia: Kingdom of the Engineers

  The Chaos Engineers have established themselves close to the Gatetown

Xaos. They remain far enough away to keep the denizens of Xaos from growing

hostile. Their "kingdom" is little more than a castle, a few farms and a

market square. Most of this is a front, but Xaosologists are

self-sufficient. They are one of the few sects that are.

Within the Ranks

  Xaosologists have a tendency to strike cutters as being completely barmy.

They seem to be diametrically opposed in their mode of thought. Members of

this sect must be able to accept the fact that they *can* make anything

happen. The more Organized Chaos they create, the faster they will rise

through the ranks.

Role-Playing the Xaosologists

  The type of bashers most likely to become a Xaosologist are ex-Guvners

and artists. See, both of these groups view the concept of Organized Chaos

as being the construction of new things through logical efforts of the

mind, such as painting on the surface of water and having it stay - for a

while anyway.

  This leads some members to suffer from delusions of grandeur. A few of

these unfortunate souls have wound themselves up so tight they've had to

be given to the Bleakers. Xaosologists must be patient and peaceful, they

must sift through chaos and find the choice fruits to incorporate into

their projects.

Alignment: Evil characters cannot be Chaos Engineers.

Class: All are present, the predominant classes are wizards and clerics.

All members are required to have an INT and WIS of 9.

Race: There are no restrictions to race. All are present, more or less.

Chaos Engineer Membership

  There quite a few namers in this sect. It is actually one of the fastest

growing sects in the Outlands. In fact, some Sigilians have become members

of the sect. Xaos is supposedly in negotiations with Xaosologists for a

trade agreement. Namers are know as Functionaries. They take care of all

the daily activities that keep the sect going.

  Factotums in this sect are called Shapers. They are broken down into

ranks. S10 is the lowest and S1 the highest. Low ranking Shapers do little

more than what Functionaries do. S5-S1 Shapers head up research groups

called Sections. Some examples of Sections are: Volcanism, Physics,

Psychology, Meteorology, and so on.

  Factors in this Sect are know as Foremen. The foremen head up

Departments. These Departments are the administrative hubs that the

Sections report to. Each Department holds on average 5 Sections. These

sections are based on a broad range of what the subject covers.
Date: Fri, 26 Jun 1998 22:06:01 -0400

From: "Mr. Niceguy" <jtwright@sysnet.net>

The Wheel of Justice and the Guardians of Dogma


Tee From Brazil! wrote:

>> Actually, I'm having a little problem in my campaign.  It is set +-30

>> years after the Great Upheaval... I did some research in Factol's

>> Manifesto, and found out that at that time the Harmonium weren't 

>> around (the 15th faction would be the Expansionists, I guess).

>>  So, who were the "police officers" of the Cage? I assumed the 

>> Mercykillers would gladly do it.

>>   One more thing: The Doomguard waged a war shortly after the Great

>> Upheaval (I believe) with the Hardheards, both factions wanting to be

>> the patrollers of the city. But the Harmonium DIDN'T exist at the 

>> time!!! I suppose the war was between Sinkers and the Red Death... 

>> what do you all think?

- - snipping Emporer Xan's answer and spoiler space - 

  Isn't the Manifesto great that way?!  :)  I solve the inconsistencies

via the following method - the creation of a faction that pre-dates the

Harmonium with similar LN(G) ideals and methods.  I then suppose that

the info in the Manifesto is mistaken (possibly deliberately, in an

attempt to discredit the modern Hardheads) about which faction faced off

against the Sinkers in that conflict.

  This proto-faction hasn't been worked out with any detail in any place

other than my own too-crammed brain-box, but the basics are this:

The Guardians of Dogma (colloquially known as "the Guard Dogs")...

  patrolled Sigil's streets in the centuries before the advent of the

Harmonium, thereby filling the third leg of the pants worn by the Triad

of Law.  This faction survived the Great Upheaval by consolidating a

good dozen or more mini-factions devoted to various religious texts and

philosophies into one group.

  Their unifying viewpoint was that the will of the gods must be

followed.  Divine inspiration leads to the truth, and it is the role of

all thinking creatures to seek that truth through the edicts of the

powers.  Whether through priests, proxies, texts or direct intervention,

it didn't matter.  Nor did the Guard Dogs care which god was being

worshipped.  So long as a religion mandated a code of behavior of some

kind, the Guard Dogs sought to enforce that order.  They believed

fervently that the greater good was served by serving the powers.

  The inherent inconsistencies between various religious edicts was part

of the mystery of the universe to the Guard Dogs.  They had many ascetic

members who would try to pin down common laws and rituals, much like the

Guvners do.  But most were simple, devoted warriors, who sought to make

the world a simpler place by promoting organized religion.

  They were incredibly popular with the priests of Sigil and strongly

backed by the wealthy in the Lady's Ward.  Many of the older temples

standing today in that Ward were built through the efforts of the

Guardians of Dogma, and you can still find cornerstones and plaques that

denote their contributions.

  But... that's all you'll find.

  About two decades before the Harmonium made its appearance, the

Guardians of Dogma closed up shop- lock, stock and altar.  One day, all

the members walked through a set of shifting portals no one's seen since

and the next day, the dabus were set to work tearing down the Guard Dogs

old headquarters, Sigil's Public Library.  (the Guard Dogs encouraged

literacy to a great degree, believing that all should be able to read

the word of the gods in whatever holy (or unholy) texts there were to be

found on the subject)

  Did the Lady do something to them?  No one knows.  Were they

ensorceled and dragged into the Blood War?  There's no evidence to

support it.

  The simple fact is that even after centuries of trying, no one's

managed to shine a single bit of candlelight into the dark of where the

Guardians of Dogma went, or why.  And rest assured, many have tried.

  The best guess is that the Powers that pulled the Guard Dogs' strings

delivered unto them a mass vision on the day they disappeared, telling

them to get their gear and go.  But this is no more than the common

chant.  No one really knows the dark of it.

  For all that the chantmongers in the Cage can tell, the Guard Dogs or

their descendants may be out in the planes right now, still following

faithfully whatever divine command they received.  The only sure thing

is that they're not in the Cage.

  (although a follow-up group, vying now for factionhood, has sprung up

in their wake.  The Reverent Assembly claims beliefs very similar to

those espoused by the Guardians of Dogma.  But its members openly admit

they admired the ideals of the Guard Dogs and are merely trying to

resurrect that philosophy with a slightly different spin.  None claim to

know or have had contact with anyone else who knows what happened to the

old faction)

  There ya go.  More information, like faction abilities, enemies and

allies, etc, simply doesn't exist at the moment.  If enough of you like

this idea, I might be persuaded to elaborate on it, but I'm more likely

to detail the Reverent Assembly, which I use in my own campaign.  You

can treat the Guard Dogs as virtually interchangeable with Hardheads,

with one difference - they don't have a single unifying philosophy and

are therefore less strident in their beliefs.

  Oh, this all reminds me:   the *perfect* Harmonium song is "We Do What

We're Told," by Peter Gabriel, from his "So" album.  If you can find it,

give it a listen and see if you don't agree.

"One voice...

 One god...

 One dreammmmmmm....."

Mr. Niceguy

Date: Mon, 29 Jun 1998 12:28:12 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

another new Abyssal Lord

 Here you Go folks another new, evil Tanar'ri (Demoness) Lord

The Low Reine BEEA'YTCH  


	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:
	-7

	Movement:
	12

	Hit Dice:
	58 HP:356

	Thaco: 
	7

	# of Att: 
	4

	Special Att:Spells 
	summon Tanar'ri(demons)

	Special Def:
	Immunities of Tanar'ri

	Magic Resistance:
	70%

	Size: 
	8' tall

	Morale: 
	Fearless(19)

	XP Value: 
	68 000

	att Dam:
	see below

	 
	


 Beea'ytch is a cruel Demoness of the Abyss, she is the Low Reine of

vengeance and spite. She is a despotrix of utlimate domination whom seeks

utter control and obediance from those below her. She is also a close ally

to Queen Lilith, whom with she has forged a pact of some sort. Unlike Queen

Lilith however Beea'ytch is unconcerned with the Abyss her greatest hatred

is for the Prime of Oerth. It is within that prime she has undying hatred

for. She advocates not the domination and rule of Oerth but instead it's

total destruction by her own contemptuous hands.

Combat:

  The Low Reine Beea'ytch is a massive Pigheaded Goristrolike Female with

yellow teeth and a body covered in blisters and oozing sores. When she has

to deal with combat she usally employs her bare hands or gaze. When she

uses her hands. Beea'ytch can attack 4 times per round. 

 She can also deliver a mighty curse that provoks a rot that will end up

destroying whatever she had touched in a matter of days (1d6) if the victim

fails versus poison at a -4, otherwise the only dammage done is 1d4+6 per

hand.    However this attack can be cured by a remove curse spell, except

if you are a native of Oerth in which case only a wish will undue the curse.

 Her other method of attack is a gaze attack that will destroy the person's

will to live if the save vs death magic fails, otherwise no other ill

effects take place. The affected person will be unable to do any action

except sit and sulk until a remove curse is cast, except if a native of

Oerth in which case only a wish can undue the effects. The only other

method she can attack is by spells, of which she can cast spells as a 18th

level Death mage. She can also gate in 70% (1d8 noble Lamias) and 30% (1d6

spirit nagas) both three times per day.

Followers and Resources:

 Although she has a Abyssal realm of her own she has given all if not total

control to the Tanar'ri Queen Lilith. In return for such a service Low

Reine Beea'ytch was given access to a permenant passing Gate to Oerth. With

such she has used it many times to wreak havoc and destruction upon that

prime. She will always have with her 6 darts of paladin slaying. Often Low

Reine will seek out evil folks whom have the most destructive intentions

and send them to Oerth. Her symbol is that of a rotting green Dragon. She

has also freed from Carceri another ally amongst the Tanar'ri Lords. A

banished Tanar'ri Abyssal Lord called Estes Rose of the Abyss whom was

imprisoned for a very evil crime against reality. Beea'ytch Low Reine

accomplished this task with the help of the Tanar'ri Abyssal Lord Queen

Lilith, whom used secret knowledge stolen from some high up to do so. So

this Trinity of Feminin Tanar'ri are United in Quest of Unknown design but

the Multiverse listens and waits for their firt bold move upon the Planes.

Plots and Goals:

 Now that Beea'ytch Low Reine has freed The Tanar'ri "Demoness" Estes, she

plans on using her and the Abyssal Lord Queen Lilith to create a Doom

device for Oerth. She is sending many of her servants to the outer reaches

of the Planes, gathering components and rare items needed to fabricate this

Grinder of Doom for Oerth. She also has a high level Cultist in Sigil

looking for a meeting with the Factol leader of the Doomguard, so a pact of

somesort could be made. Together with her allies They plan on harnessing

the energy that will be released from the destruction of Oerth.

Well this is my take on the Abyssal Beea'ytch, Flames?

Comments?-------------------------------------------------------------------

- ---------------------Roland

              "Proxy Scion Herald of the Demon Lord Pelor"

soon to come: the Abyssal Lord Estes " The vile rose of the Abyss!"

Date: Mon, 29 Jun 1998 17:33:39 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

Yet another new Abyssal Lord

 Here you Go folks another new, evil Tanar'ri (Demoness) Lord

ESTES " the vile rose of the Abyss"  


	Climate:
	Abyss

	Frequency:
	Unique

	Organization:
	Ruler of "Aenagade realm of the Abyss" 

	Activity Cycle:
	Any

	Diet:
	Carnivore"souls"

	Intelligence:
	Genius"19"

	Treasure:
	U,Z,W,V,Y,Z

	Alignement:
	Chaotic-Evil

	Armor Class:
	-7

	Movement:
	12

	Hit Dice:
	58 HP:356

	Thaco: 
	7

	# of Att: 
	2

	Special Att:
	Spells / summon Tanar'ri(demons)

	Special Def:
	Immunities of Tanar'ri

	Magic Resistance:
	73%

	Size: 
	12' tall

	Morale: 
	Fearless(19)

	XP Value: 
	86 000

	att Dam:
	see below

	spec Def:
	see below


 Estes resembles a Horrid 12' tall mass of Bones and flesh, covered in

Black tendrils oozing in Black fluids that reek of rotten fish. Hence the

title "vile rose of the Abyss"  She is extremely old, having seen many of

the ancient Powers when they were but young powers. She at one time had

discovered a mystical well deep within the reaches of Pandemonium.

This  mystical well was a lost relic of the upper planes, hidden away by

the Dark forces of Pre-creation whom had stolen it during the nether war of

the ancient days. This well was the key to the stability of a host of prime

worlds, its very waters were the stream of consciousness of the life

therein. Realising the chance of corruption Estes absorbed this piece of

Pandomonium holding the mystical well to her Abyssal realm Aenagade. Once

within her grasp she slowly started to pollute the waters of the well with

her vile nature. 

 Within Decades the primes connected to the well began to degenerate from

destruction brought on by the Unstability of the well. For every 1000

sentient beings destroyed by her corruption a vile rose of horrid stench

would bloom in Aenagade.  Her Abyssal realm soom came into full bloom in

the coming decades, until the mystical well of the upper planes she was

corrupting had no longer any water left. At that moment all of the primes

connected to the mystical well faded into oblivion.  

 However the Upper Powers had felt this Great erasure of life, and traced

the vampiric Tanar'ri Estes whom had been the vile creature whom had

drained the life they created so long ago. Outraged the upper Powers united

and banished the Abyssal Lord Estes to Carceri Forevermore. Or so they

thought, because Beea'ytch has recently freed her with the help of the

Abyssal lord Queen Lilith. When she was relased however she was outraged

that her personal tomes were stolen by the  Abyssal "Demon" Lord Pelor her

former lover.

 Combat:

 When Estes must fight she merely lets her vile nature do most of the

dammage. Because those whom simply look upon her vile form , must save vs

death magic or

suffer permenant brain dammage -1d4 int and -1d4 wis per turn, unless a

save is made at which point only -1 int and wis is temporarily lost for 6

rnds. Her other ill effect comes from her stench that acts like a stinking

cloud but imposes a -4 penalty to save, and has double effects. Otherwise

she must fight using a swirling attack of her tendril doing 1d12+6 dammage.

She can also attempt to gate in at 65% (1d6 DrudgeFiends) or 45% (1d4

Murkfiends) three times per day.

 Followers and Ressources:

 She is the uncontested Planar Ruler of Aenagade a Abyssal realm, that is

still covered in fast fields of horrid stinking roses in full bloom .

However she had to rout out some minor forces whom had taken pieces of her

realm as their own. She had easily taken back her realm with the help of

Beea'ytch and the power of The Tanar'ri Lord Queen Lilith. In return she

must help Beea'tch in her scheeme to destroy Oerth and help Queen Lilith

find the Abyssal Lord Pelor. Her symbol is that of a disgusting mockery of

a Rose in full bloom. She is the left handed aid to the Tanar'ri Lord Queen

Lilith and as such is in charge of the exterior armies of the Abyssal

Empire of Queen Lilith.

Plots and Goals:

Estes plans on recovering the Tomes of Estes that The Demon Lord Pelor has

stolen from her. She has learned that the Abyssal Lord Pelor is using the

contents of the tomes as part of his religeous dogma for Oerth for his

church of Pelor there. Outraged at her former lover the Abyssal Lord Pelor

she has been sending many forces across the planes to try and locate his

hidden realm within the Gray Waste. She is also very busy re-building her

realm to her design, and together with Queen Lilith have begun the invasion

plans for the realms of Grazz'zt and Panzuriel.She is alos always on edge

worried the upper powers of the planes will seek her out once again for

imprisonement, thus she relies heavily upon the strength of the Abyssal

Empire of the Tanar'ri Queen Lilith.

Well this is my take on the Abyssal Lady Estes "the vile rose of the Abyss"

Flames?Comments?------------------------------------------------------Roland

              "Proxy Scion Herald of the Demon Lord Pelor"

soon to come:  a new Fiend race of the Gray waste "The Torezudo Fiends"

Date: Sat, 04 Jul 1998 12:46:29 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

a new race of Fiends

Greetings, felow Planars, here is part I of III something new for the ranks

of Fiendkind

THE TOREZODU FIENDS part I

 The Torezodu fiends are the hidden inhabitants of the Gray Waste. They are

vile cunning and cruel who surprisingly work together well. They exist for

the purpose of stealing away a person's soul, memories, hopes, and

ultimately the person's very own body. Within the Torezodu society no casts

or stations, instead they seem to function in a Pack mentality which can

vary in size from 4000 to 10 000 mostly least Torezodu Taate'ites. that has

some Pack leaders. For every 200 Torezudo Fiends there will be one Lesser

Torezodu:a Alphaate, and for every 400 there will be a Greater Torezodu: a

Baateite and for every 800 there will be a True Torezodu fiend: a Omaagetite.

 The appearence can come in two types, their true form and their masked

forms that vary widely depending on the individual Torezodu fiend. In their

True forms the Torezodu fiends appear as grey mist shaped fiend , though

this form is very vague and general in appearence. The other form of the

Torezodu fiends are their masked shapes. This appearence for the Torezodu

comes from the leached away dreams that the Gray waste itself absorbs.

Characters, animals and even objects of the stolen dreams can become the

masked shape of the Torezudo fiend. Thus a whoal pack of Torezodu fiends

will create a false dreamscape within the Gray Waste in order to lure

foolish Planar to their trap.

 Once within this dreamscape the vicitims will rarely realise that every

minute he spends within the dreamscape he begins to loose emotions, hopes,

and desires for the first hours until none remain. Then the victim will

retire to some comfortable area for sleep. Once at this stage the  victims

souls is now being slowly consumed taking another 8 hours to due.  After

the victim looses his soul his very body begins to be absorbed by the

Torezodu, until it completly fades away.  

 The goals for the the Torezodu is to siphon away all memories, hopes, and

desires from any mortal being whom they encounter on the the Gray Waste.

Every Time a pack of Torezodu using a Dremascape absorb enough victims a

new obelisk is erected as a legacy where they last stood. As they then

decide to head somewhere esle within the Gray Waste looking to settle.

 Combat: All Torezodu can perform the following spell like abilities, once

per rond at will.

.improved phantasmal force

.phantasmal force

.advanced illusion

.progamed illusion

.shadow magic

.non dection

.suggestion

.mass charm

.command

.vampiric touch

All Torezodu have a form of telepathy that enables them to communicate with

any intellignent life form regardless of any launguage barriers. The

Torezudo do not make or use any kind of weapons. They rely completly on

their natural forms for attack. All Torezodu require magical weapons to be

hit, or weapons of cold iron, but ordinary arms do them no harm. Torezodu

are affected by the following attack forms.

attack:           Damage:           attack:                  Damage:

acid                half              cold                     full

electricity         half              fire                     none

gas                 half              ironweapon               full

silverweapon        none              poison                   none

next part coming soon

"Proxy Herald Scion of the Demon Lord Pelor!"-----------------------Roland

Date: Mon, 13 Jul 1998 16:04:14 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

Torezodu Fiends II

 Hello once again Fellow Planars, Here is part II of III of the new

fiendish race I have desingned for the Outer Planes: THE TOREZODU!

The Masks of Torez

Because the Torezodu are deceptive by nature, they are quite skilled in the

use of magical devices that provide some of the greater types complete

illusions that are considered eternal. At any time one encounters a greater

true Fiend of any type, there is a 40% chance that the fiend  may well be a

Torezodu finend in disguise mimicking the role of another fiend by using on

of the 12 masks of Torez.

 These anciant masks are believed to have been crafted long ago in secret

by the Abyssal Demon Lord Pelor, when he first arrived into the Gray Waste. 

 How these masks function and how the Torezodu fiends got to use them is

still a secret held in the Darkness of Time. But some shcolars believe

mortals would be able to use one of the masks fo Torez, however the task at

hand would be to aquire a mask of Torez from a Fiend and live! The only

class capable to use this is thought to be the specialist class of illuionist.

 However the would be user would be wise to prepare for a host of Torezodu

fiends seeking retribution for the theft of one of their masks, not the

mention the possible wrath of the Demon lord Pelor whom also has a vengence

prepared for the would be thieves of the masks of Torez. 

Torezodu, least-----TAATE'ITE and Lesser, Torezodu---------ALPHAATE

Climate/Terrain Gray Waste                                  same

Frequency: Uncommon                                         same

Organization: Pack                                          same 

Activity Cycle: Any                                         same

Diet: Emotions, dreams, hopes and souls                     same

Intelligence: low(6-8)                                      mid(8-11)

Treasure: nil                                               nil

Alignement: neutral evil (neutral)                          same

No appearing:1-20                                           1/200 Taate'tite

armor class:-4                                              -5

movement:12                                                 same 

hit dice:6+18                                               8+12

Thaco:11                                                    10

no of att:3                                                 3

Damm of att:see below                                       same

special att:illuions and soul drain                         same

special def:Torezodu immunities see part I                  same

 MR:32%                                                     45%

morale:Elite 13-14                                          same

xp value:20 680                                             23 900

 Taate'ites are the mobile force of the Torezodu fiends within the Gray

Waste, these Torezodu are the lowest types of the Torezodu. These types can

be distinguished from the other types only if in True form, in which case

they appear as wisps of smoke vaguely ressembling skelletal fiends with

orange burning eyes as compared to the more robost looking Alphaates whom

have glowing red mouths and pale blue eyes. The Taate'tites are the mass of

the Dreamscapes when such is encountered on the Gray waste, and never

question this role.

 Whereas the Alphaates are the leader of the vice formations of 200

Taate'tites and are responsible for the organisation of the Dreamscape

these 200 must conform to in order to achieve the perfect placement and

order of the illuision.

Combat:The Taate'tites and Alphaates have tow wispy arms capable of

inflincting 2-6 +6 points of dammage each, and on a succesful hit can

deliver a vampiric touch, or resort to a wasting illness when the inflict a

succesful bite on a victim. Like all other Taate'tite they rely moslty on

their innate abilities to attack people and almost always as a group of

Torezodu Fiends.

Habitat society: see Torezodu Fiend part I

Ecology:it is believed the Torezodu were created as the result of mortal

kinds sins. However this is only a theory many sages agree on. Their role

is clear they assit the Gray waste in its absorbtion of emotions and souls.

 Well there you go part II of the Torezodu Fiends---------------Roland

             "Proxy Herald Scion of the Demon Lord Pelor!" 

Subject: [PLANESCAPE] - Torezodu Fiends III

Greetings once againg fellow Planar here the last part of the TOREZODU! Fiends

Torezodu, Greater-----BAATEITE and True, Torezodu---------OMAAGETITE

Climate/Terrain Gray Waste                                  same

Frequency: Uncommon                                         same

Organization: Pack                                          same 

Activity Cycle: Any                                         same

Diet: Emotions, dreams, hopes and souls                     same

Intelligence: high(12-15)                                   super(19-20)

Treasure: nil                                               nil

Alignement: neutral evil (neutral)                          same

No appearing:1/400Taate'ites                                1/800 Taate'tite

armor class:-6                                              -8

movement:12                                                 same 

hit dice:9+18                                               12+12

Thaco:9                                                     7

no of att:3                                                 3

Damm of att:see below                                       same

special att:illuions and soul drain                         same

special def:Torezodu immunities see part I                  same

 MR:69%                                                     85%

morale:Elite 13-14                                          same

xp value:48 980                                             73 900

 Baateites are the leaders and master overseers of the Dreasscape

quandrants of 400 Taate'ites. They work in coordination with the Alphaates

in order to complete a realistic dreascape with interactive parts being

decided by them when foolish adventures enter their Dreamscape on the Gray

Waste. 

 Whereas the Omaagetite are the capters of souls and are the master

directors of the over all appearence the Dreamscape will take. It is also

they whom most often will use a maks of Torez to spy out the ohter forces

of fiendkind in the other lower planes. In their True form the Baateites

ressemble a cloaked monstrosity about 12' tall made of Gray mists and have

deep purple eyes. On the other hand the Omagaatites in their true form

ressemble extremely tall 18' thin men , but are  skelletal with claws and

teeth that are needle like, and like all Torezodue have a misty look to them.

combat: the attack form of the Baateites consist of a claw claw engulf attack.

 Their claw dammage is 2-6+6 each hit, but their engulf attack consists of

them using their massive cloaks to entrap a victim and drain 1-4 hit point

worth of blood per round until a bend bar roll is made to break free. Also

the victims will loose happy emotions and bright colors per successful

engulf attack. 

 The Omaagetite enjoys using it's rending claws that shred not only flesh  

(3-12+6)each but also tears into the victims very soul(i.e looses one

level) and can also use a bite attack doing 1-6 points of  bloody dammage,

but also if the victim is hit, must save vs petrification or loose 1-2

points of constitution temporarily lasting until 24 hrs has passed.

Habitat society:

   Baateites are the Torezodu fiends whom have the task of running the

dreamscape personalities and as such are very crafty and intellingent in

their temptations to convince a foolish visitor to their dreamscape to stay

as long as possible. However the Omaagetites are the ones whom chase after

the visitors within the dreamscape ,(under disguise mind you) and begin the

slow soul drain and siphon and record the stolen dreams of their victims so

to as to ensure future dreamscapes. All of which they store within massive

obelisks they erect within the Gray waste for future uses, much as mortal

store books within a library.

  Ecology:

Baateites, like all Torezodu fiends play the role of parasites whom feed

off mortal desires hopes and dreams. They use this stolen energy for food

and some other dark purpose , that the Abyssal Demon Lord Pelor has begun

to realise some say. The Omaagetites are the mysterious rulers of the

Torezodu fiends whom direct the Dreamscapes and are also the users of the

masks of Torez. It is thought the Ommagetites and the Abyssal Demon Lord

Pelor have some sort of pact between themselves. It is thought the Demon

Lord Pelor crafted the Masks of Torez in exchange for some servive they

would provide him as acting as his spy agents amongst the other ranks of

the Fiendraces. The exact reason the Torezodu and the Demon Lord Pelor are

working together is unknown, but some say the release of the Demoness

Estes, vile rose of the Abyss might have something to do with this pact

they share. 

well that is my take on a new race of fiends the Torezodu--------------Roland

                 "Proxy Herald Scion of the Demon lord Pelor" 

Date: Sat, 4 Jul 1998 20:15:06 EDT

From: Rasgon@aol.com

mother of devas, Mahadevi


Gnomedyssius of Lithica, time-lost adventurer and independant researcher

extraordinare, is at it again, this time looking into the matter of female

devas and the conspicuous lack thereof:

"Alack, when will I see my homeland again?  It has been so long since I have

beheld the sweet caverns and labyrinthine chambers of my dear Lithica.  No

matter, I soldier on, cursed by the gods who once loved me.

"In my travels, I noticed many great winged beings serving the myriad gods.

Great and small and of many colors they were, but all were male.

"At first I saw nothing untoward in this.  After all, some times you can go

for days in a Gnome city (like dear Lithica!) without seeing a single

unbearded, small-nosed face.  But even feminine powers (some races have them)

use male devas, so I began to feel suspicious.

"It turns out, there aren't any female devas at all!  The explanation I was

given most often was a simple comparison with the many races with no male

members.

"How I shouted and raged!  By Garl Beyond, I must have sounded like my enemy

Polyhedronicus, screaming "Gnomebody!  Gnomebody has blinded me!" to his

father the Ooze Lord.  All races need to reproduce, I said to my informants.

Males or hermaphrodites are only necessary for those groups that reproduce

sexually, while females are always necessary.

"They just smiled at me and left, like most of the cruel entities I've met in

the two hundred years I've been wandering.

"I became determined to find the truth of the matter.  Thinking deeper into

the Upper Planes than any have in millenia, I met a Solar of impossible age.

He took me into his confidence, clothed me, waxed my ears and bandaged my

nose: and he told me a tale.

"In a secret location in the highest planes, he said, lives the great goddess

Mahadevi.  She is the mother of all devas and the only female of the race.

The great devourer and creatrix, Mahadevi absorbs chosen and willing

celestials and remakes them in her image. She is supposed to resemble a

beautiful human woman with six wings; one gold pair, one white pair, and one

black pair.  My source says she is of indeterminate size, but can stride both

planes of Bytopia if she has a mind to it, and she can fit on a pin with a

nupperibo.

"Interestingly, Mahadevi is also a title of the goddess Kali, in the Abyss,

and the rumored wife of the god Siva.  My source says that while "deva" and

"devi" also refer to the Vedic gods, there is no direct relationship between

the two groups, although many devas serve them.

"I thanked my host and was directed by him to a portal which he said would

lead directly to my homeland if I could avoid thinking of how much I missed it

during the trip.

"Naturally, that was a complete bust.  Another time, I hope."

Date: Wed, 08 Jul 1998 10:22:05 GMT

From: d9456182@wlv.ac.uk (Jamie 'Zane' Walker)

GodsWatch - Sigillian Temples


On Tue, 7 Jul 1998 16:45:58 -0500, Brannon Hollingsworth

<bhollin@civmail.circ.uab.edu> wrote:

>Do you have any of the temples listed or detailed?

Not currently available on web, or in a typed format.  Hmm.  I can do

my memory thing for GodsWatch though...

Godswatch, off Masquerade Mall, Lady's Ward.

"So, berk, you want to know where the truely Powerful base their

temples?  Well, it's obvious.  Godswatch.  The most impressive,

opulant, welcoming, bright, largest temples can be found on the

Godswatch.  From LLiira to Tymora, Aphrodite to Hermes, you will find

the cream of the Powers have instructed their faithful to make their

presence known in our Wonderful City of Doors.

As the Caretaker of Godswatch, I am the one who supervises the layout,

and hears the requests for new temples and procedures.  One most

respect each other, that is of course manadtory, and although there

are several faiths with identical beliefs based within the Watch, we

all live happily here.  The Godswatch.  It is the premier place of

worship in all of Sigil."




Feather Werrywell, Caretaker of Godswatch

- -

"Two faced, back-stabbing, petty minded little man.  Everyone has

their bad times, everyone has their troubles.  And when our Lady

Waukeen went missing, I was ousted from my temple without so much as a

by-your-leave, and some little small prime Goddess of Jewels inherited

my wonderfully arranged temple!

'All live happily?'  Don't make me laugh!  The amount of cross-trading

and betrayl that goes on here would make even a yugoloth blush!

There's always someone waiting to fall, someone getting ready to push,

and someone else ready to dive into the empty space.

If you thought serving a Power was all happiness, oh think again!  And

if you thought all those who serve Powers of a similar Sphere involevd

meeting up for a nice friendly chat every now and then - well, let's

just say that many of these so-called Powers are ashamed of their

'generous' followers.

As for me?  I'm joining the Athar."





Andre Canrel, Ex-Priest of Waukeen

- -

"No comment."




Cutter dressed in the manner of a worshipper




of Loki, heading into Godswatch.

Date: Wed, 8 Jul 1998 21:07:19 -0400

From: vision.at.work@juno.com (Noel Graham)

Memory cores on the Astral?

Haile and Fair Greetings All,


Over on Greyhawk.mpgn, a conversation concerning clones got me to

thinking about how a mage might arrange to provide his clone with his

full knowledge after his death, since considerable effort was already put

into restoring the body?.  After all, clones only have the knowledge of

the mage from the time the sample tissue was taken.


A clone of Tenser, for example, whose sample was taken before the

GH Wars would return without any knowledge it had taken place.  Would you

just leave a note for yourself with a scroll of _limited wish_ (say),

instructing yourself to wish for all the knowledge you possessed prior to

your death?


It's written, when a person dies his "soul" reforms on the outer

plane most closely aligned with its alignment in life.  If the person

followed a given Power, it's likely the soul becomes a petitioner within

the realm of that god.


Now, on the way through the Astral, the soul is stripped of all

its memories, which end up floating through that plane as (oddly enough)

"memory cores".  These cores eventually wither away over a very long

period.  As mages would be more likely than most to be aware of the

Astral and the existence of the cores, it also seems more likely to

encounter such mages attempting recovery of their memories by finding

their core than a _limited wish_ scroll.  No?


Further, how familiar would a mage's own memory core be?  Could

it be located among others by virtue of something as ubiquitous as a

_locate object_ spell?  At least most of the memories would be very well

known by the caster, though the form those specific memories take would

not.  Some may claim that range is an issue, quoting the Guide to the

Astral that spell ranges are only increased by 50% and the core would

have to be relatively nearby.  Searching the Astral would be a long and

tedious job, then.


I might point out, however, that the Guide also makes good

mention that the Astral is not a real physical space at all and,

therefor, has no "distance" to speak of.  Between two points is no

distance at all, but time in getting there.  One might think,

technically, a divination spell could effect the whole of the Astral

(though that might come off a bit unfair to DM).  Or, could it be the

core could be found in 50 X 1d10 hours as "...any location that's never

been described or visited before" (see p. 13)?


Just some thoughts,


Watcher

Date: Sat, 11 Jul 1998 00:46:28 +0100

From: Paul <paul@lwc-limited.demon.co.uk>

Subject: [PLANESCAPE] - A new Tanar'ri.

     TANAR'RI, LESSER - CRI'AIGU

	     CLIMATE/TERRAIN:
	The Abyss

	     FREQUENCY:
	Uncommon

	     ORGANISATION:
	Pack

	     ACTIVITY CYCLE:
	Any

	     DIET:
	Carnivore

	     INTELLIGENCE    :
	Low (5-7)

	     TREASURE: 
	Incidental

	     ALIGNMENT:
	Chaotic Evil

	
	

	     NO. APPEARING:
	10-60

	     ARMOUR CLASS: 
	4

	     MOVEMENT:
	15

	     HIT DICE:
	60% (2), 20% (3), 15% (4) 5% (5)

	     THAC0 
	2HD =17, 3HD =16, 4HD =15, 5HD = 14

	     N0. ATTACKS:
	2

	     DAMAGE:
	2-3 HD =1d4-1d4

	     
	4 HD =1d6-1d6

	     
	5 HD = 1d8-1d8

	     SPECIAL ATTACKS:
	Poison, Breath spores.

	     SPECIAL DEFENCES:
	Shriek

	     MAGIC RESISTANCE:
	+2 on all Saving throws v Spells.

	     SIZE:
	M (5-7' tall)

	     MORALE: 
	Fanatic (17-18)

	     XP VALUE: 
	5,000-10,000


     A favourite battle tactic of the Tannar'ri generals is to employ the Cri'Aigu as a first line of attack. Their very nature ensures that even the most organised enemy troops are reduced to chaos & disorder.

     The method of reproduction of the Cri'Aigu (detailed below) means that it can take virtually any humanoid form of medium size. Whatever the form, the Cri'Aigu is immediately recognised by the milky white fungi spores that cover its entire body. They are always totally hairless and their hands end in long razor sharp, filth encrusted claws.

     The Cri'Aigu speak a basic version of the language appropriate to it's humanoid form and can communicate with other Tannar'ri by a weak form of telepathy.

     COMBAT: The Cri'Aigu are impossible to organise but pointing them in the right direction is usually sufficient. They attack in packs not unlike dogs, often surrounding a single opponent before moving to the next. Their great speed and agility gives them a superior armour class and makes them difficult to escape from in a chase.

     The Cri'Aigu have two claw attacks per round, damage is dependent on Hit Dice. In addition to this damage opponents must save v poison or suffer wracking pains for 1d4 rounds which negate all AC bonuses from dexterity and lower their to hit die by 2. A saving throw is required for each successful hit, and the time affected by the poison is cumulative.

     Any size M humanoid who is killed while poisoned by a Cri'Aigu will begin to transform into a Cri'Aigu of the same humanoid form. The process takes 12 hours and is non reversible after 6 hours. Slow poison will delay the transformation but only cure disease will reverse it. If the process is reversed, the victim will still lose 1 point of constitution & charisma for every two hours of transformation.

     In addition, a Cri'Aigu can once per turn breathe poison spores in a 900 arc up to a distance of 20 ft. All creatures in the path of the spores must save v breath or contract a withering disease which lowers constitution by 1 point per day (permanent). Once reduced to zero constitution, the victim dies  and the transformation to Cri'Aigu begins.

     Cri'Aigu are perhaps at their most dangerous when dead. After they reach zero hps, they collapse and let out an ear piercing shriek which persists until they are reduced to -10 hps. All non Tannar'ri within 20' are stunned for 1d4 rounds unless a successful saving throw against paralysation is made. If only one Cri'Aigu is shrieking within range, saving throws are made at +3. However this is reduced by 1 for every additional shrieker.

     HABITAT/SOCIETY: The favoured lair of the  Cri'Aigu are hillside caves where they live in large groups. They are equally at home in a subterranean environment (90ft infravision)or clambering along hillsides (climb as a thief base 70%). While the larger of the  Cri'Aigu  often bully the smaller types, there is no recognised hierarchy. Indeed it has been known for numbers of smaller Cri'Aigu   to attack larger individuals in order to steal a kill. There is a certain amount of grouping based on humanoid type. Fights often occur between the various types for occupation of the best caves.

     The Cri'Aigu cannot be forced into service, either by greater Tannar'ri or summoners. They will serve willingly for a time if offered humanoid sacrifices  and a promise of more to come. They are also partial to Larva and so are fairly easily persuaded to join the blood war. Cri'Aigu cannot be trained to use weapons and always refuse armour.

     ECOLOGY: It is believed that the Cri'Aigu were first created by a Demon lord from Dretches or Manes infested with Shrieker spores & used as warning of attack.Their peculiar defence and reproductive method have ensured that their numbers have grown enormously. The Cri'Aigu can be found on any Abyssal plane where hills or plains are part of the terrain.

     Every 10 years or so, small packs of the largest Cri'Aigu hunt other lesser Tannar'ri types. If they are succesful, they devour the Tannar'ri victim and other several months evolve into that Tannar'ri type.

Date: Thu, 16 Jul 1998 13:11:36 -0500

From: Brian Olson <ozmar@iastate.edu>

Planescaping Vicariously

I like this idea, so I'll happily run on the mouth about my current

campaign, which just happens to be brushing into Planescape for a while.

Comments welcomed and enjoyed!

>So if you'd like...

>What are you running currently?


I am running a campaign that was based in Breiland (me own world)

using the Rolemaster Standard System (a great game, check it out

sometime...), but the players stumbled into a dimensional rift in the last

dungeon that they were exploring and ended up on a demiplane that had been

created on the border of the elemental planes of fire and water. (I know, I

know, they don't border each other, but it was an artificially created

plane held together in an impossible place by a mad wizard. The whole plane

was unstable and it was their task to rescue the land and/or escaped before

it eventually was destroyed by the opposing forces of its "neighbors".)

Anywho's, they had some nasty experiences, but managed to escape the plane

shortly before it collapsed under the weight of its own impossibility and

found themselves on the ethereal plane.

>Hows it going?


Great! They just got introduced properly to the planes last

session. They rescued Estavan from some Xill on the Ethereal, got waylaid

in a conduit, dumping themselves onto the Astral, traveled to the Speck in

the Void and stepped through a color pool to an inn in the Outlands. There

they met a friendly bariaur who is trying to tell them enough about Sigil

so they can survive long enough to find a portal home to Breiland. Next

time they plan to go to Sigil and find Balthazar Thames to ask him for help

(any Bloods out there will recognize the beginnings of a plot. Yes... I'm

adapting Doors of the Unknown, but they don't know it yet. Estavan gave one

of the PCs a card leading to Balthazar when they asked for help finding a

portal home.)

>What's the party made up of?


Well, let me tell you... (Feel free to ask any questions if you're

unfamiliar with some terms...)


Anya is a Zebra Centaur Animist (that's Druid for the clueless) who

worships her version of Paladine and is accompanied by her Spirit Falcon,

Gabe, and a wild, plane-traveling kitten named Shadow. She was once

poisoned and had to eat a rare herb to cure herself and the herb caused

amnesia as a side effect, so she doesn't remember much of her past. She

does remember enough to know that she is on a quest to destroy and evil

spirit that has killed everyone in her family. What she doesn't remember is

that she carries her grandfather's spirit within her. Her grandfather died

trying to defeat the evil spirit, but he remained to complete the job. She

also carries a magical rod which is home to an even older spirit of her

people. Both spirits can occasionally speak with her and try to guide her

and help her. She is naturally a pacifist and disdains weapons, but her

grandfather's spirit sometimes guides her, giving her incredible martial

arts skills which she can use to defend herself. She is quiet and tries to

be respectful of other people's cultures, because her culture is very

different from most of her friends.


Xand is a Draconian Cleric who is caught in a tangle of plots and

schemes involving five different gods. The gods are: Armoth (evil goddess

of magic in the draconian culture), Jack diMagi (good god of magic in

draconian culture), Eissa (good/neutral goddess of death and healing,

allied with Paladine), Paladine (good god of justice, honor, order, etc...)

and Ozmar (chaotic god of fun, games and humor). You see, Xand's mother was

a priestess of Armoth, and offered her unborn child in exchange for more

power. Thus Xand was marked at birth with an evil mark and Armoth claimed

his life for her own, evil purposes. Now Jack, Armoth's rival, also blessed

Xand at birth, giving Xand the freedom of choice, so that Armoth could not

rule his life unless Xand chose to serve her. Xand has tried to serve Jack

all his life, but his goal is complicated because Jack has mostly ignored

his requests and Armoth has been constantly tempting him towards power and

evil. Ozmar has been observing this struggle and helping out Xand from time

to time, always indiscretely. He is amused by Xand's struggles. Xand has

succeeded in angering priests from both Paladine and Eissa at various times

and has been quested by these gods as punishment. Xand completed Paladine's

quest, but is still working on a quest for Eissa. Xand currently carries a

holy sword of Eissa, (called Thulor nu'Mis) which is very upset with him,

since he doesn't follow Eissa in his heart.


Xand's kind of screwed up. He has healing powers granted by Eissa,

and he has evil curses and harmful spells granted by Armoth. He doesn't

quite know who to serve. He makes lip service to Jack often, but he all to

frequently falls back on his evil spells to hurt his enemies. He has had to

watch most of his dear friends die during his adventures, and he often

feels very alone. His one (almost stable) companion is a rat named Bob,

which Xand beleives holds the spirit of his kind uncle, doomed to

reincarnate every time he is killed. (So far, Bob has been a bobcat, a

15-foot long boar-headed snake and two different rats.) Xand is not a

typical draconian, being rather shy and something of a wimp. He doesn't

like fighting, doesn't lust for power or gold, and only wants to be left

alone, but he feels obligated to serve one or more of his gods for various

reasons. His sword is often eager to slay its main opponents: undead, and

drags him into battle against his will.


Corwin is a Peredrith Spellslinger (looks like a half-elf, carries

two Colt.45s and casts spells). He tries to do what is right and good, but

his quick temper often gets in his way. He joined a guild of spellslingers

which taught him a large degree of control over his temper, but that guild

was torn apart from within when the master was assassinated, and a rival

school (teaching strength through violence) nearly wiped them out. Now

Corwin clings to what little stability he has in his life (precious little,

considering he is lost on the planes!) and tries to keep his friends alive.


Gornak Bloodfist is a Hobgoblin Warrior who seeks power and

strength enough to return to his people and rule them. He is more noble

than the average hobgoblin and he wants to guide his people into a more

honorable (less bloodthirsty) lifestyle. Although he is honorable, he is

not much less bloodthirsty than many of his kind and he doesn't understand

his companions' reluctance when it comes to battle. Thinking that his

friends are weak, he seeks to lead by example, often charging into a fray

and not hesitating until the last opponent is utterly destroyed. He once

rode a 15-long, boar-headed snake (known as a Breliss) until Bob took over

its body when Gornak fed the bobcat to his mount.


Davian is an Urloc Planeswalker (a blue-skinned, asexual humanoid

with an affinity for magic), one of the few survivors of an interplanar war

which devastated his people. He is also amnesiac, remembering a few useful

facts about the planes now and again, and generally leading his companions

blindly through the planes. He has spells and devices which give him a lot

of powers over planar travel and portals, and his (admittedly limited)

knowledge is often helpful for the others, but he is a poor fighter, and

the others often become irritated at his attempts to pretend to be more

useful than he really is.


Kellandra ki Kitsune is a cursed Human Warrior Mage princess. She

has a form of lycanthropy which prevents her from assuming her full human

form, but she is very beautiful despite her furry nature. She becomes a fox

at night, a condition which embarasses her and she tries to hide it. It was

her kingdom that was destroyed by the elemental planes and now, like

Davian, she has no home. She weilds a magic katana and casts spells and is

actually a purty good fighter. She  made the mistake of putting on a cursed

amulet, and now she has a double of her wandering the planes, looking for

ways to get her in trouble.

>What do you have planned next?


Well... I plan to send them (unwittingly) on the adventures of

Doors of the Unknown, but I may have to alter them a bit to fit my own

plots. One of their major adversaries (a spirit named Antalax) might be

substituted for the main bad guy from the module, just to make things more

personal. If I do that, I'll have to rewrite the entire last adventure.

*shrug* No biggie...


I'm also going to have Kitsune's double show up again. She's trying

to thwart them any way she can (a real nemesis) and she has plans to mess

with Davian for starters. I think I will also have a few encounters with

some interesting people - touts looking for an easy mark, factotums looking

for new recruits, interesting cutters from different planes, nifty stuff

like that. Basically, they'll have lots of opportunity to explore Sigil,

and then when they go to Balthazar they'll be thrust into the next stage of

the adventure.


So, I'll go out on a limb here and ask if anyone has any

suggestions for

some memorable or interesting encounters or sub-adventures for me players

as they roam about Sigil? I know they have to go to the Great Bazaar first.

They have scads of magic items, but no money, so they need to make some

deals before they do anything else.


Sorry to be so long winded. If anyone replies to this, I hope they

don't copy the whole post!

Ozmar the Multi-Genre Gamemaster

>

- -----

Ozmar

(Brian Olson)

ozmar@iastate.edu

http://www.public.iastate.edu/~ozmar/

Ever wonder what the symmetries of a four-dimensional set look like?

Date: Thu, 16 Jul 1998 18:48:16 -0400

From: "Robert " <shadeus@nauticom.net>

Planescaping Vicariously 2

This is a multi-part message in MIME format.

- ------=_NextPart_000_01BDB0EA.4B2FC6A0

Content-Type: text/plain; charset=ISO-8859-1

Content-Transfer-Encoding: 7bit

> From: Callum Prior <greybadger@hotmail.com>

> To: planescape@MPGN.COM

> Subject: Re: [PLANESCAPE] - Planescaping Vicariously

> Date: Thursday, July 16, 1998 8:59 AM

> 

> Hello, just thought it was time for my annual 'what are you doing in 

> your campaign at the moment'.  I like to know what you guys are doing as 

> I don't get the opportunity to play (Planescape) yet... Stupid 

> players... grumble....

> 

> So if you'd like...

> What are you running currently?

> Hows it going?

> What's the party made up of?

> What do you have planned next?

> 

> Cheers

> Callum Prior

> 'I like to watch'

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

Greetings All...

  This is my first post to the list, but I would like to say that I've

enjoyed some of what I've read. I can't help but find it interesting to see

what other ppl are doing in their campaigns. Let me say a little bit about

myself before I start rambling about my own Campaign. I'm a "Old Timer" who

started with AD&D over 18 years ago with the old basic sets and worked my

way into the 1st ed when it came out. I broke down and bought the 2nd ed

books when they came out, and I've run through most of those old classic

moduals like the tomb of horrors the first time through. I'm definately

looking foreward to seeing what the return of Gary Gygax has instore for

Greyhawk and AD&D in general. Based on what I've seen so far....its looking

like a return to how things were when I got into it, and I have to admit

alot of relief at that. I do have to say one thing though, and thats that

when TSR released Planescape they had finally came up with something that

captured my imagination and stirred alot of things in my head that my

players are still regretting. *smirk* I tend to run a very detailed game

relying on alot of heavy roleplaying. I've never felt that the game should

rely on a hack & slash element that some ppl prefer. After all, its called

Roleplaying for a reason, right? I guess thats one reason why I feel that

some creatures...the LoP included just shouldn't have stats. Lets face it,

it says right in Legends & Lore when referring to the Powers that they have

the power of life and death and always get initiative. Needless to say,

when your big badass fighter decides to take a swing at the LoP, he's

snuffed before the thought has caused him to reach for his chiv. There is a

reason they are called Gods & Powers......its because they are, and the PCs

should be smart enough not to try to take one on unless they are one

themselves. (Had that happen once....Ambrosia is good for that.)

  Anyway, the current Planescape game I'm running has a pretty decent

group. There is a Aasimar Paladin of Paladine (pl/pal3/lg/Indep) and

Tiefling Loremaster (pl/b3/cg/Indep) that had known each other for some

time. Several months back, the Tiefling got jumped by a couple hardheads

and the Aasimar jumped in to save his fellow factioneer. After a long

harrowing chase the two of them made it to the safety of the Great Bazaar.

Ever since then the 2 of them have stuck together. Kinda of a odd mix

concidering their heritage. Anyway, the two of them were escorting a sick

Bariaur to Tradegate to be cured of the Plague effecting the Indeps (In the

Factol's Manifesto) when they were greeted by a Githzerai

(pl/F2T2/cn/Fated) and a curiously dressed Human who seemed very

dumbfounded at his environment. 

  You see, the Githzerai had been in a Tavern earlier when he heard this

Gnome haggling over the price of a bottle of wine when he noticed the Gnome

had a strange owl in a cage at his feet. The bird looked to be dead. Next

thing he knew the Gnome was offering the Bird and cage to the

innkeep......then he saw it move. He decided on impulse to buy the bird. It

was only after he had purchased it that he found out it was a shapechanged

druid who had not dared to reveal himself for fear that the Gnome would

never get rid of him, and feared changing thinking he might hurt himself in

the restriced cage. Well, the Githzerai now realizing he had BOUGHT the

druid asked the druid to pay him back.....he didn't have any jink. The

Githzerai then told him that he owned him until he could buy his freedom

and promptly told him to follow. The druid (pr/d1/n/clueless) had gone to

deliver a message to another druid for his mentor. When he arrived at this

other druid's grove (in the form of an owl), he found his hut in shambles,

burned, and the sacred oak had a large chunk of bark cut from it. Upon

investigating the hut he noticed that most of the blast of fire had come

from the fireplace. he went to the fireplace to look....and POOF....portal

to the marketplace in Tradegate. Well, unfortunately for our poor Druid he

blacked out. Next thing he knew....bam, in a cage. Anyway, the Githzerai

had seem the two indeps come trough a portal, and decided he was simply

going to ask them what they wanted for the key. Well, they told him they

didn't want to part with the dark of it, but he could tag along back to

Sigil if he wanted. The Githzerai agreed, after he bought them all

drinks....nothings for free after all. 

  What none of them had realized was that the Tiefling had secured the key

from a certain Yugoloth at the "Friendly Fiend". They had an invisble tail

the whole trip...A rather disreputable individual known as Pheyd

(pl/t8/cn/Fated). Well, during their conversation at the table, Pheyd

overheard the druid's tale and also realized that the Boy was on the trail

of something good. it sounded pretty obvious that either a Tana'ri or

Baatazu had scragged the man he was seeking. Pheyd decided to take a risk

that could pay off really well for him with his employer. He drank a

polymorph potion and took the form of a Deva and suddenly appeared before

them. he then told the druid that his Goddess The Earth Mother (he was from

Toril's Moonshae Isles....and had just got done telling them all this)

wanted him to seek out the Druid and bring him to the Deva so he would be

"safe". He then used his ring of invisiblity to disappear again. The

Clueless Sod never even thought to question a Deva.......and neither did

anyone else. Oh well, their loss. *grin*

  So anyway, the four of them have now arrived in Sigil and now the real

adventure begins. Oh...By The Way, The Primer failed his Con check the

first time he looked up and actually SAW Sigil. *laughs* Made a nasty mess.

Ah well.....Only thing I could think was the same thing the Githzerai

said....."Welcome to the Planes Berk".

~Shadeus

"We do not have to visit a madhouse to find disorganized minds; our planet

is the mental institution of the universe." - von Goethe

www.nauticom.net/www/shadeus
Date: Thu, 16 Jul 1998 16:55:24 -0500

From: chris_d_p@juno.com (Christopher D Pasarilla)

Planescaping Vicariously 3

Okay, it's my turn to describe the campaign my buddies PC's are caught

in:


I originally started this adventure well over a year ago in the

original D&D gaming world.  I started it in a setting called Hollow World

(a pretty cool place to go adventuring).  A little bit was done and then

I launched the PC's into a year-long adventure that had them travel all

around the Hollow World.  The adventure was called Nightwail - part 1 of

the Blood Brethren Trilogy.  After that adventure was completed, I

decided to leave the Hollow World (for a little while) and the original

D&D campaign setting (forever).  I entered 2nd edition and decided to

continue my original adventure in Planescape.  The adventure goes like

this:


-A while back, before MASS planar travel took place, an evil

wizard had discovered how to do this.  Working hard for about 10 years,

he created an object which would allow the bearer of it to travel through

any portal - it's like a manager's key in an apartment complex.  What's

more, the bearer has the ability to decide where he wants to travel.  The

object sort of looks like a sharp, crystal Bumble-Ball.  This wizard had

a partner - Mortar - who swore that when the wizard passed away, he would

keep the ball well protected and would use it to establish a totalitarian

state in all the planes he came into contact with (little did he know

that there was more than he thought there was.  He also didn't realize

that in about a five decades, the secrets of planar travel would be

revealed to even the most lowliest berk.)  Anyway, the wizard passed

away.  Mortar claimed control of the ball and started planning on his

crusade.  A few years later, a good wizard (anonymous) who could very

well do whatever he wanted to to Mortar (he was very high in magical

experience), showed up to Mortar and asked for the ball.  How he had

heard about it, Mortar didn't know.  He wasn't going to go down without a

struggle.  Very foolishly, he tried to attack this wizard with a few

basic spells - lightening bolt, magic missile, etc. - but the wizard was

unharmed.  Using all of his magical capabilities, he transported Mortar

to a remote island in the Ethereal Plane (this wizard didn't know as much

about planar travel as Mortar did, but he had some experience with the

Ethereal, creating his own demiplane).  Mortar was sent there, the ball

remaining in his castle.  The good wizard then broke the ball into five

separate pieces, each one resembling a lightening bolt.  He sent them all

to the Ethereal plane.  After some time passed, they each landed in

different places throughout the multiverse, whether by landing in a

specific place or being transported or carried with an NPC to a different

plane.  This occurred around the time of the mass travel through the

planes.  Scattered throughout the planes, the crystal bolts remained lost

or hidden from almost everyone.


As for the good wizard, he desired to achieve immortality,

worshipping to his deity.  Unfortunately, he didn't make it.  He was

never heard from again, although rumors had it that becuase he had

failed, he lost a lot of his magical abilities.  Mortar, on the other

hand, while stranded on this small island, set out on several quests to

become more and more powerful.  After plane travel had become popular and

easier to do without the ball, Mortar left the island, in search of the

balls.


Getting to the PC's, the first bolt was discovered by the Hollow

World characters in a prime material world outside of the Hollow - none

in particular.  These PC's are now residents in Sigil, keeping very close

watch on the condition of the bolt.  They know very little of the history

of it, but they do know its purpose, thanks to an old man who let them in

on the secret when they discovered it.  They don't know how this old man

knows its purpose or who he is, even.  The old PC's met up with my

buddy's new Planescape PC's, who are eager for an adventure.  They told

them what they knew and sent them on their way, giving them the crystal

bolt.  The new PC's have already had a nasty encounter with the Harmonium

and luckily found a safe hiding spot that they reside in now.  The second

crystal bolt is located in the Hive of the Cage.  The third and fourth

within the Outlands, and the fifth in an undecided Outer plane.  


Obtaining the bolts isn't easy.  They are close to getting the

second, but the others will be difficult in finding.  This adventure is

actually an epic in which several smaller campaigns will take place,

allowing them to advance in level, seeing as how the risks get higher in

finding the bolts.  The smaller campaigns will occur in Sigil and the

Outlands, depending on where they go.  Big campaigns will slow down the

hunt for the fifth bolt in the Outer Planes just a little bit.  Mortar is

expected to run into the PC's after the discovery of the second or third

bolt.  He is a twentieth level doppleganger wizard.  He will transform

himself into the figure of one of the old PC's, requesting that the

crystal bolts be given to him for safe keeping and so that they don't get

lost again.  Depending on what the PC's decide to do, the adventure can

go into several directions.  My ultimate plan is for Mortar to obtain all

of the bolts, managing to set up a kingdom in an undecided Outer Plane. 

The PC's will seek out Mortar, running across the old man whom the old

PC's met.  He will inquire what they are doing and give them the history

of the bolts - he is the good wizard who lost a lot of his powers -;  he

is now an eighteenth level mage; the PC's will probably ask for his help,

then they'll search for Mortar, battle their way through his kingdom of

soldiers, travel through his castle of the undead, and eventually come to

a face off with him, accompanied by the old man who will do some

fighting, but get seriously injured in the process, leaving the PC's to

finish Mortar off.


A lot of you are probably ready to point out that this adventure

probably contradicts every written piece of history about the Planes and

Sigil, but, lucky me, I don't really invest in that published

information.  I prefer to write my own history that slightly corresponds

with the basic given, and work with it that way.


I appreciate your patience with this extremely long post, and I

would like to hear your comments, questions, and TIPS that I can use for

this campaign.





Chris





(Shelz)   

Date: Thu, 16 Jul 1998 19:37:30 -0700

From: Jason Ng <psychot@islandnet.com>

Planescaping Vicariously 4

My campaign continues to be confusing and completely slow, I'll use the extremely horrible attendance of my friends who always seem to have something they have to do, plus the fact that I'm probably not that great of a DM.

Well here goes anyways...

After setting up a kip in Sigil over the course of a month, the horribly large

group of somewhat veteran adventers divided themselves into five parts (which lets us try to do different things and stuff).  One got involved in the Indep vs.

Hardhead conflict and got a member arrested, so they had to break him out of the

Barracks before being transferred to the courts.  They did the job with some

disguise, but I've have secretly put in that assassins from a conspiracy killed any

Hardhead that knew they were being infiltrated.  The second group tried to

ebstablish a name with in Fated from a meeting with the Duke, one of the members

was really annoying so everybody kicked his ass at the Duke's request (and the

player wasn't there unfortunately).  Then after witnessing an explosion they went

right to the Fortune's Wheel, and learned of the existance of the God of Gamblers,

an influential triad boss.

The next bunch heard some woman on the street mutter how she would take over Sigil from the Hall of Speakers so the followed her.  She came in shortly after a meeting of the factols and went on the podium and muttered a bunch of stuff about why she should take over the multiverse.  Which a lot of the berks listening actually believed and followed her.  She reveals herself as the Witch Chaluthia.  The party gets into a confrontation of words with her, they soon get into a fight with her two Mezzoloth minders, and the mob while she disables their strange CN dustman friend who happens to a Vrock.  They find themselves at her mercy until Factol Darius barges in with Jaye, the basher that lost the Speaker's Key in Tradegate. They demand that they get the Speaker's Key back, but suddenly Ziporath of the Fated crashes in and seduces Chaluthia into giving him the Speaker's Key.

The fourth group goes to the Civic Festhall to do stuff since a lot of them are

Sensates, (ones a cipher with nothing much to do and the others an Anarchist).

They hear a conversation from some Sensate muttering about taking out the Duke.

And they eventually have a meeting with Erin, who wants to know what she can from new members coming in to the faction.  They learn of the tension between the Sensates and the Takers.  And leave after the womanizing kender Songweaver

convinces Erin to sleep with him, proving to them at least in their opinions she is

a slut.  But her actual reason was she never did such a thing with a kender and

really regrets having to do it.  Anyways next morning they are asked by Erin to go

down to the tunnels to find a missing member of the Sensates.   They find her

trapped under some rubble and get into a confrontation with members of the Fated. They quickly escape with the missing Sensate by their wits.

The next group finds themselves at a fiendish bar, and their friend or leader as

far as she's concerned, an Alu-fiend gets them into a deadly fight with a bunch of

Ba'atezu outside.  Just about everyone gets themselves reduced to zero HP except

for the Super powerful Alu-fiend who defeats them all, rejecting any offers from

Ziporath who happen to be passing by.  After everyone recovers with fallen Deva's aid, they follow him to some meeting due with someone.  And after that they try and follow them both but lose them.

Now they've been approached by Darius about a plot to avenge the death of Zarafas targetting both her and Erin.  They convince a bunch of Alu-fiends and Cambions that they will fail if they undertake their mission of killing Darkflame, they are then asked to convince their superiors to stop.  So they tell their superiors they were all a bunch of cowards afraid of failling and they offer one of their party

members to relieve the Tanar'ri's anger.  The Molydeus hacks the head off the

member that everyone hates (and everyone beat for the Duke, again the player wasn't there but the character probably will be ressurected like Kenny for every episode of South Park).

Now they have to stop a group of professional assassins hired to kill Erin with

Chaluthia dropping by as a distraction, which is in their favour considering their

numbers, the assistance of body guards and a large outdoor crowd.

Anyways a visit to Grazzt's palace is due, then they will run into things like

faction riots, a corrupted Eladrin, and total disaster for them.  With In the Mazes

coming up and a long journey on a wreck of a squid ship across the prime.

Maybe by then I'll be better at DMing, which sucks in my opinion due to the lack of oppurtunity.

Date: Thu, 16 Jul 1998 22:49:36 -0700

From: Jeffrey Scott Nuttall <smeazel@sozo.com>

Dabus Language


At 10:11 PM 7/16/98 +1000, Nathan White wrote:

>I've noticed of late that there has been a bit of talk about the dabus

>inrelation to the lady of pain, I'm just wondering if there is a net

>supplement or something that provides the complete (or as close as possible)

>language of dabus 'symbols' that I can use in my campaign.

Er, I don't think there _is_ a complete set of dabus symbols.  Basically, I

think the dabus "language" was created just because someone on the TSR staff

said, "Hey, wouldn't it be fun to somehow arrange for players to have to solve

rebuses... and still have it make game sense?"  (Which, in my opinion, it

doesn't, and in my players' opinion when one of them accosted a dabus to

ask him some questions, it isn't.)  The dabus's rebus-speak is one of my

least favorite aspects of the Planescape setting.

But, if you insist on having a language of dabus "symbols", all you need is

to think of a lot of words that preferably a) have homonyms and b) can be

drawn fairly easily.  I had to come up with some dabus rebuses off the top

of my head once and it isn't all that hard, though, though I'm sure if I

had known the player was going to ask a dabus those questions and prepared

ahead of time I could have come up with some better ones.

Frankly, the whole idea of the dabuses' speaking in rebuses doesn't make

sense, at least not the way it's presented.  The possible explanations

presented in the entry for the dabus in the Planescape Monstrous Supplement

are pure balderdash.  All of them boil down to the dabus's not understanding,

or refusing to use, language, so they use pictures instead.  Ah, but they

don't generally use pictures of the concepts they're speaking of - they use

pictures of things that SOUND LIKE the words for the concepts they're

speaking of in their interlocutor's language.  Which means that the dabus ARE

quite definitely using language, and they're only translating it to

pictures after the fact, which means if they can't produce vocal sounds and

have to rely on visual images, why the heck don't they just make it easy on

themselves and on the people they're speaking to by projecting written

words?

Here's a possible explanation for the dabus speaking the way they do that

I like better than the "they don't/can't use language" nonsense: The dabus do

not simply project the illusion of written sentences for the very simple

reason that many people are illiterate, and would not be able to read them.

Rebuses, on the other hand, which only rely on one's knowing how a word is

PRONOUNCED (in many cases - it is possible to devise rebuses that depend on

spelling, but let's assume the dabus's don't), are legible even to the

illiterate.  So, rather than finding out whether or not a person can read

before communicating with him, a dabus just communicates in rebuses with

everyone.

Yes, there are problems with that theory, one of which is that the sample

rebus given in the Planescape Monstrous Supplement uses a lot of letters

of the alphabet and hence would presumably not be comprehensible to the

illiterate.  But most of these problems can be explained away (the dabus

in the Supplement might be speaking to someone who it knows is literate,

for example), and this explanation makes a lot more sense anyway than the

nonsensical explanations given in the text.

Anyway, I've gone off on a long rant here without really answering your

question, but the best I can say is this: no such supplement of the

complete list of dabus symbols exists, or could reasonably be created.

(It would basically be a Complete Guide to Rebus-Making, which would be

a horrendous undertaking.)  However, if your PCs are really communicating

with the dabus enough that you feel the need for a "dictionary" of their

language, your campaign is likely to get bogged down in boring rebus

decipherment.  What I would suggest is that, if it's absolutely necessary

for your campaign that the PCs have frequent or extended conversations with

the dabus, you prepare a few dabus rebuses and let them puzzle through them

and then decree that after a while the PCs have gotten the hang of it and

just tell them directly what the dabus say thereafter (perhaps having them

make intelligence checks if you feel it appropriate).  The dabus's rebus

speak is a unique idea that just doesn't work in gameplay.

     ----- Jeffrey Scott Nuttall

           smeazel@sozo.com

           http://www.sozo.com/sozo/people/JSN/index.html

Date: Sun, 19 Jul 1998 13:49:17 EDT

From: Rasgon@aol.com

Celestial Bureaucracy


From Deities and Demigods (sans Melniboneans), p. 37:

"The Chinese image of Heaven is that of a great bureaucracy.  Many of the

deities exist to perform a special task and watch over a special area  of

life.  Each god is supervised by a more important deity, who is responsible

for seeing that things are done correctly.  Every being is accountable to the

Emperor of the Heavens.  Every year the gods send reports to their

supervisors, and it is not uncommon to be promoted or demoted for work done

during the year."

From Oriental Adventures, p. 116:

"Unlike the western world, which has always tended to view non-human creatures

as a loose collection of beings with no unity or cohesion, the Oriental mind

has organized the world into a unified whole.  One particularly strong belief

is that of the Celestial Emperor, a powerful being who heads the Celestial

Bureaucracy, a type of government of the spirits. Many of the spirit creatures

described in theis section come under his command and many hold offices or

positions within the Celestial Bureaucracy.  Here they receive and carry out

orders, punish the wicked, and file reports of their activities.  Thus the

chiang lung (river dragons) have been given the duty of making rain and report

to the Ministry of Thunder, who in turn reports to  the Celestial Emperor.

Like the bureaucrats of the real world, these spirit officials can be corrupt,

disobedient, just, or incompetent.  They can also be replaced, since each year

their activities and behavior are examined by their superiors."

From Legends and Lore, 2nd edition, p. 72:

"The pantheon of these new gods was similar to the organization of the empire.

At the head of the bureaucratic order was Yu-Huang-Shang-Ti, the supreme

emperor of Heaven and Under Heaven.  He ruled from a splendid palace, and had

a full set of courtiers, family, army, and civil servants at his disposal.

These subordinates were charged with certain duties and responsibilities, and

had to report to Shang-Ti once a year.  If the supreme emperor was not

pleased, as was often the case, they could be removed and replaced by another

god who could do a better job."

"Basically, the ancient Chinese believed that after death, a person's soul

goes to the first of ten supernatural law courts.  Here, the judge

investigates the person's deeds during his past life and passes judgement on

what is to come."

From the Kara-Tur Monstrous Compendium, sheet 2:

Spirits.  In Kara-Tur, the spirit world closely touches the world of men, and

spirits may share several traits with humans.  Many spirits have physical

bodies, for example, which are vulnerable to attacks that also harm the bodies

of men.  Some spirits eat food for nourishment and collect treasure.  They may

also mingle freely in human societies.

Celestial Bureaucracy. The Celestial Bureaucracy is a government of spirits

that oversees the spirit world and the world of animals. A powerful being

called the Celestial Emperor heads the Bureaucracy, and many greater spirits

serve him in the Celestial Court.  Many important positions in the Celestial

Bureaucracy are held by Oriental dragons, including the chaing lung, the li

lung, the lung wang, and the t'ien lung. (These and other Oriental dragons are

detailed in the FORGOTTEN REALMS (tm) Appendix the the Monstrous Compendium

series.)  Officers in the Celestial Bureaucracy function much as bureaucrats

in the world of men; some are honorable and skilled, while others are corrupt,

incompetant, or both."

From Mystic China (Palladium books), p. 114:

"In the Chinese view of the afterlife, there is a rigid system of appointments

and schedules.  It is expected that the souls of mortals are to appear for

their reckoning at the appointed time.  The Lords of Hell (either the Yama

Kings, or the darker forces that control the earlier realms of the dead) are

displeased when these engagements are ignored.  Thus, the Immortals fear these

beings, for when they finally die, the Lords of Hell shall extract a terrible

vengeance!

"Those who attain an enlightened version of Immortality usually do so with the

approval of the Heavenly Court of the Jade Emperor, which will politely send

to the lords of the dead a notice of cancellation, long before one is due to

appear.

"Before the Yama Kings were appointed to their posts, there was an earlier

Hell, Tai Yin or "The Citidel of Night," where the San Kuan, or "Three

Officials of the Damned," ruled (there are also mentions in ancient books of

even more ancient Hells).  It is only because of certain Immortals, whose

names are still on the original calendars, that the elder lords of the dead

have been kept from their retirement.  It is something of an understatement to

say that these ancient gods are displeased."

p. 134

"Finally, the Infernal Demons of the Yama Kings of Hell are those who rule and

manage the ten hells of the Chinese Underworld.  For over two thousand years

the Yama Kings have ruled the afterlife, and they must have sufficient

servants to cope with the hundreds of millions of souls in their care, as well

as the paperwork that documents the lives and trials of each soul.  The realm

of the Yama Kings needs demonic torturers and guardians, but it also requires

vast numbers of demonic bureaucrats.  Any of the Infernal Demons of the Yama

Kings are capable of visiting the mortal world, and some have even developed

networks of servants, administered by select Damned Immortals."

I think there's more information in the Wraith supplement "Dark Kingdom of

Jade," and the Vampire supplement "Kindred of the East."  There's also more

information in Mystic China and Legends and Lore that I didn't quote.

I'd like to see a Planescape supplement specifically devoted to the Reclusive

Pantheons-- Japanese, Chinese and Indian-- and their realms and cosmology.

Date: Tue, 21 Jul 1998 11:57:27 EDT

From: Rasgon@aol.com

Racial Gods (manifesto)

The question of racial gods is more complex than people seem to have gone

into.  I'll try to break it down:

1. What's a god?

2. What's a race?

3. What's a culture?

Most importantly, what's a god?  Is a god completely dependant on its

worshippers to provide it definition?  If so, then it's the demihumans

themselves who decide what gods they have and what gods they don't.

Does a god have free will; is it capable of making decisions on its own?  If

so, the gods themselves might choose how they divide up the mortal peoples.

The demihumans as a whole might not have any choice over the matter.

What's a race?  Do elves have the gods they do because they are the only ones

they're capable of understanding?

What no one's mentioned is that the gods are divided up not by race, but by

culture.  Given what I've said above, is elven or dwarven culture broader or

more varied than say, Greek or Sumerian?

The answers vary from world to world.  On Krynn, the gods definately choose

(chose?) who is going to be available to worship.  It's an exclusive clique,

and there's not a lot of selection.

In the Forgotten Realms, alien deities are gaining cults there all the time.

The place is a complete free market for religions in most areas, and folk are

free to choose to worship who they will.

Elven culture in the Realms is very isolationist, historically, and there

isn't a lot of mixing.  Thus, there isn't much opportunity for elves to be

exposed or indoctrined to other faiths.  Younger elves touring the country

will be exposed to other churches, but may be prejudiced (they're supposed to

be very haughty, remember?) against them.  There is a lot of mixing between

the various (gold, copper, silver) elven subspecies, so they probably won't

have a lot of differences, and Evermeet is a big melting pot.

Dwarven culture, again dealing with Toril for now, developed in smallish

isolated holdings.  If the gods are defined entirely by their worshippers, it

would be very reasonable for each hall to have its own pantheon.

However, if the dwarven gods are an jealous and exclusive, then they might

make sure that all dwarven settlements worship the same group.

Gnomes're about like dwarves.

How much to halflings mix with humans and other groups?  If the answer is

"completely," then there shouldn't be any seperate halfling gods (again,

unless the gods insist that it be so).  The Forgotten Realms material says

that halflings worship Tymora first, and the halfling gods second, which

implies that their communities stay at least somewhat isolated from the rest

but not completely so.

In Zakhara, the land of Fate, the cultural mixing is complete.  The gods are

certainly not defined by race (although their worshippers might see the gods

as belonging to one race or another), and the natives think such a thing would

be quite barbaric.  

Oerth, the world of Greyhawk, is much more isolated than Toril.  The gods

don't seem too eager to let others in that they didn't raise themselves.  A

few do, however.  The Green Man is a deity from Earth with a small cult in the

Flanaess.   Mayaheine came from elsewhere (but was sponsored by Pelor).  The

Olman deities are essentially the same as those from Earth's Central America,

and they don't seem to be natives either.  Also it's been assumed that the

demihuman deities have had their foot in the door for as long as anybody: they

created the races there.  Whether they did or didn't is fairly irrelevant: the

demihumans think they did (things differ in Samwise's campaign).

So how much cultural mixing has there been?  Very little.  The Olvenrealm of

Celene is fairly isolationist-- it allows humans in it, but the elves dominate

culturally.  The halls of the dwur are small and inverted in most cases,

although the Principality of Ulek is a place where the dwarves rule over many

humans.  The halflings have a few towns and shires to themselves, but mainly

mix.  There's some variety: Celene is different from the elves of Ulek, who

are different from the elves of the Spindrifts.  However, there seems to be

enough communication to justify similar religions even if the gods didn't

demand it.

Could the elven deities be human gods with different names? Of course they

could.  Some of the setting-specific gods were always assumed to be largely or

mainly demihuman.  Ulaa and Ehlonna are the main ones, and I've incorporated

them firmly into the dwarven (and gnomic) and elven pantheons, respectively.

Some of the other gods are suspiciously similar: Myrhiss and Hanali, Yondalla

and Beory, etc.  I assume those gods designated Common are common to at least

some demihumans as well.

However, the human root races (Flan, Suel, Oeridian, Baklunish) all

contributed some gods into the main "pool," as it were.  Assuming that at one

time the elves were one culture, the dwarves were one culture, etc, then it's

quite reasonable that they should each have contributed just as many deities

as the original human cultures did.  That is, if their cultures required them,

which is a completely different matter.  

So the final question is, did they mix?  The answer is that while the human

cultural groups have mixed and interbred so well that "pure" groups are very

rare in the Flanaess, the elves, dwarves, and gnomes have stayed largely

apart, perhaps because of the lifespan gap.

So it's reasonable that they have seperate pantheons.

Is it reasonable that demihumans have the same pantheons from world to world?

That's another matter.  I have no idea.

In Mystara, for the record, the demihumans do have patron Immortals that few

other races revere.  The dwarves are monotheistic worshippers of Kagyar the

Artisan, who is also known by the Brute-Men in the Hollow World.  Blacksmiths

of other races usually follow the immortal patrons of crafts (the Watchers).

The halflings (or hin) respect and tell tales of Nob Nar and the High Heroes,

but they don't worship anybody.  No other race gives a damn about Nob Nar.

Gnomes worship Garal Glitterlode, who's also known to certain hollow world

dwarves (under the same name).  No one else thinks about him much.

The elves have a few members of their people who have acheived immortality.

They worship these exclusively: Ordana (also Treants), Calitha Starbrow (sea-

elves), Eiryndul, Ilsundal, Mealiden, and Atzanteotl (evil shadowelves and

Azcans).  Shadowelves are monotheistic worshippers of Rafiel (mainly).

Rafiel is known only to the shadowelves.

When Bruce Heard did the Princess Ark series, he reused many of the Immortals,

under different names, for other cultures.  He had to, because the Immortal

hierarchy is limited to less than 2000 members in the entire multiverse, and

it wouldn't do for them all to be Mystaran.  As I said though, there are still

some racially-specific ones.  

<<   The elves of AD&D are largely based upon Tolkien's elves

 and the Sidhe of Celtic myth.   >>

No, they're not.  The Birthright ones are, but "core" elves are quite

different.

And you forgot to name the Liosalfar of the Norse as one of Tolkien's primary

influences. And the AD&D elves are nothing like those either.

The AD&D elves got their flighty attitude, magic, aversion to orcs and

dwarves, and connection to nature from the Hobbit.  Later on they got their

Flight from Tolkien as filtered through Ed Greenwood.

That's the *only* similarity.  Everything else came from elsewhere.

I'm convinced they got their pointy ears, lifespan, physical features and

mortal coil from Michael Moorcock (probably).  The similarities seem too great

to be coincidence.

Colin McComb got his inspiration for the Complete Book of Elves from a variety

of places, some of which he doesn't remember.  I don't think Tolkien was one

of them, but I  could be wrong.

Date: Wed, 22 Jul 1998 08:56:09 -0800

From: Will McPherson <phandaal@shocking.com>

Subject: [PLANESCAPE] - new Sect

I too was intrigued with the possibility of a Faith-draining sect, so I

did a write-up for it. It's kind of sketchy (I just did it on the

minute), but I thought I might share anyways:

Brotherhood of Belief


(The Faithless, the Hollow, the Eaters)

        The Incantifers eat magic. The Prolongers eat life. See two,

where’s

the third? The Faithless eat belief.  Originally they were a

sub-division of the Athar, the faction’s greatest weapon against the

gods. An Eater could just talk to someone and drain them of their

beliefs, stealing the faith right out of their minds.  

        But as the years passed by, the differences between the Brothers

of

Belief and the Athar grew at a steady rate. See, in the beginning the

Eaters were just the elite of the Defiers, nothing more. But then as

they became more powerful the Eaters demanded more rights and

privileges, until they were in all but name a seperate faction.

        And then one blood, a certain Valrin Mithir, joined the Hollow.

He was

a dispassionate berk, totally without emotion. Valrin then suggested to

the Brotherhood that they could drain more than just priests. This

aroused the interest of t he Eaters.  The years of devouring the beliefs

of others had altered them irrevocably; most of them were little more

than hollow shells, trying to fill up the emptiness inside with stolen

faith. A new source of sustenance was like a dream come true for the

Eaters - they hadn’t even thought of stealing faith from the other

factions! Valrin  became their leader, and they started feeding off of

the faith from every faction or sect they could find.

        The anger of the other factions was thus brought down on the

Athar, whom they blamed for letting the Hollow out of control. With more than

fifty factions out to get them, the Defiers were in quite a pickle.  The

Factol,  Karmer Thinis, issued a command to all Brothers of Belief to

cease their attack on the other factions or be excommunicated from the

faction. Valrin laughed. It was the only display of emotion the man was

ever recorded to have made, and the effect was tremendous. Every last

member of the Faithless was denounced by the Athar as a traitor, and

thus averted the anger of Sigil’s factions. 

        The Brotherhood of Belief turned right around and declared

Themselves their own sect, and elected Valrin Mithir as their factol. Valrin’s

first command as factol was the draining of the Athar. That came as a

shock to most.  The Athar had always preached against such strong

convictions of faith, but yet they were as attached to their cause as

any priest to a god. The Eaters took full advantage of this, and

infiltrated the Defiers to begin their drain. 

        The effect took hold on all of Sigil.  Namers, factioneers, even

factors fell victim to the Faithless. The Hollow would suck the belief,

emotion, and sometimes even thought right out of a body. Those that were

drained by  them would generally turn to one of three options. The most

common of these was to commit suicide. The total loss of one’s faith was

too much for most, and even strong souls could not withstand the

relentless draining of the Hollow.  Right behind those that wrote

themselves in the dead book were those thad joined the bleakers. Members

of the cabal seemed to have an odd resistance to the draining power

wielded by Eaters, making them the only faction immune to the

Brotherhood. The final option available to the faith-drained was joining

the Faithless, and becoming one of the hollow themselves. They had no

faith left in them, so they decided to steal somebody elses.

        In the end something had to be done, before the brotherhood

Destroyed every faction in Sigil save for the Bleakers. And something was done. 

The Incantifers, looking for some kind of weakness within te Eaters,

discovered that they were vulnerable to turning, as if they were undead.

A great force of Clerics and priests of all kinds was arrayed in Sigil,

and they searched the City of Doors high and low, in every ward and

building. The Faithless were scattered. They fled all across the outer

planes, trying to find refuge from the clerics and factioneers that

persued them. 

        To this very day they remain a hidden force, always remaining in

The shadows, seeking to avoid the wrath of the multiverse that would crush

them if they so much as showed their faces once again. Don’t be fooled,

though. The Eaters are still more dangerous than most bloods could

imagine, and they’ve grown hungry over the centuries. 

        Primary Plane of Influence: The Eaters cannot be said to have an

affinity with any outer plane. They are devourers of belief, the very

building block of the outer planes.  If the Hollow had their way, they’d

drain the planes for sustenance too.

        Allies And Enemies: No one is allied with the Faithless, and

they have

won the enmity of every single faction, religion, and sect save for the

Bleakers. This universal enmity makes it a wonder that the Eaters even

exist.

        Eligibility: No member of the priest over-class may join the

group. Nor can anyone of non-evil alignment join the Eaters; feeding off of others

for one’s own, selfish ends is pretty sodding evil.  All Brothers of

Belief must have charisma scores of 10 or better.

        Benefits  Sect-members have the ability to drain the belief out

Of others. This ability is what allows them to live, without fear of aging

and without need of eating or drinking. Draining someone can be

difficult, and to even take place it requires a friendly reaction roll

at the initial meeting between the Eater and the victim. Afterwards, the

Eater will need some period of time with which to drain the victim. This

period of time is a base 1d6 turns, minus twice the Eater’s level in

rounds. Thus a 12th level Faithless who rolled 4 would require 16

minutes. This period of time must be spent in conversation with the

victim, but the conversation needs only to be loosely related to

victim’s faith. For example, if the victim was a Xaositect the

conversation might be about Slaad. After this period of conversation,

the victim is allowed a saving throw vs. death magic, with a negative

modifier equal to the Eater’s charisma reaction adjustment (18 charisma

gives -7, 16 is -5, etc.). A successfully drained victim (one who failed

their save) is altered in alignment so that they are one step closer to

true neutral. Law and chaos change first, evil and good second. A

paladin would go from lawful good to neutral good, for example. These

changes in alignment can have severe effects on some characters whose

class is dependant upon alignment, as in the case of the paladin.

Someone who was already true neutral (due to multiple drains, or was

already there naturally) suffers the most; these poor folk become

totally drained out by the Brother of Belief, and must roll percentile

dice to determine their fate. 0-45% indicates that the poor sod becomes

suicidal. 46-90% indicates that the victim becomes a bleaker, and the

final 10% indicates that the victim is transformed into an Eater.  DM’s

may ignore this rule if the victim of a complete drain was a PC, as the

character may wish to role-play the dramatic effects of total loss of

belief.

        Restrictions: Just as they are powerful, the Brothers of Belief

Are also somewhat limited. They are all ultra-vulnerable to turning, as if

they were undead. They cannot be commanded by evil priests, however,

only turned.  An eater is turned as an undead creature of hit dice equal

to his or her level. This means that low level Faithless can be

destroyed or turned automatically by high-level priests. Brothers of

Belief can also be revealed for what they are by a true seeing spell:

the years of draining belief have transmuted them into something

completely inhuman, and the true seeing spell reveals as much. To

someone wielding that spell, an Eater’s appearance will change: the skin

seems to become like porcelain, and just as fragile. The eyes and mouth

become empty and black, like endless voids that hunger for power. As a

final restriction, all Brothers of Belief are in extreme danger from

anyone who holds a strong viewpoint; the discovery of an Eater will

soon  follow with the appearance of Faction and Church agents of all

kinds, eager to destroy the Brother before he causes much destruction.

Date: Wed, 22 Jul 1998 20:16:57 EDT

From: Rasgon@aol.com

Oceanus, Styx, Mt. Olympus, Yggdrasil

The river Oceanus burrows through the walls of reality like a sleeper falling

into a dream.  How does this appear to an observer?

An outside observer, sitting on the south bank on the plane of Elysium, would

see the River coursing by.  It moves around a hill and...

doesn't come out the other side.  Maybe it's a narrow strait, impenetrable

woods, or mountain pass. 

If our observer (say, a Guardinal) walks around the hill, she shifts *with*

the river.  The landscape slowly shifts and changes until it matches that of

the Beastlands.  With each step, the Elysium night brightens into eternal

noon.  Animals start crawling around, singing and shouting at each other.

What if our observer is in the air?

A flying observer wouldn't see the river at all, unless he was right above it.

In that case, he would see both planes at once, and would move across them as

the river did.

The river Styx is the same way, except it's under no obligation to appear

natural.  The Styx has plenty of caves, canyons, and tunnels it can duck into

to camoflague its planeshifting, but it could just as easily end suddenly in

midair.  Blind, forgetful Styxfish poke their heads out confusedly before

being channeled from the Gray Waste to Pandaemonium.  Or perhaps the river

continues on, cleansed of its dark taint (no doubt with an all new dark taint

to surprise bloods with.  Maybe it's yet another branch of the Styx, leading

somewhere else.)

One layer down, the titanic roots of Yggdrasil wind about Niflheim.  An

lurking Helkyrie sees the vastness of the root hidden in the omnipresent mists

and decides to follow them along.  Everything looks the same for miles and

miles until the temperature starts dropping and raising, both at once.  A

peculiar numbness fills the proxy of Hel as the mists clear, revealing the

vastness of the Astal Plane in all directions.  Ygdrasil's titanic trunk

stretches beneath our intrepid explorer as far as the eyes see.  After bribing

a ratatosk Sensate with exotic wine brewed from something a hordling leaked,

the Helkyrie follows a branch to the nearest plane.  The silver expanse of the

Astral slowly becomes the clear sky of Ysgard and the branch comes to a stop

high above a pine forest.  Looking behind, the branch disappears into the

woodlands.   Following it back, we're on the Astral again.

As all this is happening the famed travel guide Reneas, the Helkyrie's

neighbor in Pluton, is eyeing the great mountain Olympus speculatively.  It's

gray, of course, and it's a slanty, rocky slope that goes disappears into the

distance.  As Ren climbs it (no easy task here) the colors of the shrubbery

get slowly brighter, and the Astral Plane appears.  Ren ignores it until the

Githyanki attack.  Fortunately, Ren's close to Olympus proper and a per helps

him fend them off.  The per checks Ren out, gives him the A-Ok and leads him

through a narrow path which begins in the Astral and ends in an Arborean road.

Reneas thanks the per and runs off to meet his good friend Stimpeas in a local

village 3-12 miles away.

Date: Thu, 23 Jul 1998 01:15:41 -0400

From: "Joseph T. Curtin" <masscurt@berkshire.net>

Planars' Last Words

Inspired by the literally thousands of "Famous Last Words" out there.

"Sure I'll sign the contract, Mr. Arcanoloth..."

"Lady of Pain?  I'll make her a lady IN pain!"

"Hastur Hastur Hasturrrrrrrggh!"

"Why SHOULDN'T I say Demogorgon's name out loud---"

Athar or Signer PC: "Thor can't hurt me--I don't believe in him!  Watch,

I'll prove it."

"I jump through the portal to the Elemental Plane of Fire -- wait, who

stole my Ring of Fire Resistance?!"

"Tanar'ri, baatezu--what's the difference?"

"I use my bardic soothing abilities to stop the Blood War army."

"I take half damage from fire--I'll be safe on the Plane of Positive

Energy."

"I use _detect evil_ on the slaadi.  They're not evil?  Great!  We're

safe!"

"I stick my head in the idol mouth and look around."

(Not strictly PS, but still, it's a classic.)

Orcus: "Give me my wand, mortal scum!"

PC: "OK."

"I pick the Lady of Pain's pocket."

PC with a rilmani artifact that let him cast spells at the Spire:

"I cast _dispel magic_ on the Spire."

"Where in the Nine Hells is Baator?!?"

PC1: "So, you're a tiefling, eh?  Exactly what *is* a tiefling?"

PC2: "Kinda like a half-demon--"

PC1: "AAAAH!  A DEMON!  KILL IT!!!"

"Factol, schmactol, I kill 'im."

"Aaah, sod off, Tiamat."

"I'm a Rager.  Wanna fight?"

"I ask the Lady if my new faction can get her approval."

"There's lots of sects here??  I want in!"

Thirty seconds later:

"Wait... you meant S-E-C-T-S, didn't you?"

PC in Limbo: "I cast fireball."  (Triggered a wild surge: spell centered

on caster.  Oops.)

Party is in the Plane of Water.

PC: "Water elemental, huh... I cast fireball and evaporate it!"

"If it's got horns, kill it."

(Said in proximity of a CN bariaur rager.)

"Dispater can't have more than, what, eighty hit points?"

"I short-change the marraenoloth.  I mean, what's he gonna do?"

"Wow!  That succubus really wants me!"

"Githyanki, githzerai... what's the difference?"

"AAAH!  ARCANOLOTH!  KILL IT!"

(Party then proceeds to get slaughtered by a guardinal.)

PC1: "I bet if I kill the Lady of Pain, I can take her place!"

PC2: "Yeah!  She's gottta be worth, what, a million XP, at LEAST!"

PC3: "I bet I could make some cool weapons out of those blades!"

All: "LET'S DO IT!"

"So... you're a mezzoloth, huh?  Eat any good books lately?"

"Yugoloth, gehreleth, what's the difference?"

"I use my turning undead ability on Skall."

"I use my command undead ability on Tenebrous."

"What kinda silly weapon name is an 'uzi'?"

"I cast _charm person_ on Odin."

"All hail the Lady, the one true Goddess!"

"I backstab Io."

"What kind of Armor Class does Ao have?"

"Seelie, Unseelie, what's the difference?"

"Mellifleur?  Merrshaulk?  Lame-ass names.  I kill them."

"I polymorph into a demigod so that the spell won't affect me."

"HOW MANY MODRONS????"

"Sigil... 'tis a silly place.  Let's not go there."

Sean Curtin

Date: Thu, 23 Jul 1998 08:01:14 -0800

From: Will McPherson <phandaal@shocking.com>

Orcus

I did not write the following writeup for Orcus, and I have no idea, who

did. But it's not that bad.

ORCUS

Orcus-Priest spell list

First Level


Second level
Third Level

Cause Fear


Aid



Animate Dead

Combine*


Bless


Augury

Command
Chant

Bestow 


Curse

Cure Light Wounds
Defile


Continual Darkness

Darkness


Detect Charm
Cure Blindness/Deafness

Detect Evil


Find Traps

Cure Disease

Detect Magic

Hold Person

Feign Death 

Detect Poison

Know Alignment
Locate Object *

Detect Snares & Pits
Silence 15' Radius
Negative Plane Prot. 

Magical Stone
Spiritual Mace
Prayer 

Invisibility To Undead
Speak with animals
Speak With Dead 

Protection From Good
Summon Undead
Slow Poison

Purify Food And Drink
Wyvern Watch


Sanctuary 



Fourth Level
Fifth Level
Sixth Level

Cloak Of Fear
Atonement
Aerial Servant

Cure Serious Wounds
Cure Critical Wounds
Animate Object

Dispel Magic
Commune
Blade Barrier

Focus*
Dispel Good
Forbiddance

Glyph Of Warding
Flame Strike
Heal

Neutralize Poison
Insect Plague
Word Of Recall

Protection form evil 10’
Raise Dead*


Uplift*



Undead Regeneration



Seventh Level

Creeping Doom

Regenerate

Symbol

Restoration

Unlife

Unholy Word

Resurrection

Summon Undead (Necromantic)

Level: 2    

Range: Special

Duration: 1-8 turns + 1 turn/level.

Area of Effect: 100' radius/level. 

To use this spell the priest concentrates for 1 turn, summoning the

nearest 2-12 undead of hit dice equal to or less than the level of the

caster and within 100' per level of the priest. These undead must travel

to the caller at normal pace. The summoned undead will not be hostile,

nor are they under the control of the summoner. They may act as they

wish. Once they have arrived at the summoner, the undead may turn around

and go back where they came from, attack anyone in their way, talk to

the summoner, or perform any other action that seems reasonable to them.

Unthinking undead (such as zombies and skeletons) with a purpose

immediately return to their station. Wandering, unthinking undead stay

and wait for orders (for which the caster needs to use some form of

undead control such as a potion, spell, or granted power) unless there

are obvious foes besides the summoner to attack.

Undead Regeneration* (Necromancy)

Level: 5.                              

Range: Touch.                     

Duration: Instantaneous.      

Area of Effect: 1 Undead.             

By means of this spell the priest can "heal" an undead, restoring to its

unlife a number of hit points equal to 1d6 plus the caster's level.

Gaseous and intangible undead can be "touched" by a caster reaching into

the space they occupy. The spell prevents normal undead attacks or

effects of contact with undead from affecting the caster.

The reverse of this spell, Drain Undead, inflicts a like amount of

damage. Undead "drain" damage is not gained as healing or extra hit

points by the caster. The same protections against undead powers are

given to the caster as Undead Regeneration confers. Only undead can be

affected by either version of the spell.

Unlife (Necromancy)

Level: 7  

Range: Touch                            

Duration: Permanent                  

Area Of Effect: Special               

This powerful magic enables the caster to create undead from corpses and

skeletal remains. Undead take 20 turns (minus the level of the caster)

to come to unlife, and upon appearance, will attempt to carry out one

task or action stated in he spell-casting (typically, to attack the

first creature other than the caster to enter the place where the spell

was cast). The created undead is not otherwise under the control of the

caster. The caster has a 5% chance per level over 15 of successfully

choosing the type of undead created. Otherwise use the following

percentile table to determine what sort of undead the carrion is

transformed into. Note that the undead created must be of a hit dice

equal to or less than the level the corpse had while alive. If the table

indicates a type higher than this the remains are animated as the most

powerful type of creature they can be, i.e. an undead equal (or as near

as possible) to the victim's original level. Normally only a single

undead can be created by this spell. Sometimes (2 in 6 chance) two or

three may be inadvertently created if other carrion is within 20' of the

casting. Types of extra undead are not selectable by the caster, nor are

such extra undead obligated to carry out any task or refrain from

attacking the caster, who may not even be aware of their  existence.

The reverse of this spell, Go Down, causes a single undead to be reduced

to lifeless remains (if non-corporeal it is reduced to dust forever),

such remains (not dust) could be reanimated by later magic. 

Level
Zombie 
Ghoul 
Ghast 
Shadow 
Wight 
Wraith 
Mummy 
Spectre 

Ghost 
Vampire 
Other

15-17  
01-12  
13-25 
26-36 
37-48
49-57 
58-64  
65-71  
72-83  

84-87  
88-93  
94-00

18-20  
01-10  
11-23 
24-34 
35-46  
47-55 
55-62  
63-69  
70-81  

82-82
86-91 
92-00

21-22  
01-08  
09-21 
22-32 
33-44  
45-53 
54-60  
61-67  
68-79  

80-83  
84-89  
90-00

23-25  
01-06  
07-19 
20-30 
31-42  
42-51 
52-58  
59-65  
66-77  

78-81  
82-89  
90-00

26-28  
01-04  
05-17 
18-28 
29-40  
41-49 
50-56  
57-63  
64-75  

76-79  
80-89  
90-00

29 +   
01-02  
03-15 
16-26 
27-38  
39-47 
48-54  
55-61  
62-73  

74-77  
78-89  
90-00

The Dark Priesthood

The faith of Orcus is not a popular one, nor are its priests numerous.

Like most chaotic evil gods, Orcus is more feared than worshipped but

there are those that relish his power and potential and these become his

active priests and worshippers. The relationships between the various

branches of the faith vary widely, being dependent upon the whims and

characters of the church leaders in a manner typical of a chaotic

religion.

As worshippers of the Prince Of Undead, priests of Orcus are extremely

morbid. This fascination with death is so strong that they wish to study

and examine such things as corpses and undead, often conducting grisly

and disgusting experiments. In common with their god they share a strong

desire for power and dominance, seeing the benefits they gain from their

worship as tools to achieving this end. They are also morally bankrupt

and totally corruptible, and believe everybody else to be similarly

motivated and thus are usually quite paranoid. Their desire for power

and interest in necromancy is such that many eventually become vampires

or liches. 

Alongside their great knowledge of undead, priests of Orcus are also

familiar with the various types of demon, due to them being worshippers

of a Demon Prince. Because of their unpredictable, evil nature and

attitudes, priests of Orcus are feared and avoided by normal people, who

are repulsed by their depravity.

Priestly raiment consists of a long, grey surcoat-like vestment with the

cult's symbol (a goat's head with ram's horns) in black on the chest,

worn either on its own or (more often) over armor. Altars are of black

obsidian and typical temple trappings are skulls, idols, bones and

similar devices. Living sacrifices are often part of rituals.

Priesthood Doctrine

1) Orcus was the creator of the undead and the creation of undead and

spreading of undeath venerates and pleases Orcus, helping in the

consolidation of his power.

2) Living sacrifices also please Orcus. The souls being thus dedicated

to him are gathered by his minions to be turned in to undead that are

then used to populate his Abyssal realms.

3) The worshippers of Orcus are exalted ones in his eyes and are

rewarded upon (permanent) death with Nabassu (demonic) status.

4) The sect must seek out and destroy those opposed to Orcus and/or

undead, especially those that turn/dispel undead, undead who actively

venerate other gods, and former worshippers who have turned their backs

upon the faith.

5) The worship of Orcus should be spread as far as possible thereby

allowing society to be more to his pleasing.

6) The status of church leaders should be only as great as their power,

weakness of any kind should not be rewarded. Those members of society

who are weak are to be despised, manipulated and used - personal power

is to be striven for.

7) Those demons who are Orcus' servants should be treated with respect

by those of lesser power and as equals by those of equal or greater

power. Deference, however, should only be granted to greater demons.

8) Chief enemies of the faith are those that serve Demogorgon, Graz'zt

or Lolth, those that venerate any devil-kind including Hextor, the

followers of the gods St.Cuthbert, Pelor, Pholtus, Heironeous and

Nerull, the latter's creation of the drowned ones being an affront to

the true god of undead.

9) The priesthood is free (and actively encouraged) to indulge in any

manner of personal vice or heinous act.

I also wrote my own specialty priest writeup based upon  the above

(although mine is much shorter):

The Priests of Orcus 


Requirements: 

Standard


Prime Req.: 

Wisdom


Alignment: 

Chaotic Evil


Weapons: 

Battle Axe, Dagger, Knife, Lasso, Scythe, Sickle, Stiletto,

Sword


Armor: 


none


Major Spheres:  
All, Astral, Charm, Guardian, Healing(reversed),

Necromancy, Sun(Reversed)


Minor Spheres: 
 Divination, Protection, Weather


Magical Items: 

Same as Cleric 


Req. Profs: 

None


Bonus Profs: 

None

Granted Powers


*Only humans may become priests of Orcus, but various Undead can

achieve limited power as his priests as well.


*Priests of Orcus are not granted any special powers or abilities,

other than the power to access 7th level spells despite the status of

their deity.

I also made a few specialty spells for him, just to spice up encounters

with his priests:

Anthropomancy


Level: 1


Sphere: Divination, Necromantic


Range: 0


Components: V,S,M


Duration: 1-4 rounds


Casting time: 1


Area of effect: 1 person


Saving throw: Nil


One of the most evil of all spells to cast, the Anthropomancy  allows a

priest of Orcus to divine information from the entrails of a freshly

slain victim(must have died less than a turn before). The caster may ask

one question each round. The spell only has a base 40% chance of

answering successfully with the following modifiers:


Question based on prior event:  + 5%


Question based on future event: - 15%


Question based on present info(i.e "is there a monster behind the

door?"): - 5%


Question doesn't make sense or improperly said: - 20%


Question based on prior event experienced by caster: + 15%(not

cumulative with first bonus)


Question based on very secret, obscure, or magically guarded

information: -25%


Remember that only the caster can ask questions and they must have a

Yes or No answer. If the reading answers the question unsuccesfully then

it shall do nothing, not even giving a false answer. The material

component for this spell are the entrails of the victim.

Bone Warriors


Level: 2


Sphere: Combat


Range: 10 yards


Components: V,S,M


Duration: 1 turn


Casting Time: 3


Area of Effect: Special


Saving throw: None


Upon casting this spell, the priest throws down a handful of bone

shards which explode into a cloud of grey dust.  The dust shapes itself

into the form of 1-8 skeletons(see MONSTROUS MANUAL), which will obey

the caster’s commands and instructions. They will attack, defend, guard,

and perform all other manner of task. At the end of the spell’s duration

they will collapse into dust.


This spell can be stopped short by means of a Dispel Magic spell. The

material components for the spell are the bone shards, which must be

taken from the remains of magically animated skeletons destroyed by the

caster. Being as the Bone Warriors  become dust when destroyed, the

priest cannot make use of any of these that he may have slain himself.

Orcus’s Doom Skull


Level: 3


Sphere: Guardian, Necromantic 


Range: Touch


Components: V,S,M


Duration:  1 turn


Casting Time: 9


Area of Effect: 1 skull


Saving throw: None


Used by the Priests of Orcus as a weapon against the living, Orcus’s

Doom Skull causes two beams of brilliant red light to shoot from a

skulls eye sockets. These bars of light last for the duration of the

spell, and contact with them causes 1-4 years of aging for every round

of exposure. There is no saving throw to resist this aging, but the Doom

Skull must be targeted with an attack roll on the caster’s behalf. If

the priest ever lets go of the skull, the spell is ended short of it’s

full duration.


The material component of this spell is a ruby worth at least 2,000 gp.

Date: Fri, 24 Jul 1998 12:32:28 PDT

From: "first dragonball" <first_dragonball@hotmail.com>

new kits 1

I have found some kits from a site and I'm here to give them to you

(goody goody, like santa on christmas)

to the owner off the site, if your on the mailing list, I'm here to 

spread the kits to everyone, do not get mad at me.

this is so long I need to send 2 letters

Specialty Priest: The Boccoru 

This fragment of the Madrigorian was discovered by Eric C. Daniel

This is a suggestion for a type of specialty priest that could be found 

in Ravenloft, specifically in Souragne. The new Domains of Dread 

hardback has given ideas for player characters the originate in the Land 

of Mists, such as avengers, gypsies, etc. Along with this, it has talked 

about some of the religions found in Ravenloft and only in Ravenloft. 

One of these are the priest of the loa, or nature spirits of the swamp. 

This is an expansion of this. (Please bear in mind that these ideas has 

nothing to do with voodoo. This is an extrapolation of powers and 

responsibilities given the Souragnian shamans in books like Dance of the 

Dead and various adventures set in that domain. The name is similar, but 

to the best of my knowledge, that's it.) 

 Boccoru

This is a type of specialty priest found only in the swamps of the 

domain of Souragne. They are similar to druids in that they revere 

nature, but unlike druids, they do not revere nature as a whole, but 

rather specific spirits of nature called the Loas. A Loa is a sort of 

hero-spirit of a particular species of animal or plant, something that 

embodies all of the essential charateristics and ideals of that one 

species. The boccoru learn from these spirits and honor them, and try 

and protect their lesser brethern and the balance of the world as a 

whole. Given the zombie-infested nature of the land they dwell, this is 

not an easy task. The greatest of these spirits are the Maiden of the 

Swamp and the Lord of the Dead. All Loas, especially these two, are 

actually, living, solid creatures that can be talked to, if one can find 

them. The Maiden of the Swamp is essentally a hamadryad, but a more 

powerful spellcaster than most. She is the Loa of Life. The Lord of the 

Dead is Anton Misroi, the Darklord of Souragne and the Loa of Death. 

Both act as mentors to boccoru on occasion, teaching of magic and the 

swamp. Misroi, naturally, teaches evil boccoru who wish power for thier 

own ends. He never lets them get too high in levels. Not all Loa are 

found in Souragne. Like nature, they are spread throughout the domains. 

(the Loa of foxes, Bushytail, is found in Richemulot) Adventuring 

boccoru, therefore, can gain spells throughout the Land of Mists.

Ethos and Purpose:

The boccoru seek to serve the spirits of the swamp and the people of 

Souragne. They wish to preserve the balance of the world, working with 

Nature, rather than against it. They also wish to protect the 

Souragnians from the forces of Death working and (pardon the expression) 

living there. They serve as healers, protectors, and guides. 

Alignment:

Boccoru must be partially neutral in alignment. Those that are neutral 

evil are disciples of Anton Misroi and are not for player characters. 

Races:

Boccoru are all human, since all the natives of Souragne are human. 

Requirements:

Standard requirements for priests. 

Spheres of Influence:

Major: All, Necromantic, Plant

Minor: Animal, Healing, Weather 

Granted Powers:

At 1st level, boccoru may walk through shrub grass, overgrown areas, and 

mud at full movement rate without leaving a trail. (Like a swamp druid, 

from The Complete Druid's Handbook) 

At 2nd level, boccoru learn enough of herbal lore to create fetishes, 

small packets of swamp plants and herbs with magical properties. These 

have either the properties of protection from evil or immunity to charm 

or enchantment magics. These can only made once per week and last 1d4+1 

days before losing all magical properties. 

At 3rd level, they may turn undead. They always turn undead as though a 

priest of two levels lower. (Thus, a 3rd level boccoru turns zombies as 

a 1st level priest) This reflects the fact that they are priests of the 

natural world in an unnatural area. 

Arms and Armor:

Boccoru can wear any armor, but as a rule prefer leather armor. Anything 

heavier or with more metal would rust in the humid Souragnian 

atmosphere. 

They are limited to staff, club, knife, machete, net, and lasso for 

weapons. These are things that can be made in the swamp or are useful 

there. 

Nonweapon Proficiencies:

Required: herbalism, survival (swamp) (available for 1 slot only) 

Anything else is voluntary. 

Duties:

Guidance, Marriage, Protection of swamp area from unneccesary or 

unnatural depredations, Protection of living from the undead (good 

boccoru only), Healing and spritual guidance to a particular village. 

Limitations:

Boccoru have no organized church, gaining their knowledge and skills 

from a single mentor. Therefore, when in trouble, they cannot turn to a 

larger association for help. They must rely on themselves and any 

creatures they can talk to or charm only. They never gain followers or 

build strongholds, just a small hut near whatever village they may 

serve. 

Symbol:

A small cross-section of a cyprus branch with mystic symbols drawn on it 

with charcoal made from cyprus or (preferably) swamp tar. 
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Aescori Priest

by A. Windsor

AESCORI (Hunter in Darkness)

Symbol: A Hunter's Horn, made of bone and splashed with blood.

Aescori roams the world at night to hunt the souls of intelligent 

creatures, who offer the greatest sport. Cruel and cunning, he is a 

fierce and often brutal hunter, a God to be feared and appeased rather 

than revered (in a standard Ravenloft setting, he is of course a 

construct of the Dark Powers, rather than an actual God). It is said 

that if a prey can escape his Hunt for three consecutive nights, they 

may demand a boon (of course, if it's not "stop hunting me" you could 

regret your choice the next night ....).

Aescori is described as a powerfully built male human, dressed in 

leather breeches and a furred cloak. He often is said to have the head 

of a stag or a boar ... whether he appears fully human or not, his eyes 

always glow a sullen red.

Aescori Priests

 Alignment: Neutral Evil. Priests may be of any Evil Alignment or True 

Neutral. Most are of Neutral Evil alignment. The flock may not be of 

Good alignment (Good people don't worship him, though they do fear him).

Attributes: Wisdom 9, Dexterity 12.

 Races: Elf, Human.

 Proficiencies: 

 Required: Hunting 

Recommended: Direction Sense, Read/Write, Religion, Running, Tracking.

Groups: General, Priest, Warrior

Weapons: Bows (all), Crossbow, Dagger, Javelin, Lasso, Net, Scythe, 

Sling, Shortsword, Spear. (at least one of the Priest's weapon 

proficiencies must be used for a missile weapon: usually, but not 

always, a Bow).

Armour: Leather armour only. No Shields.

 Spheres

Major All, Divination, Elemental, Healing (Reversed only)

Minor Animal, Charm, Plant, Weather

 Powers: 

Inspire Fear: twice per day, affects as many HD as the Priest has 

levels.

Move Silently & Hide in Shadows: 20% + 5% per level. Both abilities work 

in any terrain.

Backstab: as per the Thief ability, but Priest is considered two levels 

lower than his actual level for purposes of determining damage 

multiplier.

Access to special Healing Sphere spell Blood Healing, detailed below. 

Remember that a Priest of Aescori only gains the reversed version.

 

Followers: Gained at 9th level. One 3rd level Priest, two 1st level 

Priests, one 5th level Fighter, three 3rd level Fighters, eight 1st 

level Fighters, one 3rd level Thief. On adventures: one Priest, one 

Fighter, one Thief.

 Limitations: Priests of Aescori must hunt for a full day at least once a 

week, and must hunt intelligent prey for a full day (or until 

successful) at least once a month.

 

Blood Healing (2nd level spell - Healing Sphere) 

Reversible

Components: V, S, M.

Casting Time: 4

Range: 30'

Save: see below 

When cast, Blood Healing allows a Priest to transfer Hit Points from 

himself to a wounded comrade: for every HP the Priest sacrifices, his 

comrade gains 2 HP. The Priest may only sacrifice as many HP as he has 

levels. The material component is a small knife (with which the Priest 

cuts himself). The reversed form is known as Health by Blood. This spell 

can be cast on any other character. If the individual is unwilling, he 

is granted a save against Death Magic to resist. By this spell, the 

Priest gains 2 HP per HP drained from the spell's target. The Priest can 

drain up to twice his level in HP (and thus gain four times his level). 

The material component is again a small knife, with which the Priest 

makes a slashing gesture.

Notes:

One of the best ways to introduce a Priest of Aescori into a campaign 

would be as an ally of the PCs, who assists them in hunting an enemy or 

creature of some kind: let this go on for several adventures, so that 

they trust him (he sticks around, since the PCs hunt a lot of 

interesting prey - perhaps he even starts to look like a henchman type). 

But as time goes by the PCs notice previously friendly locals beginning 

to shy away from them… talking with them only if necessary and then as 

briefly as possible… eventually the PCs hear the details of Aescori's 

worship… if you've given the Priest enough time to be liked and 

respected, this should throw them for a neat little loop, especially if 

they've pursued some opponents at his suggestion…

It is not advised to let the PCs play a priest of Aescori in Ravenloft, 

but if they insist, then they will surely attract the Dark Power's 

attention…

Adam Windsor
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Blood Mage

By A. R. Myers

(From the netbook Tome of the Damned ver. 1.666)

Ability Requirements:

- - Intelligence 13

- - Constitution 13

Also, the blood mage must be human, elves and half-elves cannot take 

this kit because they cannot harness the negative magical energies that 

a blood mage requires. Any alignment is allowed.

Description:

The blood mage possesses one of the greatest kept secrets in all the 

world of magic. This secret is the ability to cast spells using only one 

material, their own blood. With this secret, characters of this kit are 

perhaps some of the most feared and reviled magic-users in all of the 

realms. Due to this fear, blood mages are forced to live on the 

outskirts of society. Some blood mages have formed secret societies in 

order to better protect themselves from "witch-hunters". 

 

Weapon Proficiencies:

- - REQUIRED: Dagger

Nonweapon Proficiencies:

- - BONUS: Healing, Herbalism

- - RECOMMENDED:  (General) Cooking, Seamstress/Tailor, Fishing

(Wizard) Spellcraft

(Warrior) Survival

 Equipment:

The blood mage starts out with a set of dark robes, a finely crafted 

silver dagger, and the normal starting gold.

Special Benefits:

Blood mages do not cast spells the way normal wizards do. They never 

have to spend their money on buying spell components, they just use 

their own blood. They learn and memorize spells the same way as other 

wizards, but to cast spells, the blood mage cuts himself and inflicts 

damage equal to one-half (round fractions up) the level of spell he is 

casting. 

Example- Vlad is going to cast Cone of Cold spell, a 5th level spell, so 

he cuts himself and inflicts 3 points of damage. The blood mage must 

announce he is going to cast the spell, cut himself, and then wait until 

he can cast the spell. Upon casting the spell, the blood dissipates and 

travels to the Negative Material Plane.

The blood mage's spell casting can still be disturbed in the normal way, 

but inflicting damage on himself does not disrupt his spell casting in 

any way. Due to the quick preparation time of their component, blood 

mages may cast their spells at one-half (round fractions up) the normal 

casting time. Also, blood mages may cast spells at one level higher than 

they normally can if they pay an additional 1 hit point when they cut 

themselves.

A blood mage also gets a +2 bonus, in addition any Constitution bonuses, 

to his initial Hit Points. Every level thereafter, the blood mage 

receives an additional +1 HP bonus. 

The blood mage receives a +25% to learn any spells from the Necromancy 

school. 

Special Hindrances:

Because the blood mage must cut himself to cast spells, this causes 

extensive scarring. Due to the scarring, blood mages lose 1 point of 

Charisma every time they gain a level. This Charisma loss can be lowered 

to a maximum of 3. The scarring process is irreversible.

Due to the large amounts of blood the blood mage loses, they must spend 

one day of complete rest for every 5 hit points of damage they inflict 

on themselves, at each level, this increases by one point, I.E. 2nd 

level every 6HP, 3rd every 7HP etc.

Also, in addition to any reaction penalties imposed by low Charisma, the 

blood mage receives an additional -2 reaction penalty.

Blood mages can never learn spells from the Enchantment/Charm school.

Wealth Options:

Standard for Wizards.

Andrew R. Myers

xftn10b@prodigy.com
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 Exorcist Priest

by J.G. Power

 Group: Priest (Sub-class of the Cleric class)

Alignment: LG

Requirements: Con 15, Wis 15

Races: human, half-elf

Level limits: human "U", half-elf "8"

Description: 

The exorcist is a sub-class of the cleric, and closely resembles it in 

many regards. Originally, this was designed for a home-brewn setting. 

The story goes like this:

Following a disaster which left open a number of temporary gates to the 

Lower Planes, the deities of good decided to gift mortals with a chance 

to fight back at the fiends that occasionally escaped their realms and 

wreaked havoc upon the Prime Material. Their gift was the power of 

exorcism.

An exorcist is a priest which has dedicated him- or herself to 

protecting fellow peoples from the might of fiends. As such, their 

unique talent lies in the ability to turn and/or banish fiends. 

Recently, a sect of evil exorcists has arisen, but their focus seems to 

be the control of fiends (as there is no need for mortals to defend 

themselves against celestials!). These evil exorcists have now been 

recognized as having little in common with the LG exorcists, therefore 

have been dully recognized as a different group (which they are!). They 

are the in fact demonists (a wizard sub-class).

 Powers: 

Members of this sub-class function as clerics for most purposes. They 

use the same HD, THAC0, saving throws, etc.. However, there are a few 

notable differences:

•Exorcists are REQUIRED to learn the Reading/Writing NWP, as well as two 

slots of Ancient Languages. They must research old scriptures and tomes, 

as well as forbidden lore, found at various sites (usually ruined cities 

and temples, as well as the rare summoning places, etc..).

•They do not receive the free Religion NWP (which they should learn 

nonetheless), but do receive for free, the Netherworld Knowledge NWP, if 

there is a teacher available. (i.e. another exorcist with the NWP). If 

there isn't such a teacher, the exorcist will learn it by him- or 

herself, upon reaching 4th lvl.

•Exorcists may cast spells as a cleric of their level, abiding by the 

same sphere restrictions as other priests of their faith do. This faith 

depends upon the campaign setting, but recall the LG obligation.

•They may turn both undead and fiends. Note that this Turning power can 

be used to restore someone from possession. A successful turn indicates 

the fiend is exorcized, and flees as per a regular Turning. A successful 

"D" acts the same way, although the fiend is banished to its home realm. 

A "T" result indicates the fiends are turned, as per DMG. 

•They may wield any weapon allowed to their clergy, but cannot wear any 

armor. That is, they may only wear magical accoutrements that wizards 

wear, to protect themselves (i.e. no chainmail +3, or chainmail at all; 

but Bracers of Defense or a cloak of protection are allowed). The 

exorcist is basically a cleric who spends more time working his 

spiritual faith and willpower to improve his (her) turning ability 

enough to affect fiends. However, (s)he requires deeper concentration 

and freedom of movement to attain a spiritual nexus, therefore armor is 

prohibited. 

•They usually wear robes and cloaks, which may be magical (see above). 

Loose trousers and tunics may also be of choice. This limitation with 

encumbrance applies also to the generic term, which means that an 

exorcist should not be carrying too heavy loads or excessive quantities 

of equipment. The player must keep in mind the need for loose movement 

when turning, and watch his (her) encumbrance.

•Exorcists gradually become near-immune to the supernatural fear caused 

by fiends (although in many cases, they run anyhow!). As such, they gain 

a bonus to their save vs fear, of +1 per level. A "1" always indicates 

failure, however. This bonus may or may not apply to undead causing 

fear. A rule of thumb is that in the case of undead, if the exorcist is 

sufficiently high-lvl enough to possibly turn it (even if (s)he needs a 

20), (s)he receives the bonus. With fiends, the bonus always applies.

•The stress imposed on the mind and body, by the act of turning fiends, 

is tremendous, much more so than a simple undead turning. Therefore, 

when a turning fails (only in case of fiends), the exorcist must roll a 

System Shock. Success indicates the priest has overcome the awful shock 

of being unable to force the beast away, but (s)he is nearly stunned, so 

suffers a +4 initiative penalty the next round. Failure indicates that 

the shock was too great for both mind and body: the priest collapses 

into a coma. Each day, starting with the following morning, the exorcist 

may slip out of his-her (mild) coma on a successful Con check. An extra 

1d6 days will be required as recuperative rest, however.

Exorcists in Ravenloft?

Truth be told, I designed this kit for my own setting, where it was 

needed. I can see it developing in the demiplane of dread, but not as 

easily, for the simple reason that fiends are rare!

The way I can see it happening is for an individual to witness, in 

his-her youth, a fiend in action. Whatever the background and storyline 

may be, the youth strives to understand the monsters in order to banish 

them. (Others, who seek to enslave them, may become demonists.)

In RL, an important rule must be added. Exorcists, while part of the 

priest group, have their own specialized mindset. While it rewards them 

with unique powers, it is also very taxing on both mind and body. The 

"body" part was covered by the CON requirement and the risk of coma 

after a failed turning attempt. The "mind" part is, fortunately, of 

little importance, on most worlds. However, the Demiplane of Dread is 

far from being like most worlds... Exorcists, when faced with extreme 

circumstances, may react with more strength of will in certain cases. 

This translates to game terms with modifiers to their Fear, Horror and 

Madness checks, as follows.

 1) Fear: +2 bonus (also note bonuses vs. fiends and undead, above).

2) Horror: +2 bonus.

3) Madness: -4 penalty.

 In a few words, the reasons are simple: exorcists focus on facing 

creatures of despicable horror and tremendous auras of fear. They strive 

to overcome these emotions, by training their mind to get used to them 

and ignore them.

However, this pathes the way for a certain fragility of the psyche. The 

exorcist slowly succumbs to his or her sidelined emotions, and any 

sudden shock to the mind (such as a case warranting a madness check) may 

completely overturn it. 

To say the least, those who follow this path are playing with fire... 

Although in mechanics terms, I doubt the sub-class will be of much use 

(as in combat-wise), it could make an interesting role-playing 

experience, IMHO. After all, it is a variant of the cleric, which is 

very useful in RL. I think that NPC exorcists may be better, but if any 

player is brave enough to take an exorcist (role-playing the PC's utter 

dedication, fragile mindset --always on the border of insanity-- and LG 

alignment), then I would gladly allow it.

John Gabriel Power
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 Fakir

By Asplagis

Introduction

The fakir is a name given by people from the core lands to a number of 

strange individuals from the far off island of Sri Raji. These men are 

often seen on the streets performing all forms of "magic" acts. Some 

claim to charm snakes, other claim to cure diseases and others are 

capable of levitation. Natives of Sri Raji call them sorcerers and view 

them as entertainers, going as far as calling them street jugglers. But 

to the eye of an outsider, these men take on a whole new level of 

mystery. Some were taken back to the core to perform in a circus, 

carnival or side show of some kind. Most accept since the money they can 

make in the core is much more impressive than what they make in their 

homeland or because they know their tricks will amaze those people much 

more than the natives of Sri Raji.

The fakir is not the real name for this line of work, the name fakir 

comes from odd followers of Diamabel in Nova Vaasa. These odd men are 

often found standing on their heads or on one foot, praying and 

meditating for Diamabel. No one really knows why actually... They are 

also found in Sri Raji, in fact that's where the confusion started. Some 

visitors from Mordent saw natives of Sri Raji refering to fakirs and 

since to them street jugglers and the followers of Diamabel seemed 

pretty much like one and the same, they coined the term for both groups. 

For the purpose of performing in the core domains, the jugglers keep the 

name fakir, although in Nova Vaasa they revert to their original name of 

jadoowalla [Indian for sorcerer].

They are noted for their weird tricks and certainly they have caught the 

eye of many stage magicians who are curious about their odd tricks. The 

main reason being that these men perform on the street in open areas 

with no clothing except a loincloth and turban. Stage magicians have 

sleight of hand, fakirs have sleight of mind. But few stage magicians 

have accepted the idea that these men use some form of trickery unknown 

to them, they cannot understand or cope with the concept of fooling the 

mind without using their dexterous hands. Some go on long quests to 

persuade the fakirs of their worthiness so they may learn the tricks as 

well. In fact, many are convinced that fakirs truly hold magical powers. 

In a way they are right, many do hold sway to some magic, but a fakir 

would rather deceive with his mind rather than resort to magic.

 The Fakir Kit

 Allowed classes: bards, enchanters, psionicists.

Minimum requisites: Dex 12; Int 14; Wis 15.

Alignments: Any except chaotic (the mental discipline required to be a 

fakir is too great for the rather individualistic and pragmatic chaotic 

folks), many are neutral in some aspect or another.

 The kit itself is subdivided depending on the class of the character. 

Enchanters are often the ones who do the more "mystical" tricks, such as 

the magic rope trick or other feats which require mass suggestion or 

such.

Bards are snake charmers, fire eaters and do other more mundane tasks.

Psionicists are most likely to be the "faith healers" and mind readers.

As such I divided the kit into three parts- Bardic kit, Psionicists kit 

and enchanter kit.

Bardic Kit

 NWP: As a bard (minus the singing proficiency) and they often take flute 

and harp as favorite intruments to be proficient in. Also they get 

access to the following NWP at normal cost in proficiencies: religion.

WP: Any found in an Indian setting, swords are a common weapon of choice 

since they often double as props for their tricks. Spears are also a 

common weapon type for similar reasons.

Special advantages: Access to the special fakir proficiencies, gets 

access to the flash skills free (see later part for an explanation on 

fakir skills). Good reflexes mean he gets an AC boost of 2 points, 3 vs. 

thrown or missile weapons. 

Special disadvantages: Knows his lot in life and refuses to do anything 

to better it (or worsen it). He feels it is his goal in life to be a 

fakir, and as such he isn't allowed to live like a wealthy member of the 

higher caste. Also the fakir refuses to wear heavy armor (anything 

heavier than a leather armor) and lacks the rallying power of other 

bards. Fakirs block out magical sound attacks with the use of their 

music instead of singing.

 Description: 

Of all the different types of lesser fakirs (true fakirs are a rogue 

sub-class, described later) the bardic one is the flashiest one. He has 

an innate sense of showmanship like the others, but it is even keener in 

him than in the others.

While most fakirs shun clothing in general, these fakirs feel it adds to 

their shows. As such they wear red or blue suits made out of silk, of 

course, if silk is unavailable they find the next best fabric they can.

They enjoy showing off and using dramatics when doing their shows, so a 

contortionist might make painful grimaces in an attempt to get the 

public's attention even though he actually feels no pain whatsoever.

They are the fire eaters, contortionnists, snake charmers and even 

animal handlers amongst the lesser fakirs.

 Enchanter Kit

 NWP: As a mage with access to (at normal cost) : religion, local 

history, fast talking (and other proficiencies relevant to charming and 

suggestion). Gets hypnotism for free.

WP: As a mage, but prefers the knife or dagger.

Special advantages: Magic rope (as per spell) at second level, 2 uses 

per day/3 levels (2-3 = 2 uses, 4-6 = 4 uses 7-9 = 6 uses etc...). 

Access to psychology skills (see fakir skills).

Special disadvantages: As bardic fakir (except armor wearing). 

Persecution for dabbling in the forbidden arts of magic.

 Description: 

Of the three types of lesser fakirs, these fakirs are the ones that use 

their fakir skills the most, simply because their other talents are of a 

forbidden nature. They were all cunning men who wanted to perfect their 

arts of hypnotism and suggestion to a greater level. Magic was the key. 

They studied ancient texts and forbidden lore, they learned of things 

they shouldn't have known... Most of them forgot that terrible knowledge 

but kept what was useful and over the years, many young pupils have 

learned such arts in secret... While the general populace of Sri Raji 

thinks they are simply cunning individuals, the truth is that they hold 

sway over magic that makes their acts much more effectove.

Their tricks revolve around making people do things they never would 

under other circumstances, see things that are not there and other feats 

of mysticism.

All of them know the famous rope trick... fortunately, few ever get to 

be enchanters so their trick never loses its appeal.

They rarely wear much clothing and have a tendency at hiding all their 

objects of value in some secret hideout.

 Psionic Kit

 NWP: As psionicist plus access to (at normal cost): religion, local 

history, healing, herbalism.

WP: As psionicist, but would rather use swords (or daggers and knives).

Special advantages: Gets the cell adjustement power for free at the 2nd 

level as well as complete healing at level 4. Both powers cost 1/4 less 

PSP and he gets a +2 bonus with all checks for them. At level 8 they can 

use complete healing on another person once per week. Access to mystic 

skills (see fakir skills).

Special disadvantages: As bardic fakir, but will not use any armor at 

all. Must meditate for at least 3 hours each day or be unabale to use 

his powers. Prefers shunning violence, thus will rarely try and fight, 

unless the situation demands it specifically (a small number of 

skeletons appear and trap the PCs, a mad killer attacks him etc...). 

Must choose psychometabolism as his first discipline.

 Description: 

These are the mystics amongst the lesser fakirs. They are able to 

supress and cause pain, can cure illnesses and heal wounds. They have 

powers relating to manipulation of physical objects with their minds, 

reading minds... Those are staple Psionicist powers, but to an 

unsuspecting audience it looks like a true mystical showing. Often times 

they spare their usage of powers and prefer using more mundane methods 

of curing, such as rare herbs and concoctions. They are knowledgeable in 

the areas of medecine and have innate knowledge of how to make someone 

heal their wounds by thought alone.

They often preach non violence and prefer peace and meditation to strife 

and battle. They speak of philosophy and mind over matter... They are 

quite knowledgeable on many different philosophies and can discuss any 

of them with ease. A encounter with one of them can change your view of 

the world instantly.

Date: Fri, 24 Jul 1998 12:34:05 PDT

From: "first dragonball" <first_dragonball@hotmail.com>

new kits 2

Fakir Skills

 The fakirs all use a number of odd skills which are kept secret by them. 

All fakirs swear to never reveal their secrets and protect the ways of 

the fakir from prying eyes. These skills fall into three categories : 

flash, psychological and mystic skills.

The first refers to those skills which are closer to entertainment of a 

more mundane type. Although weird and certainly original, these talents 

are not very magical in nature. They are truly skills that are learned 

and not innate. We find fire eating and even sword swallowing as forms 

of this skill.

The second one refers to the knowledge of the other's mind and how to 

trick it. It ranges from simple visual tricks to acts of manipulation 

through words and even suggestion.

The third refers to those weird arts that are simply unexplainable. From 

levitation to spontaneous healing to esp, these skills demand a very 

well trained mind and body. But they are still tricks. Often times it is 

simple knowledge of physics and ingeniousity that make these tricks 

work, in rare cases the powers of persuasion are also used.

How they work:

 Exactly like NWP, only with each level a lesser fakir gains, the more 

his talents increase. But unlike a true fakir, the lesser ones have 

limits on their learning. first of all, each one has access to a 

specific set of skills and cannot master any others. Second of all, the 

knowledge of advanced skills are not known to them.

Flash Skills 

Fire Breathing (2d3 points of damage, raise dice type with each 2 levels 

after the first- d4, d6, d8, d10, d12, d20)

Fire Swallowing (knows how to protect himself from fire, can add +2 to 

his st. vs. fire based attacks if he prepares)

Sword Swallowing (can swallow large objects and unusual objects as well 

like glass)

Body Piercing (with spears and swords, can "fake" his death this way)

Sword Dance (agility with a sword, can parry with a +2 on his rolls or 

add 1 to his AC)

Snake Charming

Animal Training (as per proficiency only no need for a check with 

smarter domestic animals like cats and dogs)

Psychological Skills 

Manipulation of perception (see a good psychology book for such tricks)

Hypnotism (no checks needed for people with less wisdom than him)

Suggestion (check vs. charisma -3, automatic with hypnotised person, can 

make someone believe in an illusion, minor one, similar to phantasmal 

force)

Persuasion (can get someone to believe in something or agree with an 

idea, charisma check)

Emotional manipulation (similar to mage/priest spells dealing with 

emotions, charisma check)

Fortune telling scam (as real life fortune telling)

Mysic Skills

Better healing (as proficiency only heals 1d6 points and can diagnose an 

illness)

Bed of nails (can rest on a bed of nails, knows other such physical 

tricks, like "levitating on a chair", +2 on pain related checks)

Contortionism (can bend himself in various ways, could fit in ackward 

spaces)

Fortune telling scam

Animal handling

Hiding (can hide various objects in his body, usualy in his turban, 

loincloth, even body orifices)

various scams relating to pseudo mystical reasons (levitation, 

teleportation, disappearance etc...)

 

Note : Of course this list is incomplete, I could add other powers. 

These powers are for lesser fakirs (fakir kits) and not the fakir class 

itself. True fakir can use these powers and stronger versions as well.

Usage:

These powers are not all present in a fakir, but they can be. Fakirs can 

learn up to three skills at first level then they may add two for each 2 

subsequent levels, but using a proficiency can get the fakir earlier 

knowledge of a skill. They should learn all the skills fairly early.

Flash skills rarely demand any rolls, but are much easier to pull off. 

Mystic skills work in similar ways, although it may be good to roll a 

few checks once in a while. Psychological skills almost always require 

charisma checks.

You may consider that each level brings a better understanding of prior 

skills, meaning that a Fakir will be able to blow bigger fireballs that 

go farther at level 5 compared to when he was at level 1. There are no 

"rules", this was intentionnal on my part to leave you with your own 

interpretation.

They may be used as many times as the fakir wants, as long as he has the 

proper materials and time to prepare (hard to create a fireball with 

nothing but a match).

The final disadvantage of a fakir is that he is an outsider. They are 

pious men who believe in the indian pantheon, which may not bode well 

with the monotheist religions of the core. Also they look different, the 

core population (like Europeans of the time) are racist and quite 

frankly, they may not react weith respect for these "primitive" 

entertainers... Also, mysticism can be considered akin to magic in 

Tepest and other places where superstition runs wild.

 Asplagis

Good & Evil, Law & Chaos, & Fairness?

>Reading more and more of the messages with above headings as subject

matter, I got to thinking... Has

>anyone EVER played a lawful good or chaotic good thief? And if so, how do

you keep your morality and still

>function as a thief? Or, is it "against the rules" to play a thief if your

alignment is lawful good or chaotic good?

>You obviously can't backstab, or use poison, or steal, or lie, or bribe, or

commit forgery, or kidnap, or

>deceive, or pick pockets, or use cowardly throwing daggers, or ect...

>Karen

    I'm going to give you this answer as I run it IMC and everything in it

is IMO. Those who disagree and wish to discuss it, I will be more than happy

to do so with. Those who can't handle a mature discussion, or are too lazy

to delete messages- I'm sorry, but flaming is not going to get me to stop

discussions like the LoP thread...

    With that said, Karen (don't take any of that as directed at you) this

is my take on it. First, I need to go over my view of the alignments.

Lawful: This does not only apply to following the Laws of Society, but the

Laws of A personal code of conduct, or that of a smaller organization as

well. The live an orderly (organized) life, prefer not to be intoxicated,

and when they give their word- they tend to stick to it. NOBODY is flawless

in any alignment- these are just the general overview of the character's

attitude.

    A Paladin in a city where it is against the Law to do good is not being

"chaotic". He's following his own ethical code of conduct, and keeping the

vows that he took when he became a member of an order of knights. A LE

character in a city may very well kill someone. If he's sworn vengeance,

killing might be against the law- but he'll still hold to his oath many

times. If he's not taken any kind of allegiances or vows to uphold the laws

of a city does he really need to uphold them? He's probably prone to, but

what about when they go against his other oaths, vows, or ethics (the evil

part)?

Chaotic: By the very nature of Chaotic being opposed to Lawful, we've got to

make the presumption that a Chaotic character either doesn't understand the

need for laws, or doesn't understand them in general. He couldn't care less

about a personal code of conduct (unless it falls into his ethics which will

be covered in "good" below). He probably lives a fairly disorganized life

taking each day as it comes, and does what he pleases, when he pleases, how

he pleases. His word may be given freely or hardly ever and when it is given

he's not overly bound by it as honor means little to him.

Good: I'm not going to preach about what's good or not because all

DM's/Players have different views on this, but I'll state that IMC "Good" is

generally the Christian values and morals that have been set forth in that

religion- not on a letter of the law basis, but on the general meaning of

them... Good characters care about others, they try to do what is "morally

ethical" in situations, etc.

Alright, now with those alignment definitions set in mind, I present a

couple of Thief archetypes (sp?)

1.LG Thief. We've got a guy that follows the codes of the Thieve's Guild.

(Oaths of secrecy come to mind, and not betraying your comrades). He makes

sure that his word is gold- if he says it it's a given. Everything in his

life is as organized as he's capable of making it. He plans his "hits" out

to the greatest detail. He has no use for intoxicants (they make him lose

control), well we do have a strike against him I guess- he steals which is

against the Law of Society. Add in that he's a religious sort that either

worships a Thief Deity, or One that doesn't oppose thievery...  Well, that

was the Lawful end. There's no reason that there could not be a LG thief on

the above grounds any more than a LN, or LE one.

    Now, on the good end of it... This guy doesn't steal from just anyone,

he carefully scrutinizes the target of his theft to make sure that he

doesn't take so much that they can't survive. Maybe stealing only a fraction

of their possessions. He gives excess funds to the poor and needy, sends

impoverished children into some of the schools, and works regularly to bring

people out of "impoverishment". Now he's good...

2.CG Thief. This guy doesn't care about the Thieve's Guild laws any more

than he does the City laws. He didn't take an oath, he doesn't feel that

they bind him. (Of course he's also loathe to give a promise, but probably

tries to hold to it when he does. Although, being chaotic he often isn't

capable of bringing himself to do so. Then he feels guilty, but does not do

anything about it- still, his heart's in the right place). He doesn't worry

about organizing his life, and planning thefts- "What's that?" he's a thief

of opportunity that takes what he wants, when he wants, when it's available.

He doesn't plan out the day, he just lives it a moment at a time.

Alright, at this point he's no different than a CN or CE thief right?

    When he notices that his thefts have hurt someone, he's inclined to try

and make up for it somehow. The beggar with those homely eyes begging for a

bite to eat right after he's made a score? Yeah. I'll toss-em some coins so

they can eat. Hey, maybe a little extra for some shoes too.

    Alright. These notes are in response to backstabbing, poison, theft,

lying, bribery, forgery, kidnapping, deceit, picking pockets, and using

"cowardly weapons" most of these apply equally to a Lawful and Chaotic good

thief.

Backstabbing: The Lawful guy generally follows guild code. Hey, rivalry must

be declared between thieves, then it's anything goes. The Lawful guy knows

that the other thief is going to backstab him if he gets the opportunity.

Fighting at a disadvantage is a no-win situation. He might not like it

(good), but it is law (Thieve's Law)...

The Chaotic guy, he there's no such thing as a "fair fight". I didn't start

it, but I'll finish it. I don't like it, but if I don't he's going to do it

to me. Or maybe, there's no planning. There's the Knight. The only flippin'

chance I've got of getting out of here is to take him out and if I don't do

it- he'll kill me...

Poison: IMC, you've got a point. NO GOOD WILL EVER USE POISON unless it is

virtually painless, like a sudden slit throat :-) --- Most medieval poisons

were not immediate but could take months to kill someone with declining

health the entire time, they were quite painful and I think that that's why

TSR made poisons against moral codes (Not that they disadvantage the

opponent).

Theft: This cannot always be put into a good/evil connotation. There are

times (even biblically) where theft was committed for good purposes. But, if

this is the only strike against an otherwise good character do we take away

good because of it?

Lying: This is a matter of honor, not a matter of ethics. Unless you believe

that there are no "good" lies that say you let someone believe, or tell your

children to protect them, or a friend to keep them from doing something

stupid. Deceit is a matter of Law/Chaos not Good/Evil. When we talk about

deceit and treachery in regards to the Fiends, we're not speaking of the lie

itself, but more often what the lie leads to...

Bribery: Paying someone to do something is called "hiring". When you "hire"

someone to do something that's against the law, it becomes bribery. This,

again, is a matter of Law/Chaos, not Good/Evil and it depends on what "Legal

code" the thief has chosen as to whether he's breaking a law.

Forgery: This can be used for many good reasons, and for many lawful ones as

well. Immediately coming to mind is a friend who's trying to get a couple of

friends back together after they've had a fight. The friend forges a letter

to each- an apology. Now, this may fit into a deceitful/evil act in many

DM's opinions, but isn't it also the "good intent" that makes the character

good? Especially if this is the only way the character can see it happening.

A good Paladin went to odds with an Evil warlord and was captured in the

process. The good thief in the party is trying to get him out of the

dungeons of the keep before execution day. He forges a document for the

Paladin's transfer/release- and this allows an escape. Evil? Chaotic?

Neutral?

    The latter example, of course, may very well have a chaotic thief not

really making any plans once the Paladin is freed, or not having any kind of

contingency/back-up plan if plan-a fails, but that's chaos for you :-)

Kidnapping: Let's see... Not generally considered a good act, but again if

it's the only strike against him... Alright the difference: If the character

is good- he has no intent to cause harm if the ransom isn't paid. The

Neutral (Especially LN) will kill out of principle/spite/rage if it isn't

paid, and the evil will kill, take the money, and leave.

Deceit: Generally covered under "forgery" above as forgery is a type of

deceit.

 Picking pockets: Are you evil for picking a pocket? Let's see, the Wealthy

noble rake just beat up so and so... Charges against him aren't going to go

anywhere (He's noble and so/so is just a peasant)- he also took a treasured

momento when he did this act. Steal it back? Evil? We've got to get that

note in order to solve the puzzle that will keep the dragon from emerging

and destroying the city...

    Now, all of these examples were immediately what came to my mind- as

though I were running and a PC were asking if he could play a LG or CG

thief. Of course I'd make him give me these types of answers before I even

considered it.

    I think there are many things like the Scarlet Pimpernel, Zorro, Robin

Hood that could give some really good ideas on how a thief would use these

skills in good ways. Also, they may have learned them from earlier/wilder

days, gone through an alignment shift, and now use these skills only to aid

the party in the local dungeon crawls, and such...

Hope this helps.

Later.

Jesse.

vanquer@softhome.net

ICQ. 8004143

Date: Tue, 28 Jul 1998 19:15:14 -0400

From: "Mark Pickett" <rabidchild@wave-net.net>

New Sect of my design

Here is this new sect that popped into my head at work today.  Depending on

what you guys think, I will probably submit it The Mimir.  Please note that

I plan to add more to this, such as info on the factol, etc.  I appreciate

any suggestions!  Anyway, here it is...

The Society of True Believers (The Missionaries, The Preachers)

Sect Philosophy:  The powers, they're the end all and be all of high-ups in

the multiverse.  Any berk that tells you that there is something beyond the

veil is a sodding idiot!  The power that you follow should define your

entire existence, for that power controls your life.  You receive the gift

for your labor in the afterlife, when you join that power in his realm. 

Until that day, live to serve your power by not only devoting yourself to

him, but by encouraging others to devote themselves to him.  Sure, this

means converting some from other beliefs to yours, but we, the Society of

True Believers have a much important and common enemy, those that worship

no power at all!  These villains, who claim to be priests of "The Great

Unknown" or some nameless natural force, are the bane to those of us who

wish to serve our power.  They must be stopped, or else  we shall lose all

worshippers to their evil ways.  Convert them, neutralize them, do whatever

it takes to end the existence of such pagans as the Athar.  When the day

finally comes when such types no longer exist in the multiverse, we will

all be free of our enemy.  

Brief (soon to be added to) history:  One might wonder how an organization

such as the Preachers came into existence.  After all, it's not that often

that worshippers of totally different powers can work together.  Well, it

just so happens that a proxy of Zeus (I may change the good I chose) that

lived about 200 years ago approached his power greedy god about the danger

of non-believers in the multiverse.  Zeus then approached his pantheon

about the issue, and eventually held a counsel with other gods about the

problem.  In the end, the proxy formed the Society of True Believers.  The

reason the organization can survive is because Society members only work

together for the expressed purpose of dealing with non-believers.  While

Society members believe that those that do not worship are the greatest

threat, they still realize the danger of powers that conflict with their

own.  If they ever did achieve their goal, the sect would break up

immediately.

Primary Planes of Influence:  The Preachers are fairly evenly spread among

the Outer Planes, as these planes all contain more gods than the others.

Allies:  This is highly dependent upon the god of the sect member.  A

Missionary that worships Loki would find friends among the Xaositects, one

that worships a god of death would be at home with the Dustmen.

Enemies:  The major enemy of the Preachers are the Athar, as well as any

atheist or person who worships something other than a power (ie nature). 

The ideas of the Godsmen, that anyone can become a power, also conflict

with The Society of True Believers.  Same goes for the Signers.

Eligibility: Anyone the displays a great devotion to the power they worship

can join.  However, priests of this sect may not worship anything that is

not a power (ie nature) or a group of powers, if they worship a pantheon. 

Religions with more straightforward Powers, such as the Greeks and The

Norse, tend to be more frequently represented in the Preachers.  The older,

more aloof pantheons are underepresented, such as the Vedic and the

Sumerian.  

Benefits:  Priests in the Missionaries may cast one spell per day as if he

were 1+1 per 3 exp levels higher, up to a maximum of +5 levels, due to

their strong devotion.  Non priests may cast one 1st level priest spell

appropriate to their powers portfolio (ask DM) per day, with their exp

level being their casting level.  

Restrictions: A Missionary will never take any action that does not have to

do with serving his power.  Missionaries will never open a business,

accumulate treasure (they will give it to their church). The only exception

is if the power's portfolio include entrepeneurship, etc. Unless they are

on a mission for the Society, they will never accept priestly magical

assistance from those of other faiths.  

Well, what do you think?


Mark

Date: Wed, 29 Jul 1998 03:40:51 EDT

From: Rasgon@aol.com

Lords of the 9: introduction

I was dissatisfied with the way the rulers of Baator's nine layers were

currently described (or in some cases not described).  Deciding to take the

best from every description I could find, I made the following revision.  It's

based on work by the following authors: 

John Milton

William Blake

Madame Blavatsky

E. Gary Gygax

Ed Greenwood

Neil Gaiman

Colin McComb

Alex Roberts

Will McPherson

Various demonologists and theologians throughout history.

Whoever wrote that "Politics of Hell" article in an old Dragon (#28).

Date: Wed, 29 Jul 1998 03:41:26 EDT

From: Rasgon@aol.com

Lords of the 9: Mephistopheles

Mephistopheles is next

Mephistopheles

Lord of the Eight Hell

Baron of Cania

Aliases: Mephisto, Mephistophilus, Mephist, Molikroth

AoC: knowledge, poetry, music, beauty, delight, power, pacts, pleasure, time

Superior: the Dark Lord

Allies: Dispater, Mammon

Rivals: Beelzebub, Moloch, Leviathan

"I like to play with the mouse before I eat..."-- Mephisto

Next to the Ninth, Mephistopheles is the subtlest of the archdevils and the

one who delights most in plotting and intrigue.  Unlike the other lords of

Hell, he makes certain his names are in most tomes available to powerful

wizards, daring all to tummon him or his servants.  It is said that he brought

more than one civilization crashing into Cania with the influence gained from

his dark pacts.

Next to Belial, he is the very youngest of the Nine.

Mephisto is a tall, heavily muscled humanoid with large wings and blue-black

skin, though he may make himself appear fat and clownish if it pleases him.

He dresses like a fop, wearing Sigil's latest fashions.  His primary source of

amusement is torture.  His voice is whispering wind.

Mephistopheles has no priests.

Date: Wed, 29 Jul 1998 03:42:11 EDT

From: Rasgon@aol.com

Lords of the 9: Astaroth

The last one, for now

Astaroth

Former lord of Hell

Alliases: Gargoth

AoC: reptiles, sloth

Superior: Lucifer

Allies: the Dark Lord

Rivals: none

When Lucifer quit his job as monarch of Hell Astaroth left with him, deciding

cutthroat politics wasn't his game.  Instead, he made a deal with Azazel to be

Hell's ambassador to the Prime Material, an office he has served well.

Both Mephistopheles and Beelzebub would literally give their arms to gain

Astaroth's support against their rivals.  Astaroth has thus far refused to

become involved.

Of the baatezu, Astaroth respects only Azazel and Mephistopheles, who he

thinks of as a yonger, more ambitious version of himself.  In truth, though,

he feels loyal only to Lucifer, whose location he may or may not know.

On the Prime, Astaroth allies himself with blue dragons and is usually found

with several vipers wrapped around him.  He resembles a deva, but with dragon

wings and a rakish mustache.  When he thinks to, he tempts souls into the form

of law nd evil.   Exactly what communications he makes to Azazel are unknown.

Astaroth has no worshippers.
Date: Wed, 29 Jul 1998 03:41:40 EDT

From: Rasgon@aol.com

Lords of the 9: Bel

32nd in my ongoing search of the rulers of the nether regions

Bel

Lord of the First Hell

Warlord of Avernus, the Thunderer

Aliases: Belath, Belos, Bael, Baell

AoC: Battle, treason, machismo

Superior: the Dark Lord and the Dark Eight

Allies: none

Rivals: Apollyon

Bel was Apollyon's pit fiend warlord.  Frustrated by the Destroyer's treatment

of her subjects, Bel secretly organized a coalition to overthrow her and set

himself in her place.  While the Locust King was off luring mortal armies into

the evil's fold the legions of Avernus surrounded her palace.  After

imprisoning her in her own dark webs, Bel thought his future was ensured.

It wasn't as easy as that.  Not only must Bel deal, as Apollyon did, with

rogue devils exiled from the lower layers but he is still technically beholden

to Hell's Minister's of Culture (the Dark Eight) and must continually send

reports to Nessus and do their bidding as well.  As a result, he has no time

to gain any permenent power base.  He has no way of dealing with his neighbor

Tiamat, who is clearly plotting to free his predecessor.  He is completely

weak and pliable and knows it, and realizes further that this is likely the

only reason the other Lords allow him to live.

Bel is a gigantic muscular warrior dressed in practical but imposing armor

with a particularly impressive crest.

Bel has no priests.
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From: Rasgon@aol.com

Lords of the 9: Belial

3rd in my series of detailed archdevils and helllords

Belial

Lord of the Fourth Hell

Lady of Phlegethos, Lord of Pain and Suffering

Aliases: Beliar, Feliar, Fierana

AoC: lewdness, licentiousness, lawlessness, bribes, mischief-makers, rapists,

assassinations, fire

Superior: the Dark Lord of Nessus

Allies: Moloch, Beelzebub, Pyremius, Talona

Rivals: Dispater

"Belial of Sodom & Gomorrha, obscure Demon of Bribes and Secret

Assassinations, not worship'd nor ador'd, but with a finger on the lips & a

back turned to the light"  -- William Blake

Belial is by far the most beautiful of the archdevils.  It seems to be a

solar, androgynous and fair with large slanted eyes like shimmying fires.

Despite its appearance, though, Belial was never an aasimon.  Baatezu born and

bred, Belial (the "worthless one") delights in all that is hollow and false,

especially when used to satiate or inspire its cruel and unnatural lusts.

Belial also uses any means at its disposal to break down existing social

orders and replace them with its own harsher ones, which is why lawbreakers

are known as "sons of Belial."

Belial's consort, Naome, is of equally indeterminant gender.  It is doubtful

if either of them could father offspring.

On its home plane, Belial spends most of its time lost in the boiling magma,

its moods seemingly capricious.  Make no mistake, though, Belial's about order

and follows patterns very clear to itself: the order of a a thieves' guild or

a prison.
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Lords of the 9: Dispater

1st in my revisions of the Lords of Baator's Nine Layers

Dispater

Lord of the Second

Archduke of Dis, "blind one"

Aliases: Papa Ghede, Lord Heck

AoC: Cities, Wealth

Superior: Dark Lord of Nessus

Allies: Mephistopheles, Mammon, Old Reg

Rivals: Belial, Beelzebub, Moloch

Dispater is tall and sophisticated looking, dressed in a formal suit; he has

two subtle horns, a thin tail and a hoof, but looks mostly human.

Though never a native of the upper planes, Dispater is still one of the oldest

of archdevilkind.  It seemed that no sooner had Lucifer begun promoting pit

fiends than one of them set up shop in Hell's second circle and created a

thriving city and mercantile empire.

Dis is a harrowing place filled with gloomy towers and iron-hot walls.

Dispater's tribe buys and sells treasure and souls.  Unlike Mammon's rhyming

servants, the inhabitants of Dis feel no need to hoard their winnings: their

only goal is status for its own sake.

Dispater specializes in corrupting cities and city dwellers on other planes,

inserting his law deep in their hearts and watching it spread, hopefully

dragging the whole burg into his layer.

Dispater allies himself with his fellow sophisticates Mammon and

Mephistopheles, and they've been known to share a drink from time to time.

Dispater prefers rum, mixed with something that once screamed.

The priests of Padre Dis get their spells (in an orderly manner) from Old Reg,

a power of absolute Law who lives in Baator, orchestrating his personal blood

war against the lords of Chaos.
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Lords of the 9: Moloch

Why not Moloch?  Malaguard is the name of Beelzebub's palace, berk.

Moloch

Lord of the Sixth Hell

The Hag Countess of Malbolge, "Horrid King," "Abomination"

Aliases: Malebolgia, Reno

AoC: Blind wrath, human sacrifice, holocausts

Superior: Beelzebub

Allies: Belial, Huitzilopochtli, Chemosh

Rivals: Mephisopheles, Dispater, Mammon

"His burning idol all of blackened hue

In vain with Cymbols ring

They call the grisly king

in dismal dance about the furnace blue"   -- Milton

"Molech rejoices thro' the Land from Havilah to Shur: he rejoices in moral law

& its severe penalties"-- William Blake

In her true form, Moloch is a shadowy alien reptile a hundred feet tall, all

claws and horns and razor teeth.  She customarily takes the form of an old

arthritic hag with the strength of a titan.  In various forms she visits the

copper citidels of her plane; if the inhabitants do not respond appropriately

the burg is destroyed in a vast inferno and servants are dispatched to build

another.

A vassal of Beelzebub, Moloch is the replacement for Count Beherit, who was

destroyed by the Dark Lord for disobeying restrictions on the elevation of

devils.

As chief executioner for the Lord of the Flies Moloch was selected to rule the

plane in her master's absence.  Thus, the Hag Countess is extremely wary of

superiors and moves around constantly.

On the Prime Material she tries to tempt mortals into exterminating each other

and to participate in human sacrifice.  Her "pale priestesses infolded in

Veils of Pestilence" (--William Blake) gain their spells from the Krynnish god

Chemosh.
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Lords of the 9: Lucifer

I know this is more than nine

Lucifer

Former Lord of the Ninth, Ex-King of Hell

Star of Morning, Child of Light, "Light Giver," the Advesary

Aliases: Shaher, Satanas

AoC: Power, ungodly enlightenment, retirees

Superior: none

Allies: Astaroth

Rivals: none

Lucifer was the most favored of God's servants.  

Lucifer rebelled, believing he could better rule himself.

Lucifer was given that chance.  He was cast out of Heaven and given the task

of establishing divine order in Hell.  With the aid of several powers of

Acheron, including Hextor, Lucifer and his minions cleared the layers of their

native race, the Elder Hellions, killing them or driving them beneath the

surface.  Only their young, the infinite nupperibos, remained.  Lucifer than

directed a task force to design a new race to populate Baator's vasty depths.

The task force survives to this day and is responsible for the modest changes

in each "generation" of devils.  Since an undisclosed number will be forced to

take on whatever shape they design, each member of the team is very

conservative in their plans.  The basic baatezu form: wings, hooves, scales,

horns, and all, is said to be modeled on the true form of Lucifer himself,

though no one knows for sure.

Chafing under Satan's reign and eager for more power, Baalzebul forced Satan

to accept Azazel and himself as co-rulers.  Lucifer managed, by playing his

rivals against each other, to regain his position, but abruptly quit, tiring

of the game, and decided to seek the Holy Grail in hope of redemption.

Lucifer's current whereabouts are unknown.

He no longer has priests; all worship of Lucifer is accepted by the current

Dark Lord of Nessus.
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Lords of the 9: Leviathan

Again with my roster of new and old bad guys from Hell

Leviathan

Lord of the Fifth Hell

Prince of Stygia, King of the Proud, Sovereign Power, Crooked Serpent, He Who

Folds Back on Himself, Wriggly One

Aliases: Levistus, Geryon, Geryoneus, Geryones, the Beast, 666, Sorath,

Baphomet

AoC: Fraud, dictators, bullies, polititians, feral nature, naval warfare

Superior: the Dark Lord

Allies: none (Sekolah)

Rivals: Mephistopheles, Set

The great Beast called Leviathan (or Geryon to those who favor the Olympians)

swims through the icy waters of Stygia, a horrid compound of human, bestial,

and reptile with a sting.  Some say he grew from the very substance of Baator,

spontaneously generated from a loophole, and devoured the previous lord of the

Fifth (Some suggest it was Dagon).  Whatever the case, he is a lord now.  The

most blatantly hostile of the Hell lords, he plots against all the others, but

has his eye especially on Mephistopheles' Cania while watching paranoically at

Set on his home turf.

Leviathan has a palace on an enormous ice floe, where he keeps his servant

Amon. On the Prime Material, Leviathan enjoys infiltrating large governments

and secretly manipulating whole nations.  World leaders kiss his ring and call

him God.

On land, the Beast manifests himself as a savage warrior with three bodies, as

a catlike creature with seven heads and ten horns, or as a tall horned

humanoid.  The latter causes some to confuse him with the Abyssal ruler

Baphomet, especially given Leviathan's fondness for using minotaurs as

servants. Minotaurs roam the bergs of Stygia tending vast herds of stench kine

for their master.  To what ends Leviathan fosters this deception is unknown.

Priests of Leviathan gain their spells from the sahuagin god Sekolah.  No one

knows why, because Sekolah won't talk to anybody.  Such is Hell.
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Lords of the 9: Mammon

2nd in my series of revisions for the 9 rulers of Baator's cruel layers

Mammon

Lord of the Third Hell

Viscount of Minauros

Aliases: Maymon, Naamon, Minauros

AoC: greed, materialism, wealth, avarice

Superior: the Dark Lord of Nessus

Allies: Mephistopheles, Dispater, Kurtelmak, No Cha

Rivals: Beelzebub, Moloch, Belial

Mammon is the result of a unique experiment in the history of the Hells: a

minor incarnate was transformed into a lemure.  The entity, a spirit of

covetousness, was at first deemed a failure by its superiors when it refused

to do anything, even to move.  However, it was promoted immediately when it

was revealed that it had been hoarding larvae: it collected hundreds and was

storing them within itself.  Mammon did not ascend quickly by baatezu

standards, but ascend he did.  It is known that she spent time as an abishai

and an erinyes, collecting a vast number of souls for her masters.

Eventually, as a noble he managed to acquire the deed to Minauros in a shady

business venture ("I've got some swampland in Minauros I can sell ya...")

Mammon is a grotesquely fat baatezu, looking something like a pit fiend but

with his legs almost atrophied and his face buried in rolls of blubber. His

tongue is forked; he speaks in a sibulant whisper, using riddles, puzzles,

rhymes, alliterations and esoteric allusions. His servants imitate him, even

going so far as to make rhyming ability a prerequisite for status.  They use

greed as a weapon to gain power on the Prime Material and to manipulate the

yugoloths.

It's rumored that Mammon spends most of his time wallowing in Minauros' muck

counting his wealth in his head and plotting for more, and that his consort

Glasya is the true power there.

Priests of Mammon get their spells from Kurtelmak and No Cha.  In exchange,

those powers get wealth in one form or another, and alliance.

Date: Wed, 29 Jul 1998 03:41:59 EDT

From: Rasgon@aol.com

Lords of the 9: Beelzebub

Next in my revisionist Lords of Heckfire baatezu style

Beelzebub

Lord of the Seventh Hell

Archduke of Maladomini, Lord of the Flies, Crafty One

Aliases: Lukhavi, Apomyios, Achor, Tiriel, Baalzebub, Baalzebul

AoC: Pride, flies, souls, humanity, technology, diplomacy

Superior: Dark Lord of Nessus

Allies: Moloch, Belial, Set

Rivals: Mephistopheles, Dispater

Once a prince of the Seraphim, he was cast from the Holy Mount when his

excessive vanity caused the death of many archons during the War in Heaven.

Tortured to death by the Fallen, everyone was surprised to see him reform as a

nupperibo.  Beelzebub ("Lord of the Dunghill"-- a mocking jibe at his former

status) ascended rapidly through the ranks, becoming second only to Lucifer

himself.  It was he who first loked upon the upstart Material races as

potentially useful.  It was his idea to replenish the ranks of Baator with the

souls of the damned.

Later, after a war in Hell Beelzebub ruled as part of a triumvirate with

Lucifer and Azazel.  Lucifer managed to regain control, then abruptly quit,

sending Hell once more into disarray.  Offering his supporters power,

Beelzebub became lord of the Ninth.  Unfortunately for him, Baator ("Baal's

Tor") simply cannot be run that way; power must be centrally held or rivals

will gain control.  That's what happened: Azazel seized control in a bloodless

coup, and the Lord of the Flies swore undying hatred.

Beelzebub schemes to regain the Hell he lost, and then, perhaps the Heavens.

In the meantime, he continues to fulfill his old role of bringing mortals into

the infernal ranks.  Lately he has taken an interest in mortal technology; he

believes he can use it to corrupt and control whole societies and bring them

into Baator neatly and efficiently.  

Beelzebub rules from the High House of Ammitiville in Malaguard.  He resembles

a humanoid with horns and and insect's compound eyes, or a disgusting maggot,

or a pig's head impaled on a spear.  His voice sounds like the swarming of a

million flies.

Priests of Beelzebub actually get their spells from Set.
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Lords of the 9: Apollyon

Here we go (again)

Apollyon

True Lord of the First Hell (imprisoned)

The Destroyer, Mother of Spiders, the Locust King, Angel of the Pit

Alliases: Appolion, Appolyon, Abaddon

AoC: locusts, spiders, evil war, corruption through the following of orders

Superior: none

Allies: Tiamat, Michael

Rivals: Lucifer, Bel

After the War in Heaven, it was deemed necessary for a loyal servant of Good

from to descend from Mount Glory to Baator in order to prevent the Fallen from

escaping or wrecking havoc on nearby planes.  The strongest of Michael's

generals, Apollyion, was chosen and was given the position of guarding Hell's

first layer.  Baator corrupts the best, however, and Apollyon was never that. 

The Angel of the Pit began creating special baatezu to aid her in punishing

the wicked inhabitants of her domain.  The Locusts, as they were called,

resembled a cross between gelugons, kocrachons and osyluths with insectoid

features and scorpion tails.  As time went by she began using them to herd the

baatezu into armies.  Her relentless crusade against the enemies of Law and

Good is said to be one of the origins of the Blood War (though there is

evidence that the conflict had been going on already for eons; that the Elder

Hellions had fought it, and the primal thought-creatures of the astral plane

had fought it before the Great Ring even existed).  The archdevils seized upon

this, immediately recognizing the use of a war in training troops,

strengthening loyalties, and determining advancement.  In addition, they hated

chaos as much as any archon, their malicious natures only heightening this,

and were eager to hurt it in any way they could.  

Apollyon continued to create locust and, later,  spidery servitors, and her

generals began to chafe under the rule of one they considered alien (though in

truth she was one no longer).  Lead by the chief warlord Bel, Amduscias,

Malphas and Goap surprised her.  With his subordinates orchestrating a siege,

Bel broke in and battled the weakened Mother of Spiders, ultimately binding

her in her own webs.

The jailer jailed, her minions exterminated, Apollyon was locked beneath the

throne of Bel in Avernus' deepest pit.  Even today her struggles cause

cataclysms and turmoil throughout the layer, but they grow weaker as Bel

bleeds off more and more of her energy. 

In ancient times the moon-god Sin, knowing Apollyon's reputation as a

guardian, entrusted her with Tiamat's Tablets of Fate to prevent the dragon

goddess from stealing them back and re-conquering Arcadia.  Now, struggling in

her prison, Apollyon is offering them back to their original owner in exchange

for freedom; the results of this pact remain to be seen.

Michael, Heaven's warlord, is said to be still favorably disposed towards his

old friend.  He too is attempting to break Apollyon out.

Today the Locust King resembles a vast serpent with angel's wings and dozens

of eyes.
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Lords of the 9: the Dark Lord

Being the Fourth of My Detailed and Noncanonical Lords of the Nine.

Azazel

Lord of the Ninth Hell

Dark Lord of Nessus, the Goat

Alliases: Eblis, Satanas, Asmodai

AoC: Vanity, Illusions, Mirrors, make-up, pride, despair

Superior: none

Allies: Leviathan, Bel, Tiamat, Iyachtu Xvim, Astaroth

Rivals: Beelzebub, Mephistopheles, Hextor

"one lot for the Lord and the other lot for Azazel..." Leviticus 16: 8-10

"Pleased to meet you, won't you guess my name?" -- Mick

The Dark Lord has survived for eons by keeping itself a mystery and enigma to

all, cloaked in deceptions and false leads  Half of the lands that know of it

at all think he is Lucifer; the other half  confuse it with Asmodus, the chief

of the Amnizu.    Indeed, Azazel encourages these rumors; it is certain that

none but those who Fell with him remember its true identity.

Before the Fall, Azazel was a free spirit, chief of those aasimon who served

in the Prime.  Descendents of this being still roam the planes, their aasimar

blood undiluted.  It is said to be one of the Twelve Ancestors of geniekind.

Azazel, though, was vain.  Seing itself as one of the greatest powers of the

multiverse (which it was), it refused to serve the mortal races, and so it

joined Lucifer's rebellion, and so it Fell.

Through political maneuvering and brilliant misdirection, Azazel rose as King

of Hell in the wake of Lucifer and Astaroth's defection.  Convinced its

primary rival was elsewhere, Beelzebub never so much as looked at Azazel until

it had already gained too many allies to stop.

In its true form, which no one sees, Azazel appears as a dark tear in the

fabric of the universe, filled with millions of all-seeing eyes and all-

devouring baatific mouths.  To others it may appear as a subtly horned human,

a pale black-eyed youth with melancholy aspect, an enormous scaly three-headed

hermaphroditic monster, an afrit, a multi-eyed cocoon, or any of a million

guises.

It retains its power by playing the various factions in Hell against each

other.  Azazel was responsible for the formation of the Dark Eight: desiring a

central control divorced from the other lords and completely in its power, the

Dark Lord convinced nine pit fiends to organize a bureaucracy to orchestrate

Hell's day-to-day affairs based in Azazel's palace of Malsheem.  To ensure

that none knew the group's purpose, Azazel had the group's founder Cantrum

killed.

Priests of the Dark Lord (usually known under one of his aliases) get their

spells from Tiamat, in return for its support and tolerance.

Hextor, a power of Acheron known as the Herald of Hell, dislikes the Dark Lord

because of his ancient alliance with its predecessor.

P.S. Asmodeus is boring (to me), and inappropriate for Overlord.  However, if

you have to use him, Azazel is listed in MMII as ruling an Abyssal layer, so

you could use it there.  I like it as a devil, though, even without Neil

Gaiman.
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Fiends summons and durations I

 Greeting Fellow Planars , Using the Demons I, II<heavily>, Planescape and

some of my own ideas I have come up with some rules I use for Fiends in

Planescape and Greyhawk.

 Some basic mythology concepts are used in my game that make the house

rules work, because they differ greatly from the official TSR version of

Fiends I decided to send them to you cause it helps explain the rules ,if

not interested skip to Fiends and their designated role

==============================================================================

 At the start of it all there was only Tharizdun and his first creations

the Barenloths his loyal servants and Lackeys. Some Eons later came a  big

bang sending a complete wave of light that made Oerth and the rest of

existance come into being and awoke all the other powers in the cosmos like

other gods.

 This provoked of course Tharizdun to Dominate all wiht his immense power,

but the new gods combined and banished Tharizudun to eternal slumber

beneath the waves of eternity. Only a handful of Barenloths had survived

the war of the gods, chief among them was Infestix, Arioch, Apomps, Moloch

and Melech and they decided to hide within the Nadir regions of the planes.

During some time the gods created living beings with souls and nurtured

them in their image.

 One day the gods realised that their Divine powers were being leeched away

each time they created something. Some gods realised that if they tended to

the things they created and had them reflect their essence "sphere of

influence" if non sentient and to make the living beings worship them they

also gained some energy.

 However they also discovered that when living things that worshiped them

died they gained a great amount of energy and new power. However some gods

decided not to wait for the living beings to die so killed them for their

energy. This provoked a war of the gods because each claimed to have dive

rights to the living beings. Three camps were founded those who favored

creation and the nurturing of cretion and the created. While there was also

those whom saw the best way to gain lost energy was to destroy it utterly

thus releasing it's energy back to the gods.

 Also there was a third group whom believed that both groups were correct

but needed to realise a balance had to be mainted for the gods to gain a

constant source of energy. However when the living beings died they could

not agree were most living beings would go so they fought each other over

the souls of the living.

The gods also realised during this war that some unknown force was hidding

in their shadows casting influence over them. Pholtus deciced to shine his

Celestial light to the Nadir regions of the cosmos and saw Fiends for the

first time.

 Having been discovered the Fiends attacked en masse against the gods, but

after a long battle Fiendkind had lost and had been cast into a god made

prison Known as the Infurnus a section that was made Below the Celestial

upper planes. The Gods realised that the Fiends could play a role in

existance and forced them to sign a compact that would enable them some

freedom from their Infurnal prison if they performed some task for the gods.

Because,  Fiends use sin as power. Every time a fiend convinces a mortal to

sin, that mortal unwitingly surrenders some of his or her soul. By

consuming this life force fiends are able to slowly grow in power and

ifluence.  The pacts that mortal sign away their souls for power are the

chief nourishement for the lords of the infurnus. Also some Fiends were

able to steal some power and able to rise above the compact restrictions

and become Fiendish demi powers or lesser powers themselves transforming

their infernal domains into home planes.

 All because they tricked mortal to turn their back on their Gods and to

instead worship them. The best example of this kind of Fiend 

                 is the Demon Abyssal Lord Pelor!.

 And gods decided to allow the Fiends to carry out their assault on mortal

souls under compact restrictions rules. The reason was because the fiends

would function as a measuring stick that would classify each mortal as good

or evil and thus determining the final resting place of his or her soul all

gods from all camps agreed to this purpouse and so did the fiends. Who had

been till this point locked in the Infurnus starving for energy and at

total war with each other until five known distict groups were made :

Demons<Tanar'ri> Devils<Baatezu> Daemons<Yougoloths> Demodands<Ghereleths>

and Sladdi each created by  Moloch Melech Infestix Apomps and Arioch in

that order. From that war came bitter ennemies Moloch and Melech hate each

other while Infestix and Apomps view each other with such hatred that if

defies description. Whereas Arioch embraced Chaos so fully he went mad with

insanity.

============================================================================

===

                   FIENDS AND THEIR DESIGNATED ROLE

Thus for the purpose of carring out temptations on mortal souls the gods

granted Fiends*~ permission to exit their lower planes with restrictions to

certain planes for the sole purpose of tempting mortals.

 Daemons tempt mortalkind for the sins of the flesh " greed,lust,power "

and all sins related.

 Demons tempt mortalkind for the sins of the

soul"blasephemies,heretics,cults" and all that relates to it. 

 Devils however are capters and propogators of the sins of the heart

"treacheries,betrayals and lies" and everything related. 

Sladdi are charged with the temptation of the mind "chaos,lies,insanity"

and all similar sins. 

 While Demodand are concerned with the Sins of the Blood "rage,hatred,wars".

The limitations planes for fiends to travel to with restrictions for the

purpose of capting sins are

Pandemonium(All fiends) Acheron(all fiends) Outlands(all fiends)

Mechanus(all fiends) and the Prime Plane(all fiends except Demons)

The methods fiends can use to enter these limitation planes differs

depending on the plane in question.

A. on Acheron they can use their innate abilities, portals, the great road,

the river Styxx, and gateways.

B.On Pandemonium they can use the same methods as those for Acheron.

C.On Mechanus they can only use gateways to enter this limitation plane for

temtings mortals.

D.In the Outlands they can use their innate abilities, portals, spells and

mortal summons to enter this limitation plane.

E. On the Prime Plane, Devils,Demodands, and Daemons can use their innate

abilities, gateways , portals, and spells to enter for the purpose of

tempting mortal kind.

*=Devils , can not enter the prime plane at will for the purpose fo

tempting man or by any means, except mortals whom summon them.

 But instead the gods granted them sole permision to tempt man in his

dreams by being the only fiends who are able to enter the Dreamweave of

mortal kind under compact restrictions for the purpose of temptation.

= Fiend Dukes, Fiend Arch Dukes and Fiend Princes can not exit their planes

at will or by any other means except summoning spells cast by someone from

the prime plane

               Compact and it's restrictions

*Can not use their innate abilities to leave or bring others of their kind

to the limitation plane they are on.

*They must veil their true forms at all times while upon a limitation plane

*Can not harm or otherwise interfere with any mortal without that mortal's

direct consent.

*Can tempt mortal to commit all kinds and manners of sin

*All sin must spring from a mortal's free will

*Can not force mortals to sin

*May attempt to posess a willing mortal at any time 

*May possess without contest any lost soul

*May attempt to posess any one person once a year

*Can stay upon the prime as long as their infernal masters will permit

*Can only return to the lower planes if destroyed, or ordered back from

their masters

Each fiend sent to a limitation plane for the purpose of temptation are

known as Captors. Each captor while upon the limitation plane drains some

energy from his infernal master. The amount each captor drains from his

lord varies depending on his type , numbers, and duration upon the

limiation plane.

The following chart demonstrates the costs in Flux the lords must spend to

keep their Captors of sin and souls upon a limitation plane.

Lesser Fiends after 10 days drain 80 flux per hundred of them

Greater feinds after 10 days drain 200 flux per 10 of them

True Fiends after 10 days drain 500 flux per single fiend sent.

After four deliberate and blatant acts of sin, a mortal's soul is lost. The

sins must be made with malice and forethought, and that the sins

drasticklly and adversly affect another undeserving person these types of

sins provoke a permenant loss of 1/4 of the sinners soul.

On the other hand lesser sins are those sin notable and intentional but

without intent to harm, he makes a save vs death modofied wiht a + 2 for

Good a + 1 for neutral if four saves are failed then the sinner looses one

1/4 of his or her soul considered permenant until the sinner atones.

Once a soul is lost it will go to the lower plane appropriate upon their

death, and while living they will be suffering costant effects from

Fiendish taits.

For possession-Fiends have the abality to possess any mortal within a range

of 6'. Once possessed the mortal loses all physical control of his or her

body.  And the fiend has all power,memories and abalities of the possesed .

The victims of such attacks can resist with a save vs death magic.

To escape possession a victim must have the fiend willingly depart, or

perform a exorcism by a priest of 12th lvl or higher who can cast remove

curse, abjure, banishement, or dissmissal upon the fiend

more info in next post,---------------------------------- flames,

comments?-----Roland " Proxy Herald Scion of the Demon Lord Pelor" 

Date: Wed, 29 Jul 1998 22:49:37 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

Fiends, summons and durations II

      THE BASIC RULES

 Fiends are also Blocked from entering the upper plane by god made sigils

and wards that forbid fiend kind from entering.

Fiendkind can however enter the astral, etheral, inner planes, and demi

planes under the free at will rules of conduct.

In my house rules game there are 6 fiendish roles each with differents

functions and stays upon a limitation plane.

1.Captor Fiends: The fiends who have this role can only enter a limitation

plane for the sole purpuse of temptation, while under this role they are

considered to be using compact restrictions rules of conduct. Captor fiends

can stay upon the prime or any other limitation plane for as long as their

infernal masters will permit. See part one for the cost in flux

2.Rogue Fiends: These are the fiends whom violate one , more or all of the

compact restrictions rules of conduct while upon a limitation plane, or

have escaped their infernal masters control and decide to stay on the

limitation plane. These kind of fiends are considered to be under the free

at will rules of conduct and can stay upon the limitation plane until

destroyed or captured.

 Because these Rogue fiends cost more to their master in the way of Flux

during the time they are upon the limitation plane it is no surprise they

are usually recaptured by other fiends!

3.Summoned Fiends: The fiends who have this role are those whom come to a

limitation plane because a mortal of that plane so desired. However the

proper method to summon fiends differs for each fiend type. Under this

condition these fiends are considered to be under free at will rules of

conduct until they are either forced or agree to serve their summoner.

Under that condition they are  under the servant rules of conduct. Their

duration upon the plane can last up to two years trying to accomplish their

given task(except Tanar'ri*) or until their task is done which ever is

shorter. For details see summons explained

4.Bound Fiends: Any fiend who has been summoned runs the risk of becoming a

bound demon. They are under the free at will rules of conduct until actualy

bound however. Once bound these fiends must abide by the servant rules of

conduct. Their duration is for effect eternal or unil freed, for details

check Binding exposed. Also bound fiends do not cost their masters any flux

during their stay upon a limitation plane

5.Liberated Fiends: All fiends with this role have escaped mortal control

or have escpaped a mortal prison confinement or any other kind of binding.

As a reward these fiends cost their masters no flux during their stay upon

the limitation plane and they operate under the free at will rules of

conduct for up to two years before they are wisked back to the lower planes.

6.Tasked Fiends: The fiends with this role are those who enter a limitation

plane through a pass gate portal and as such abide by the servant rules of

conduct. Their duration upon the limitation plane is almost indfinite but

costs their masters a set amount of flux , see Tasked flux costs chart for

amounts listed by type number and stay explained in the tasked fiends section.

*= Summoned Tanar'ri can only serve if lesser or least for up to 9 days or

until their service is done. While Greater and True Demons can stay for

only up to 9 hours or until their job is done.

In the next post details for summons, comments flames ?-------Roland

"Proxy Herald Scion of the Demon Lord Pelor"

Date: Wed, 29 Jul 1998 22:58:27 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

Fiends summons and durations III

                             RULES OF CONDUCT

   Servant rules of conduct.

*Can not use their innate abalities to leave or bring others in unless

ordered  to by their masters.

*Must obey the commands of their masters*

*All other compact restrictions rules are void

*= Only if the summoner knows the command words* of the fiends. Or if

Tasked fiends only the orders from their requester. Also Bound fiends must

only obey the orders of their jailer.

  Free at will rules of conduct.

*All compact restrictions rules of conduct are void

*All servant rules of conduct are void

*Must return to the lower planes at the end of two year or will suffer

Divine deletion from the wrath of gods

                          SUMMONS EXPLAINED

Mortals summon fiends for the purpose of gainind Knowledge on the arcane

spells and magic that all greater and true fiends possess. As well as for

signing pacts in exchange for power or service.

Conjuration of fiends brings only the weakest of fiends and can not be used

for making or signining pacts. And these fiends are only bound to the

limitation plane and the caster's control for as long as the spell duration

or until they are destroyed and sent back to their lower plane abode.

 To summon fiends a caster must have access to to summoning magic, to bring

forth a powerful fiend. Whereas conjuration magic is for least and random

lower planer beings who are not part of the four fiend types . Items, or

locates a gateway or portal.

 Also the caster has to gain knowledge regarding the command words for most

summoning spells of fiends if he wishes to command and exploit fiends for

power or else the caster will be forced to rely on weak conjured fiends.

                            DEFAULT FIENDS

  Also Demodands<Ghereleths> and Canoloths Daemons or Guardian Daemons are the default Fiends that appear when command words are unknown and a

summoning spell is still cast.

 One of the most Common fiends summoned therfore are the Demodands 60 % or

either Canoloth Daemon 25% or Guardian Daemon 15% since any summons spell

will bring them forth one of these types most of the time if the the caster

does not know the command words needed to bring forth the other types of

fiends.

                  Command words by fiend type 

 Daemons<Yougoloths> of lesser and greater status require that the caster

have knowledge of their true names and public names, to have their command

words. If however the caster has only one of the two components of the

command words than a default fiend will be sent in its place unless he uses

a spell that requires no command words.

 <Tanar'ri>Demons of lesser greater and true status require the use and

knowledge of their true names, to have their command words for each devil

of the chosen status they seek to summon. If the caster still summons a

Devil but has no knowledge of it's true name and uses only it's public name

than a default Fiend will be sent in its place unless the caster uses a

spell that require no command word to summon them.

 Devils<Baatezu> require that the user have knowledge of its true name,

public name and combination of sigils that represent it's name all three of

these things are needed to gain the command words needed to summon a

Baatezu<Devil> to a limitaton plane. If any one or two of the components is

unknown, or the sigils are drawn without precision a default Fiend will be

sent in its place. Unless a spell is used that does not require command

words to bring em forth to a limitaion plane.  

More rules in the next post-Flames comments?------Roland

        "Proxy Herald Scion of the Demon Lord Pelor"

Date: Wed, 29 Jul 1998 23:13:23 -0400

From: Roland Lamoureux <roland@cyberbeach.net>

Fiends summons and durations IV

                      TASKED FIENDS EXPLAINED

 Tasked fiends, can be of any type and act under the servant rules of

conduct while on a limitaion plane. What makes a fiend a Tasked fiends is

that it has been sent to a limitation plane through a passing gate portal.

A passing gate portal can only be made and created by one of the infurnal

princes or by one of the infurnal gods. However a important necessity for a

passing gate portal to come into being is that a being who is native to a

limitation plane desires such a gate and requests a infurnal prince that he

has interest in signing a pact for the service of Tasked fiends under the

requesters command. Also the requester must also be able to cast infurnal

Gate (lvl 14 a true Dweomer).

 Once created these permenant passing gates can permit as many fiends as

the Infurnal Prince will allow, because each one sent through drains power

away from the Infernal Prince depending on many factors that are detailed

in the Tasked Fiends flux cost chart.

Tasked least fiends after a 1000 days upon a L.P* drain 10 flux per 10 of them

Tasked lesser fiends after 100 days upon a L.P* drain 50 flux per 10 of them

Tasked greater fiends after 10 days upon a L.P* drain 60 flux per 5 of them

Tasked True fiends after 2 days drain 100 flux per fiend.

* = Limitation plane

side note: an example of this in a WoG are the fiends in the lands of Iuz

whom are tasked fiends , and Iuz himself is the requester and singned a

pact of service with two Infernal Princes his father and Pazriel

            TO GAIN SERVICE FROM FIENDS FOLLOW THESE STEPS

                            STEP 1.

Gain knowledge of the command words for the fiend desired.  Because this is

the best method since it forces the fiends in question to comply to the

command given to them once they have agreed to perform something for the

caster. However it must only hold to the exact wording of the agreement not

the spirit.

                            STEP 2. 

Choose to use spells to summon that need command words or not 

A. Exacation or Gate, both spells do not require the fiends command word

and can summon forh greater lesser and true feinds all of types, but

require carful planning due to the conditions each spell stipulates and

must be taken into consideration before casting therefore these methods are

only used in rare cases. However if the command words are known then these

spell are as effective as all the other summoning spells.

B.  spells that needs the command words.

True name

Cantofiend

Cacofiend

                            STEP 3.

 Master all Helonen Keys and Gates. Have protection spells and diagrams

ready. Note both Helonen keys and Gates of the same number are drawn the

same way only  that keys are traced or carved with either silver tools or

drawn with white pigments whereas Gates are traced or carved wiht Ebon

tools or drawn wiht black pigments

1st Helonen key= Magic warded double protection circle vs devils<Baatezu>

and any planar creature of good alignement

1st Helonen gate= imprisons or confines the same creatures that the key

protects.

2nd Helonen key =magic warded double protection circle with a triangle

centered used vs demons<Tanar'ri>, & all other planar creature affected by

a a protection from evil spell.

2nd Helonen gate= imprisons or confines the same creatures that the key

protects

3rd Helonen key = Magic protection circle and triangle vs creatures from

the Elementlal and Astral Planes, as well as being from the Outlands

3rd Helonen gate= imprisons or confines the same creatures that the key

protects

4th Helonen key= circled pentagram protects against evil other planar

beings except devils<Baatezu> but includes all demons<Tanar'ri> types.

4th Helonen gate imprisons or confines the same creatures that the key

protects.

               SPELLS USEFULL TO HAVE FOR PROTECTION

  spells that protect against any of their natural attacks

  protection from evil 10'radius

  Holy word

  Abjure  

  Dismissal

  Banishment

  Crown of flame

  Celestial protection

  Crown of Brilliance

  Crown of Glory

  Shield of the Archons 

                           STEP 4.

  Coerce the fiends into service by one of the three ways

1. By threatning the fiend with the casting fo harmful spell such as nether

spirtit wrack, Devils tribulation, Demons<Baatezu's> Bane, torment, Dolor,

Henley's digit of disruption, or any other spell that can inflict pain upon

fiends. 

 With these spells the wizard can force the fiend to swear an Oath to

follow a certain course of action or else suffer some more. This method is

dangerous since the fiend can seize upon any error in such bargain to spoil

the desired outcome or to simply kill the caster. Further the fiend will

hold great hatred for the caster once the caster has forced Obedience

through pain .

2. By offering tirbute (blood, sacrifices, propogation of major sins, the

founding of a cult in his name), the summoner may convince the fiend to

serve willingly. The caster is well advised however to have protection

magic and devices since the fiend summoned might regard the tribute as

insufficiant and decide to destroy the insolent caster.

 Even if the fiend is favorably disposed to the evil caster a tribute of

some sort must be made.

3.The summoned fiend can be threatned to be a target of Binding spells,

Ensnarement, prison of Zagyg or trap the soul spell, or eternal confinement

in a Helonen gate. This mehod is often used when the caster has no

knowledge of the command words for the fiend in question and resorts to a

threat of eternal prison unless the fiend complies to the desire of the

caster. The caster had better have all the proper Helonen keys and gates

ready. Because these spells are so hated by fiendkind that they will at

first attack the caster for daring such a thing to them. Often times a

Fiend will accept once it has seen that the caster is serious and capable

of confining it, but only to the letter of the agreement and never the

spirit and will hold this caster in special hate once it finishes it's task

and is sent back to the lower planes.

        TO GAIN SERVIVE FROM FIEND WITHOUT QUESTION OR PACTS

Trap the soul spell: With this method the wizard does not speak with the

creature or bargain for services, instead this spell attempts to trap the

fiend, and if the spell fails the fiend is simply sent back to the lower

planes. However if captured the fiend will remain inprisoned until the

owner of the confinement object breaks it open and frees the creature, at

which time the the caster can ask the fiend to perform a service before it

returns to the lower planes.

                             BINDINGS EXPOSED

 A binding spell enables the caster to securely imprison an other-planar

creature. The subject of the spell must already be confined within an

apropriate Helonen gate. The matherial componants vary depending to the

type of creature being impriosoned and the Type of binding attempted. The

duration of the spell  depends upon the type of binding and the effective

level of the primary caster. The primary caster can have up to six

assistants, of 3rd lvl or higher, in the casting of the spell. The

assisting casters add their levels to that of the primary caster as

follows: the primary caster's level is increased by one third the level of

each assistant of 9th level or higher. The primary's caster level is

increased by one for every assisant of 3rd to 8th lvl.

The creatures magic resistance is NOT effective against the spell, nor is

it allowed a saving throw if the effective level of the primary caster is

at least twice the creature hit dice. If less than twice as high, the

creature gets a saving throw versus spells, modofied by the type of binding

being used.

CHAIN BINDINGS: The creature is confined by restraints that create an

antipathy. This affects all who approach the creature, except the caster.

The creature is chained for one year per level of the caster.

BINDING OF SLUMBER: the creature is affected by a comatose sleep that lasts

one year per level  of the caster.

BINDING OF PRION GUARDIAN: The creature is teleported wihtin a magically

created prison often times to serve as a traped guardian, which must be

prepared previously by the caster. The creature remains there until

releassed by the caster or until the prison is broken by some outside power

or person.

MINIMUS CONTAINEMENT: The creature shrinks to height of one inch and is

teleported wihtin a gem that serves as a hedged prison. The duration lasts

until the creature is freed by person or force on the outside. While inside

the gem the fiends essence can be used to make staves more potent.

Special notes

: Dolor, Torment, both lower by -2 the saving throw of the creature if used

 before casting the spell Binding.

Each year a Fiend can attempt a save to break free.

 Also: IF a fiend is assigned a task that is impossible there is a 50%

chance that the fiend will break free from the caster's control ane will be

allowed to act under the free at will rules of conduct.

 Or if the fiend is a unwilling servant and must perform a task that is

going to take longer than a week's time, the fiend has a 50% chance to

break free of the caster's will as well.

Well there you have it my  rules, as they are used in my Planescape/WoG game.

note most of the spells come from Planescpae handbook and box sets, as the

rest are from PH 2nd edition book and the lost caverns of Tsojacant. Where

as the fiendish ways of living and acting come from the products of Demons

I and II and the Primal Order rule book from WotC and with  MMI amd 1st

edition AD&D DMG and the outer plane appendix and some helpful opinions

from greytalk.

summoning fiends is fun >:->~~~Roland, flames comments?

"Proxy Herald Scion of the Demon Lord Pelor"

From: "Albert Suckow" <aks5000@journey.com>

Faction thieves guilds

> I think it would be great if we could get a write up on these

>Faction "guilds."  (hint hint)

Here we go (off the top of my head):

The Athar

- --------------

Infiltrators: Steal from, vandalize, and otherwise terrorize temples and

holy places from within (a position of respect), or without (sneak in, grab

the relic, and run like Baator).

The Believers of the Source

- --------------------------------------

Martyrs:  Thieves who are willing to die in the name of faction belief,

SOLELY for the purpose of getting higher on the good ol' ladder of

evolution.

The Bleak Cabal

- -----------------------

Gossipers: Not that it matters, but the ones who use their hear noise

ability to pick up cant in the soup kitchens, etc. (and act on it)

Doomguard

- -----------------

I believe that a faction such as the Doomguard would have plenty of

assassins, murderers, pickpockets, snipers, and anything else that could

possibly cause chaos and destruction.  The Doomguard would have numerous

guilds.

Dustmen

- ------------

Stuck...

Fated

- --------

Pickpockets: They aren't called the, "Takers," for nothing.

Fraternity of Order

- -------------------------

Who says that the Guvners are all boring book-enclosed sods with no other

purpose than finding the ultimate truth (besides any non-Guvner)?  Darn it,

they are men of action as well, using all available resources to reallocate

their position in the hierarchy of the multiverse in its entirely seeming

omnipotence to those who would attempt to solve its intricate puzzles of

malevolent character... *long inhalation of the deepest manner*

How'd I do?  Continuing...

Free League

- ------------------

Darn it, that's what they want to do, you had better sodding not get in

their way (I suggest dual- or multi- class thief, warrior).

Harmonium

- ----------------

The Anarchists are infiltrating the lawful guilds, right?  Why not return

the favor?

Mercykillers

- ----------------

See Harmonium, above.

Revolutionary League

- ------------------------------

Self-explanatory, right?

Sign of One

- -----------------

The multiverse will give you what you want, but thinking combined with

action gets it.

Society of Sensation

- ----------------------------

Retrievers: Not dogs, they seek out and retrieve experiences to share with

the faction.  They can also utilize their skill for the purpose of finding

items, if required.

Transcendent Order

- ----------------------------

Body and mind in unison, the acrobats, archers, sharpshooters, joungleurs,

thespians, and mystics contribute uniquely to the faction.

Xaositects

- --------------

Why not?

Any other ideas?

- -The Herald
Date: Fri, 31 Jul 1998 15:20:44 EDT

From: Galzion@aol.com

Sipstrassi 

This is a kinda off-topic posting, but this is the only place that I can

access lots of people who might know what I'm talking about. 

David Gemmell (an excellent British fantasy author who tends to write really

bleak "we-have-no-possible-hope-of-survival-against-these-incredible-odds-

despite-the-fact-that-we-have-some-really-talented-people-on-our-side"

fiction) wrote a series of novels called the 'Sipstrassi Stones' series. These

include his working of the Arthurian legend ('Ghost King' and 'Last Sword of

Power'), the life of Alexander the Great ('Lion of Macedon' and 'Dark Prince')

and, most famously, the tales of the Jerusalem Man, Jon Shannow (set, it is

hinted, on an Earth after a nuclear war). I thoroughly recommend these, by the

way, as well as his Drenai series, and 'Knights of Dark Renown' (which has

possible PS uses).

I decided several years ago that I wanted to try and write up the Sipstrassi

stones as AD&D magic items; this post is the conclusion of my thinking on that

line. What I'm looking for, from those who have read the books and know the

stones as Gemmell has created them, is comments on how close I have got. And

as I say, this is the largest audience I have access to. To those who haven't

read the books - yes I know that these things are seriously powerful. But

that's how they seem to come accross in the books as well. They are little

short of artifacts, and should have that sort of power. 

Anyway, here it is.

Galzion

Sipstrassi stones are amongst the rarest items on Astillor, and their power

makes them highly sought after. No price can reliably be given for these

items, partially because they will almost never be available for sale,

partially because those prices (were one to be offered for sale) would be

heavily dependant on the remaining power of the stone, and those interested in

buying it. Basically, however, people have been known to almost bankrupt

themselves to own one of these stones.


Sipstrassi stones resemble small pebbles of gold roughly two inches in

diameter when they are new, although the nature of the material from which

they are made is unknown. As they are used, fine streaks of black start to

appear on the surface of the stone, and continuing use will cause these

streaks to widen, until a stone that is nearly exhausted is almost completely

black, with fine streaks of gold on it. It has been conjectured that these

streaks also extend to the inside of the stone, but as no stone has ever been

split open, this remains only a theory. In fact, nothing has ever been

recorded to damage a sipstrassi stone in any way, and it is also held that

they are indestructible.


The power of these items is formidable. They can only be used by spell

caster. For the purpose of this definition, spell casters includes not only

wizards and priests, but also rangers, paladins and bards of high enough level

to cast spells. When created, stones contain 2d100 spell levels. These are

removed from on a one-for-one basis; that is, casting a 5th level spell

removes 5 levels from the stone's total. Any spell that is attempted when the

stone does not have enough levels remaining (for example, casting a 7th level

spell whilst the stone has only 3 levels left) will cause the spell to fail,

and the stone's remaining levels to expire. When expired, the stone is

completely black, and has no value whatsoever. There is no way to re-enchant a

sipstrassi stone.


The spells that can be cast (with one exception; see later) is anything that the spell caster has access to. They do not have to have the spell in their

memory (and if they do, the spell is not lost from their memory). For wizards,

this means any spell in their spell book. For priests, this means any spell of

a level that they can cast in a sphere that they have access to. Material,

verbal and somatic components are not required. The caster merely holds the

stone in their hand and wills the spell effects into existence. Casting time,

and other spell parameters, remain unaltered.


The single exception to this rule is heal. All stones have the ability to

cast this spell, on either the user or another being in direct physical

contact with the user, regardless of the user's class. In fact, even those who

do not meet the definition of spell caster can use this effect, though only on

a successful Intelligence check at a -10 penalty. However, the cost for those

who cast this spell who do not normally have access to it (i.e.. all user who

are not priests capable of casting 6th level spells and with major access to

the sphere of healing) is always 20 spell levels. Note that priests who can

cast heal would pay only the 6 levels that the spell has, as normal.


The creation of these stones remains a matter of mystery. As it is known that they cannot be recharged, and that they are incredibly rare, the fact that there always appear to be some about would seem to imply that someone is

making them. The most common opinion is that they are created personally by

Chymera, Goddess of Magic, and then placed in the world to be used. However,

those who disagree with this theory point out that there is no motive given

for Chymera except that the stones promote the use of magic (and in that case,

why not make them common, argue the sceptics), and also that the priesthood of

Chymera seem no more likely to come across these items than any other. There

has never been a detectable pattern in where the stones are found; they seem

to come from almost anywhere on Astillor.

Date: Fri, 31 Jul 1998 20:11:58 -0800

From: Will McPherson <phandaal@shocking.com>

Planar Spell Books

Just thought I might share something interesting: a planar spellbook.

Please supply comments &/or criticisms.

Spell Book: Alhazadrin's Omnipotent Omnibus


Alhazadrin, who's exploits and adventures against the abyssal lords are

detailed in the Grey Book of Arricef, left only his Omnipotent Omnibus

as proof of his existance; all other remnants of his life were totally

obliterated by the powers he angered.


The Omnibus was created years before Alhazadrin's death, prior to his

campaign against the abyssal lords Demogorgon and Graz'zt. He designed

it with the purpose of creating a perfect collection of tools against

the Tanar'ri. It included spells that could overpower, bind, banish, and

destroy fiends. The Omnibus also included a few of his own spells, along

with a single enchantment devised by his apprentice Tousef.


Alhazadrin's first move against the two lords was to increase the

already deadly strife between the two. He sent five Tanar'ric minions

down to Azzagrat, the triple realm of Graz'zt. There they stole from his

palace one of his most favored swords, which they took to the Maw of

Demogorgon. When Graz'zt discovered his sword missing he ordered all

three layers of his realm searched. The blade was not found, and Graz'zt

suspected his arch-enemy Demogorgon, and with the aid of his spies saw

the weapon in the 88th layer of the abyss.


Demogorgon was not aware of the blades presence however, and when

Graz'zt minions came in hoards to take back the sword Demogorgon

repelled them with his Krakens and Sea dragons. Demogorgon and Graz'zt

both sent huge forces of their fiends against one and another, and the

armies clashed in bitter battle. It was during this battle that

Alhazadrin stole both common magical items and even artifacts from the

hordes of the two lords.


It was only then that Demogorgon and Graz'zt saw how the mortal had

fooled them into this battle, and they sent their retrievers to destroy

the wizard and recover their stolen property. These Retrievers came down

on Alhazadrin's magical fortress, and after they had taken Alhazadrin

returned to level the place. Tousef, Alhazadrin's apprentice and

companion, managed to escape with a few of his possessions and the

Omnipotent Omnibus.


When Tousef reached Sigil, he sold the Omnibus to an anonymous wizard

of the Fated. He used the money thus gained to pay for several body

guards that would protect him from the Tanar'ri that occasionally tried

to take his life. These assassins eventually succeeded, but only after

Tousef had written his experiences in the Grey Book of Arricef.


The wizard who had obtained the Omnibus continued to keep it for

several years, but lost it to the Baatezu Noble called Amon the Wolf.

Amon kept the Omnipotent Omnibus longer than any of it's other owners,

giving it up only after 100 years of use against the Tanar'ri.


Who, or what he lost it to is unknown, but the book has not appeared

since.


The appearance of the Omnibus is nothing less than astounding. The

covers of the Omnibus are made of spun silver, the title is sewn in from

threads of gems, and the pages are silver leaf. This use of silver is

intended to repel fiends, but these precautions seemed to have no effect

on Amon the wolf.


The dimension of the book are 2' by 1'6", and the Omnibus is 6" thick.

Multiple spells protect it, making it impervious to all forms of damage.

The spells contained by the book are: Magic Missile, Protection from

Evil/Good, Shield; Acidic Blast, Hedge Defenses*,Protection from

Evil/Good 10' radius; Acid Bolt; Tanar'ri Tribulation, Wisp Ward*;

Ensnarement, Spirit Wrack, Torsion**, Up the Abyssal Walls; Banishment,

Cacofiend, True Name; Binding, Trap the Soul; Soul Snuff**, Gate.

*Indicates new spell.

** These spells, for some reason appear to be flawed in some way and are

therefore unusable. It is thought that Amon the Wolf devised a refined

version of both spells, but these versions were not placed back into the

Omnibus.

Hedge Defenses(Alteration) 


Level: 3

Range: 40 yards

Components: V,S,M

Duration: 1 turn

Casting Time: 3

Area of Effect: One Tanar'ri

Saving Throw: Neg.


The Hedge Defenses spell is used to turn off a Tanar'ri's special

defenses. These include the basic immunity to poison, fire, et cetera.

The Tanar'ri to be affected is permitted a saving throw versus spells,

but may not roll magic resistance to block the spell. An affected

Tanar'ri is without it's basic immunities(see the introduction Tanar'ri

page on page 93 of the PSMC) for 10 rounds, or one full turn. It is

important to note that this spell does not affect Baatezu, Gehreleths,

Yugoloths, Least Tanar'ri, Guardian Tanar'ri, Abyssal Lords, or any

other form of fiend other than Lesser, Greater, and True Tanar'ri. This

spell cannot remove the basic Tanar'ri immunity to scrying and ESP.


The material component of this spell is the finger of a cambion.

Alhazadrin created this spell with hopes of making the Tanar'ri

vulnerable to poison, his weapon of choice.

Wisp Ward (Abjuration, Alteration,Divination)

Level: 5

Range: 200 yards

Components: V

Duration: 1 day/level

Casting Time: 1 turn

Area of Effect: 1 10’ cube/level

Saving Throw: None


The Wisp Ward   is one of the more effective tools of abjuration.  It

fills the area of effect, which is basically a wall-like structure, with

a invisible cloud of misty wisp creatures. These wisps are insubstantial

and resemble clouds of smoke if magically shown(detect invisible will

work). If anyone other than the caster, or those designated by him

passes through this wall of wisps, the caster shall be instantly aware

as to who it was, where they entered and when they entered. Should any

magic pass through the ward, the caster shall be instantly aware of it

as well. A Wisp Ward  cannot be dispelled by anything short of a Limited

Wish.


The wall of wisps formed by the spell consists of 10’ by 10’ by 10’

cubes, one for each level of the caster. These need not be in a wall

formation, and can form a cloud shape, a square surrounding a wizard’s

manse or citadel, or any number of things. The Wisp Ward can even be

spread out in patches throughout the spell-range. The spell was created

by Tousef, who was not entirely trustful of spells that warded against

specific beings. Supposedly he created a higher level version of the

spell that could repel enemies at the caster's option, but this was not

included in the Omnibus.

Date: Sun, 02 Aug 1998 22:17:58 +0900

From: caduceus@senet.com.au

Guide to the Ethereal and future products ...

First off, good to see Bruce Cordell working on the PS team. Loved his work

on the Illithiad and the first of the adventures that accompanied it. His

DRAGON magazine article on the mindstalker kit was also excellent. The

second adventure is also good and could be adapted as a sort of PS side

jaunt with a minimum of work (skip the first section and go straight to the

bulk of the adventure with a githyanki or githzerai sponsored research team

and consider the possibilities). The hints dropped about the third

adventure promise that it will be a fitting climax to the trilogy, with

further interesting revelations or speculations about illithid culture. So,

I'm looking forward to the Guide to the Ethereal (GttE)and hoping it lives

up to it's sister sourcebook, the Guide to the Astral - to me these two

planes have always been a key feature of the mystique of the planes. 

Monte's reply to this thread piqued my interest. That the PS team are

considering a book on the celestials (I know Michelle didn't *promise* this

exactly, but at least your'e all listening) is a tribute to the effect

repetitive hollering on this list can have. The presence of the PS team on

the list, despite our frequent and somewhat repetitive ramblings (can we

please leave the Takhisis/Tiamat thing and the good/evil debate alone

already?) is something that should be applauded.

*applause*

Now, I've just picked up "A Darkness Gathering" (ADG) by Mr Cordell and

"Vecna Reborn" (ideal for a PS side jaunt in the vein of "Maeltost" or the

"Vault" section of DG) by our own esteemeed Monteloth and I got to thinking

(yes, I know, always a dangerous thing for Jarkman but hear me out). There

was a reference in ADG that suggest that Mr Cordell has been reading up on

his PS material and several entries relating to the mysterious ancestors of

the various Gith races. I then remembered Monte mentioning that he would

like to develop certain aspects of the githyanki further to expand on the

Dream Well adventure in TotIS. Given that Mr Cordell is already involved in

PS and was the author of the Illithid sourcebooks and modules it seems

logical that this might be extended into some form of PS product. 

What I want to know from the PS team is this:

Are there any plans for a Gith sourcebook or section of a larger supplement

in the future?

There has been some clamouring for a book detailing the more chaotic races

of the Great Ring (albeit far less than that for a celestials book I'll

admit), including the githzerai and their cities amid the soups of Limbo.

Several people have commented on the list that they like supplements or

adventures with settings they can reuse or adapt to their own campaign

(such as the detail of Plague Mort from "Recruiters" or the Mortuary from

"The Eternal Boundary". The city of Shrak'talor would be one site that

could provide the basis for an interesting adventure that could be reused

in different scenarios.

It seems hardly fair that the githyanki be given such a detailed treatment

while their cousins are left largely unexplained (almost basis for a

genocidal war really :P). Such treatment makes little sense - after all,

the githzerai have become one of the main PC races of the planes, yet we

know little about their culture (yeah, they're dour, have a tendency to

become Bleakers, have an Anarch's Guild and are ruled by a wizard-king),

their religion (who was Zerthimon?  What's the caper with githzerai thieves

being some sort of religious cast? And how about the zerths - where do they

fit in?), their magic (surely a race struggling against the Slaadi of Limbo

would have developed their own set of magics in parallel to those developed

by the githyanki for surviving the Astral Plane) etc. etc.

And what about the mysterious ancestors of the githyanki and githzerai and

the revolt that reduce the Illithid Empire from a multiverse spanning

dominion to the pathetic scattering of isolated creatures that now exists?

You could run a whole campaign around this almost (hint, hint). (Hmmm, how

about that shifting in time effect used in Dead Gods ...)

Don't even get me started on the Gith of Athas or the Pirate Gith of

wildspace. Or the true fate of Gith as she deals with Tiamat in Baator. Or

details of the possibility of an emerging Githyanki-Psurlon war. In fact

it's probably too late for that ...

With the upcoming release of GttE and The Inner Planes to complete the

coverage of the "other half" of the PS setting after the appetisers

presented in the PS MCII appendix, it seems logical that PS returns to the

Outer Planes (mind you, I could keep lapping up demi-plane accessories

forever) and with it a treatment of several of the remaining major races

and their realms.

A book detailing the celestials would seem to be well received in the

future (as list opinion seems to indicate given that Jon's quick Quizlet

poll seems to support this). This would presumably cover the archons,

guardinals, eladrin and others Upper Planar creatures. The fiends have been

extensively covered in Hellbound and Faces of Evil particularly. The

modrons seem to have been pretty well covered  by GMM in conjunction with

Planes of Law, Monte's DRAGON article and the Planewalker's Handbook.

Tieflings and other plane touched offer limitless possibility already, but

no doubt any additional expansion would be well received. That leaves

slaadi, the githzerai and the rilmani. TotIS gives a little dark on the

Slaadi, the Rilmani and another ancient race of neutrality. The Rilmani,

the Spire and the Outlands probably deserve a boxed set to themselves if

anything were to be attempted. The githzerai and slaadi would be an

interesting sourcebook in its own right or could even slot into the once

rumoured "Factions of Entropy" proposal - sort of a "Faces of Xaos" approach.

Thoughts, flames, responses?

Jarkman

(The Knight-of-the-post that says "Gith!")

Date: Mon, 3 Aug 1998 08:29:13 -0700

From: ryan.basketball.stuff@juno.com (Ryan E. Glass)

New race

Okay, I recently read a book and got the idea of creating a new race from

it, but I don't know if it should be a PC race, or just a semi-powerful

monster-type race.  Any opinions/help/criticism is welcome, but keep in

mind that the information represent below is purposefully sketchy because

of my indecision.

Andalite Race

Home Plane: Elfangor (semi-technological plane)

Enemies: Yeerks, Scro

Allies: Hork-Bajir (mostly conquered by Yeerks)

Possible Character Classes: all fighter classes except gladiator, cleric,

psionicist

Magical Resistance: 15% (read below)

Psionics: all Andalites have natural telepathy

Description:  Andalites look similar to centaurs, except that they are

covered with fur everywhere except their face and hands.  also they have

no set skin color, and often this changes for no reason known. They have

pointy, leaf-shaped ears, no mouth, and their nose is split down the

center.  They also have an additional pair of eyes which rest upon stalks

attached to the tops of their heads.The last difference is that at teh

end of their long (about 4') prehensile tail is a lethal hooked bone

blade.


Since Andalites have no mouths with which to speak, they all have

a form of telepathy which replaces their need for oral commincations. 

Few however have any other form of psionics beyond that.  They are 15%

magic resistant beause their technology has replaced most of the magic in

their home plane.

Society:  The Andalistes currently have a very militaristic society

because of the war, but usually they are more focussed on their honor and

religion than they are on fighting.

History:  The Andalites are slightly more advanced than the average berk

because they have work tirelessly to improve upon their spell jammer

ships.  Spell jammers were first brought to the plane of Elfangor

approxamately 150-200 years ago by a group of scro seeking refugee from

thier own people.  Hoping to find their way back into the Scro society,

the renegades decided to enlighten both the Andalites, and the Yeerks in

their methods of space travel.  At this time the three gorups work to

gether to build many different ships which differed greatly from each

other in their use and effectiveness.


Unfortuantely after about 50 years of this technological

advancement and information exchange, the Scro were able to return home,

and the Yeerks built an allegance with them, leaving out the Andalites

from future convocations.  It was shortly after this that the Yeerks made

their first contact with the Traxxans, a literally blood-thirsty race,

who openly gave up their freedom for the carnage promised by the Yeerks

if they worked together to defeat the Andalites.  


After years of battling the Scro-supported Yeerks, the Andalites

appeared to have the upper hand because the Scro were called away to

matters in other spheres, but during this interum the Yeerks made an

attempt to conquere the home world of the Andalites only allies, the

Hork-Bajir.  The Hork-Bajir were mighty warriors, and they held of the

Yeerks for years, but in the end, it was the Andalites fault that their

ally was conquered.  


Such is the current state of the Andalite/Yeerk war at present

time.  Many Andalites have left their home plane to either find escape

from the carnage of the war, or to look for help in putting an end to the

Yeerk threat.  These are the Andalite who could be played as a player

race.

As I said before any questions, comments, or additions are greatly

appreciated.

Thanks

Ryan Glass

ryan.basketball.stuff@juno.com
Date: Thu, 06 Aug 1998 10:41:01 -0400 (EDT)

From: gantr@NKU.EDU

Ecology of the doorknob;  or, Why everything has Spirit on the Planes

On Wed, 5 Aug 1998, Downer, Chris wrote:

> Is this something in your campaign? If not then where is this spirit

> thing mentioned. Soi what your are saying is that every piece of cloth

> all rings, swords, bows and what not all have spirits?

This got me inspired.  At first I was inclined to agree with you, because

the idea of everything on the Planes haveing a spirit sounded strange.

But then I got to thinking, and now it seems perfectly reasonable that

everything on the Planes would have a spirit.

Observe.

The Planes are shaped by mortal faith, right?  This isn't to say that

individuals can create things at a whim through belief (unless the Sign of

One is right), but the collective faith of mortals shapes the nature of

the Planes.  One of the more common belief systems in animism, the belief

that everything is alive and has it's own spirit.  Plants, animals, rocks,

clouds, water, everything.  Everything has a spirit.

Whether or not this is true on the Prime varies from location to location

(it holds true in Kara-tur, but perhaps not in Faerun).  But the belief is

prevalent enough, true or not, that it would *become* true on the Outer

Planes.  Everything would possess some sort of a spirit.  Everything would

be alive, in one way or another.

This could easily explain the lack of mass production on the Planes.

Creating something isn't a simple matter of pounding metal into shape, or

of cutting and carving wood, or anything else.  It is also the act of

finding the true nature of the material you are using.  Some wood possess

the true nature of a bow, or a chair, or any other wooden object you care

to name.  Some veins of ore possess the true nature of a sword, or a

chariot, or a goblet, or jewelry, or any other kind of object.  Those raw

materials must be crafted into their true natures, because that is what

they are;  trying to craft wood which possesses the true nature of a chair

into a bed goes against the nature of the wood.  The wood will resist, and

the bed will be inferior in quality.  

(Some raw materials possess the true nature of the raw material.  Some

trees are only tres in nature;  some veins of ore are only part of the

earth in nature.  These materials will never be suitable for anything, no

matter what the quality of the material seems to be to the eyes of an

untrained observer.)

Being a craftsman on the Outer Planes requires far more than skill.  It

also requires a spiritual sensitivity, a feel for the true nature of your

materials and the ability to commune with the spirit of that material.  It

means more than simple skill with tools;  it is almost religious in

nature.  Craftsmanship requires both the technical skill to reveal the

object's true form, and the spiritual skill to understand that true

nature.  Both are changed in the process.  The craftsman is forever marked

by the nature of the object he has formed and guided.  The object is

shaped in it's true nature and in the image of the craftsman.

Richard Gant

Date: Tue, 11 Aug 1998 08:24:56 -0700 (PDT)

From: Matt <conquer_fate@yahoo.com>

new race, Fa'lan

        Here's a new PC race I created. If you could tell me your

thoughts on

it and if any of the DM's would use it.Thanks. ~Matt~

The Fa’lan are a race of winged humanoids. They have tall lithe

figures with draconic wings. They walk up on their toes like a cat and

carry themselves with the same grace. Their skin is metallic ranging

from a pastiness to a reflective shine and gold to silver. Their hair

usually matches the metallic tone of their skin. Other than the hair

on the Fa’lan’s head, she’s hairless. Probably the most amazing

feature of the Fa’lan are their eyes. They are completely chrome, not

even containing whites. Fa’lans have clawed fingers and three talons

on their feet. They often use their claws as weapons in aerial combat.

They proffer this over weapons. Fa’lans usually dress themselves in

simple garments of silk. They are an extremely beautiful race.

        Fa’lans live in clannish communities on the outlands. Some say

That the original Fa’lans were from the union of a Deva and a Succubus. All

three races deny this though, not everyone likes the truth. Even if

that is true the Fa’lan didn’t retain all of the immense powers of

their parents. The two opposing forces pretty much neutralized each

other. Each Fa’lan secretly or subconsciously realizes it’s races

origins, because of this they hold themselves higher than other

planars. You may often find Fa’lans serving powers. They see thievery

below them and enjoy education and magic, often going to Sigil to

study both.

        Ability adjustments: Because of their grace and beauty Fa’lan

Receive a +1 to charisma and dexterity. They receive a -1 to strength and

constitution as penalties.

        Special abilities: Fa’lans are experts in the air having a

Flying class of C. When attacking in the air and holding no weapons they

receive four attacks. Their clawed hands (1d3/1d2 each) and their

taloned feet (1d4/1d4 each). Strength bonuses do apply. They have a

natural AC of 8 and gain a +2 to saving throws verses fire and cold.

Fa’lans have telepathy and are immune to gaze attacks.

        Special hindrances: Baatezu react with a deep hatred towards the

Fa’lans. You can imagine due to the Fa’lans heritage. Deva’s tend not

to have anything to do with the Fa’lans while Tanar’ri enjoy killing

them. Fa’lan can’t be lawful good or chaotic evil.

        Class options: Fa’lans may be fighters, wizards, or clerics.

They can be multi-classed with any combination of the classes allowed. They may

reach level 12 as fighters and 15 as clerics or wizards. A Fa’lan

cleric may not have a deity of lawful good or chaotic evil alignment.

               Str         Dex      Con       Int     Wis      Chr  Ab

req.

7/18      10/18     3/18      9/18    7/18    10/18

Ab adj. - 1         +1           - 1        -            -           +1

                Base       Modifier             Base    Modifier

Height    74/70     2d8 Starting age    80         2d8 

Weight  160/130   6d10       Max age 500          2d100

Middle Age: 180 Old Age: 300      Venerable: 430 

Date: Thu, 13 Aug 1998 03:29:41 -0400

From: Paul Lefebvre <banshee@comnet.ca>

Please a Review of the Etheral Guide

Guide to the Ethereal Review

What follows is my description of the contents of Guide to the Ethereal and

what I thought of them.  If you are a player and your DM won't want you to be

reading the book, don't go ahead here, since what I talk about may spoil the

surprises for you.

Spoiler

Ok, far enough, here goes.....

The art is better than TfIS, though I would have liked some color.  I know the

writing is considered most important, but personally, I like a little eye

candy...the beautiful picture DiTerlizzi did in the Guide to the Astral of the

two Githyanki ships hunting down the Astral whale is, IMO, one of the most

beautiful pieces of art I've seen for Planescape and helped sell the product

for me....IMO, art needs to catch the eye, to make you read the writing, and

the writing then has to be good enough to hold your attention.  In this book,

the art was better than in the last product or two I've seen come out, but not

brilliant like I've seen in many  other Planescape books.  Of course, the

writing in the Guide to the Ethereal was definitely good enough to keep me

reading.....I read the whole book in like 2 hours, without stopping....I'd

figured on going through a bit a day....but just couldn't seem to put it down.

I have to say, my opinion of the Astral and Ethereal as being boring places has

definitely been changed by these two products.  As to the writing, it's very

good, though the book is probably more technical than most of the Planescape

products I've seen lately.  There are random encounter charts, charts for

producing demi-planes, and lots of details like that.

    The book begins with a description, like in the Guide to the Astral of what

the Ethereal is, how to travel around in it, what it's like, how it affects

combat and abilities, and all those kinds of things.  Personally I think the

book did a lot for the plane....I'd never really like the Astral or Ethereal

before, until I got the Guide to the Astral, which made it seem like a rather

interesting place to visit.  Now the Guide to the Ethereal makes me kind of

feel that the Ethereal is even a cooler place to visit than the Astral is.  It

also includes stuff on proficiencies of the Ethereal plane.  Lastly, it

explains some of the discrepancies of the Ethereal and Astral plane, and

demiplanes and how certain worlds like Athas (which is surrounded by the Grey

and the Black, and relatively inaccessible through planar travel), Aebrynis

(which has to be entered through the shadow world), Krynn and one or two others

fit into the picture.  The travel itself brings up some interesting

possibilities....casting dispel magic on a hated enemy in the deep ethereal to

send him plunging into some random plane or prime world.....nifty way to kill

someone if they end up in Ravenloft or the Plane of Fire or the Neg energy

plane or something like that <evil grin>.

    On magic, as the Guide to the Astral, it describes how spells are affected,

but it additionally includes a fair number of spells, some of which seem very

cool....a few like Demiplane Decay and Dissipate seem just plain mean to use on

PCs.....which makes them good.  There are some new magic items....I love the

gloves :)

    Next, it goes on to describe the demiplanes....basically it seems to

catalogue most of the demiplanes mentioned in old TSR products...it missed one

though, the "Isle of Black Trees" mentioned on pg. 7 of The Eternal Boundary.

In any case, some of these are pretty interesting, such at Neth (a living,

sentient demiplane) which I suspect was probably inspired by Cordell and the

Planescape team watching Inner Space once too often <g>.  It seems to establish

that Temporal Prime (from Chronomancer) is in fact a demiplane...though,

personally, that doesn't sit too well with me.  It talks about the demiplane of

shadow, briefy touches on Ravenloft, and describes a number of other ones,

including Maelost (TfIS), and a demiplane composed entirely of worms and

slime.  The section on demiplanes is generally very good, though they are

mainly brief mentions....now if future products feature these demiplanes as

locations for parts of adventures, that would be cool.

    The next part describes color curtain and dreamwalking, along with dieties

and powers who call kip on the Ethereal.

    Following that section is one describing monsters that live on the

Ethereal.  Basically it rehashes the monsters and their stats which live on the

Ethereal.  Unless you dont' have the Planescape Monstrous Compendiums and the

few other supplements (such as the Taladas modules, which I do have) which

feature a few extra ethereal monsters, this section isn't much use.  However,

it does give two new PC races.  One is the Nathri (PSMC 3), and the other is

children of neth (these guys are pretty cool...basically they are like living

tape recorders, shapechanging "avatars" of the demiplane Neth...pieces of

itself it sends off to explore and learn about the multiverse....there's

probably a lot of possibility with these guys. (actually, the thing I think

they best resemble is Odo from Deep Space Nine).

    Next, the book details interesting areas of the Ethereal.  There is a web

home of a clan of phase spiders, a ruptured dreamscape the characters can

enter, the fortresses of the Godsmen, the Castle at the Edge of Time, and best

of all, a place called Leicester's Gap.  Now this place is probably one of the

best things in the whole book.  It is totally cool.  It's a lost research

station located on the edge of an Ether Gap (basically like a black hole in the

ethereal) with a neat secret.  To the Planescape team, I say kudos......Cordell

(or whoever) must have been watching Event Horizon when they made this location

up, it rocks!  There's a town of explorers on the Ethereal which is also

detailed...kind of like Cloud City in Empire Strikes Back.  Many of the

residents are Etherfarers, members of a guild of people who explore the

ethereal....it's neat..pretty standard though...basically a counterpart to the

Planewalker's Guild, mentioned in TfIS.  BTW, in some ways, I think these two

guilds are more interesting than some of the factions....Monte, Carter,

Cordell, whoever's listening, I think it would be cool to hear more about these

two guilds.  It also includes rules on making Etherfarer characters.  The areas

in this chapter range from the mundane to the truly fantastic and original,

depending on what you want.  I'd have liked to have had more info on the kips

for Godsmen on the plane, given that I like the Godsmen (along with the

sensates) myself.

    Overall, I think I'd give this product four out of five stars.  It has it's

flaws, but overall, I think the end result is pretty good :)  I definitely

recommend it.

Banshee

> How about a semi-throrough review of the guide, please :)

Date: Thu, 13 Aug 1998 16:42:59 WST

From: "Callum Prior" <greybadger@hotmail.com>

Darker Planescape & Petitioners

<<There's never been a question about petitioners being able to leave 

their home planes....they've always been able...it's just that they 

very, very rarely ever do, since if they are killed they face 

oblivion....

Banshee>>

That's true, except when they go to Sigil.  I was looking through some 

of my Planescape material (when don't I), and it seems that Petitioners 

cannot be destroyed in Sigil - they just reform on their home plane as 

normal - as Sigil contains a little bit of every plane.  Or something 

like that.  I'll look through it again to find the reference.

And on a grimmer Planescape:

In april this year a similar thread was discussed, and this is what 

'mabeac' had to say:

I'll say 'Cheers' now, 'cos you might not make it to the bottom, though 

I suggest you do - it's good stuff.

Cheers

Callum Prior

..................................................................

Run the Hive as a run down dirty messed up jumble getto.  The darked 

skies with the smells of rotting flesh, freshly spilled blood, the

stench of wet fur,  screams of horror echo of the crumbling walls coming 

from unknown directions, scratches running along the cracked roads, the 

cland of steel, looming shadows lurking in the darkened corners the 

flash a red eyes coming towards you then they are gone followed by more 

horrific screaming, the howl of a dog or what you HOPE is a dog.  You 

stare up in the dark waste that looms over head ghastly shadows fly by 

followed be screaches then a crash of stone.

   You come upon an even more run down block of what might have been 

homes and shops some odd centuries ago, crumbling stoneworked buildings 

stand half fallen some barely standing you stay clear for fear of being 

crushed if the remaining wall decides to fall, the ground begins to 

tremble, dust begins to fall from the decaying walls the small chunks of 

stone the earth shakes more the vibrations coming faster stronger your 

loosing your footing wall looming over head suddenly appear clooser the 

huge stone fortifications coms crashing down above you head you choking 

on the dust that is rising all around blinded by a black cloud being 

belted by stone debrise you lungs are filling with a sandy dust you hack 

and hack until you feel weak in the chest your throat raw with pain and 

drier than the deserts floor.  The dust clears you find your self 

standing where you last remembered but the area is just a little more 

open this time.  You continue walking along and off in the dark distance 

you see a huge shadow it stops............your heart skips a beat you 

blink and when your eyes are opened the shadow is gone, your heart 

begins pounding a lump builds in your dried throat you turn and run. 

Your running stumbling over layers of broken stone tripping falling on

your face feeling traces of warm wet streams running down your arms

hands legs and brow.  You notice in your haste the ground becomes less 

filled with refuse you can again keep your feet steady, but you knees 

are burning rising into your thighs your heart is racing

boomboomboomboom your hands tremble as you hold them out in front.  You 

pray for morning to again come to the Hive but regretably you know It's 

only mid afternoon.

Fiend Lord

.................................................................

Date: Fri, 14 Aug 1998 12:35:18 -0400

From: "Flame" <flame@ican.net>

defenses against illithids

just finish posting to the realms my new anti-psionic spells so I post there

here too

Well I thought you all would like to take a look at some spells that a group

of anti-psionicist created IMC to battle psionics. Any comments are welcome.

I use the newer rules from S&P.

Group Mind(abj)

lvl:5

Range:touch

A of E:3 people/lvl

duration: 1 turn/lvl

CT:1  round

save:none

comp:V,S

When this spell is cast a group of non-psionic beings are connected and

together provide resistance to attacks on the mind. For every person that is

part of the spell, all get a +1 to the MAC. When casted all that are to be

included in the spell must be touching. They all must stay within 50 feet of

the caster in order to gain the bonus to MAC.

Headbuzz

lvl:2

Range:10 feet/lvl

A of E:1 person/lvl

Dur:1r/lvl

CT:2

Save: neg

Comp:v

When this spell is cast, it cause a buzzing in the head of the target which

distracts them and annoys them. While this noise is in their head, they

cannot get enough concentration to use psionics or spells. If they make

their save the spell only last for one round, but if they fail, it lasts for

full duration.

Redirect pathways

lvl:7

Range:30 feet

A of E:1 psionicist

Dur:special

CT:7

Save:special

Comp:V,S

This spell cause the pathways to the brain that the psionicist uses to get

his powers to change. If they fail their save, they cannot use their powers

until they sit and meditate for 1 day to find how to access their powers

again. Until then, they cannot use any of their powers, including defenses.

They still have PSP and that can still be drain by creatures, but they

cannot use any of it themselves.

Psionic damper

lvl:6

Range:0

A of E:30 feet radius

Dur:2r/lvl

CT:6

Save:none

Comp:V,S

This spell cause all psionics in the area of effect to cost double the

normal. It does this by causing noise in all creatures minds, just enough to

make it harder to use psionics. The mage can do other things after this

spell is cast, but if he gets knocked out, the spell ends.

PSP drain

lvl:6

Range:10 feet

A of E: being with PSP

Dur:perm

CT:6

Save:1/2

Comp:V

This spell was created by a dual-classed mage/psionicists. It somehow uses

magic to drain off PSP from a creature. The spell drains 4d6 PSP, 1/2 if the

save is made. The only way to get this PSP back is the normal ways(rest),

for all purposes the PSP was use to power a psionic.

Psionic drain

lvl:8

Range:10 feet/lvl

A of E:30 feet

Dur perm

CT:8

Save:1/2

Comp:V, S

This spell is the improved spell of PSP drain. It cause PSP in a 30 feet

radius to be drain for creatures with PSP. It drains 4d6 PSP, 1/2 if save is

made.

Psionic Shatter

lvl:6

Range:10 feet/lvl

A of E: 1 object/lvl

Dur:perm

CT:6

Save:special

Comp:V,S

This spell when cast at a person will shatter any object that is use to

store PSP. Gems, items anything. The objects need to make a save vs crushing

blow or be destroyed(I not sure if the person carry the objects should get a

save since they are not being affected) I can also targeted at objects

visible to the mage, and when used this way can destroy psionic items(ones

with psionic power created by Empower).

Most of these spell where created by a dual classed mage/psionicist to be

used against other psionicists, since a normal mage would not know how

psionics work, but a psionicist would :)

Any comments?

Date: Tue, 18 Aug 1998 00:05:15 -0500

From: "SHAMILTO" <SHAMILTO@prodigy.net>

Idle thoughts on planar races (hey, it's 12:00 and I'm tired)

plane-touched...

it seems some of these have been elaborated more than others. We have

genasi for every inner plane, but only "tieflings" "aasimar" and a word I

don't remember for neutral, outlands plane-touched (was on the Tieflings

Exultation) for the outer planes. Then there are the countless combinations

no one has accounted for, but many people may want to play. If a fire

genasi mates with the product of a tiefling and a half-elf union, what are

the abilities of the result? 

This is the realm where DM and player must agree on a fair set of abilities

the new race -- they must all be house rules for each individual crossbreed

because general rules could never be made for all the possibilities. 

githzerai

They are dour, and chaotic. It seems there aren't many ways to play this. I

think we should see a complete guide to Gith -- mostly to give us all a

better feel for the gith-races. I've seen the races' history in several

places, but I'm interested in reading more about the githzerai cities in

limbo and how they're structured (or how they aren't structured.) It's hard

to imagine a large city with a CN alignment... CN should encourage

seperatism. Yet, Githzerai cities are huge.

bariaur

While planar races may be different from prime races, where did Bariaur(s?)

come from, anyway? Was there a culture on the prime that believed in

goat-men instead of demons and angels? If not, then Bariaur probably

migrated rom the prime themselves like humans. Who do most Bariaur worship?

Dionysus is appropriate, but prime races all have their own pantheons.

There're probably at least two Bariaur gods -- one male, one female.

modrons

Rogue modrons are odd. An advantage they have over any other PC race is

that they do not die of natural causes or lose physical stats. Conversely,

they do not gain int/wis bonuses for age, as they do not age. The PWHB says

all rogue modrons have the same height/weight. Wouldn't they all have (at

least start with) the same physical characteristics (strength, HP,

dexterity, charisma/appearance, constitution)? Hit dice seem inappropriate

for modrons. They should either have solid hit point values (4 or 5 per

die) or a narrower range (2+1d4 instead of 1d8) for each die. There isn't

room for randomness in regulus!

evil races (drow, ogres)

In a culture where fiends walk the streets constantly, would a dark elf

make much of a disturbance? You'd think most good drow (such as drizzt)

would come to the planes where they could be accepted more easily. Back on

the prime, a half-elf might be an odd sight to see, and in a world like

that a drow woud be lynched and burned, if not dissected for study. I'd

expect a lot of good drow/ogre magi/flinds to be walking around in sigil.

my two sigil mobiuses

Chimerasame

Date: Wed, 19 Aug 1998 05:51:51 -0400

From: Thanurel <thanurel@ntl.sympatico.ca>

Planar Ogre Magi: New Race

I've designed a new race called the Nakai. They're basically

plane-touched Ogre-Magi. (not halfbreeds.. they've been altered by the

planes over the years...)

Now before I get my head chewed off about this race being too powerful,

I would like to point out that Ogre Mages are in the book of humanoids,

and this race isn't as powerful. While they are more powerful than other

races like humans, tielfings or genasi; they make up for it in

penalties. (Low level limits, double XP to gain levels)

Comments and criticism are, as always, welcome (but not flames)

The Planar Ogre Mage

(Nakai)

In the infinite possibilities of the Outer Planes, many things can - and

do - happen. One of these strange things is the Nakai.

- -=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=

The Important Stuff:

Nakai can be Fighters (10th level max),  Mages (10th level max), Clerics

(7th level max) or Rogues (8th level max) Nakai apply the following

thief racial modifiers:

PP      OP      FT       MS      HS      DN      CW      RL

- -05%     -       -       -05%    +05%    +10%    -15%    +10%

Nakai gain a +1 to Strength and Intelligence,  but suffer a -1 to Wisdom

and Charisma. 

They gain +3 hit points at 1st level. They have the following ability

score min/max

 STR    DEX    CON    INT    WIS    CHA

12/18  7/18   10/18  10/18   3/16   3/16

As they get older (and higer level) PC Nakai's skin becomes more dense,

giving it a Natural AC of 7, and they regenerate all but fire and acid damage at the rate of 1 hp/turn. 

Nakai live to be about 100 years old, and use the human table for aging

effects. They also gain innate abilities as they rise in levels, unless specified

these abilities are useable at will:

* indicated a spell from the Tome of Magic

(1st Level)

Fly (for 12 turns/day)

Find Familiar (1/year)**Can only have one familiar at a time**

(2nd Level)

Continual Light or Darkness 15’ Radius

Feather Fall

(4th Level)

Natural AC of  7

Regenerate 1HP/turn

(5th Level)

Lower Resistance (1/day)*

Magic Missile (3 missiles, 3/day)

Many of the altered abilities are a testament to the Nakai’s ability to

adapt to different environments. In places where many things are highly

magic resistant, or not damaged by a "cone of cold", the Nakai had to

adapt. They did so surprisingly quickly, in a matter of but a few

thousand years.

Because Nakai are so tall, they take damage as large creatures. Nakai

also require 2 times the normal experience to gain levels.

- -=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=

About the Nakai

Planar Ogre-Mages are different from their Prime-Material cousins (in my

campaign anyway)  The largest concentration of the race is in the

Outlands, in the area surrounding the Palace of Judgement. They are not

evil like their Prime Material ancestors, but neutral. In the Outer

Planes they are not persecuted because of their race as they would be on

a Prime Material world. Nakai can lead peaceful lives, and do not have

to worry about racial hatred (except perhaps from dwarves) . Why? While

the Nakai look similar to Ogre-Mages, they act nothing like them - and

most heroes would have a hard time slaughtering a village of peaceful

farmers and Fhorge herders.

Unlike Tieflings, Genasi or Aasimar, the Nakai is not the result of

interbreeding with another race - rather the Ogre-Mages have been

altered by the Planes themselves. Perhaps this is due to the nature of

magic on the planes and the Ogre-Mages highly magical nature - who can

say? All that is known for sure is that the Nakai are quite different

from their Prime Material kin. Their magical abilities have been

"altered" by their time in the Outlands, as well as their appearance.

The race as a whole has become more intellectual and civilized. They

hunt for food, but they also cultivate crops and keep livestock. They

don’t practice "stealing children away in the night" or any such foul

deeds - in fact they keep very much to themselves.

Appearance: Nakai appear somewhat similar to their Ogre-Mage ancestors.

They retain their light blue skin, but lack the ivory tusks and fangs of

an Ogre-Mage; Instead they have normal, straight teeth. They have black

fingernails, and have developed pointed, sylvan-like ears. Their eyes

are deep-set and have green pupils. Their hair color ranges from a light

silver to a dark brown.

They do not have the horns of Ogre-Magi. They have become somewhat

smaller in stature - 

from 8 1/2 to 9 1/2  feet tall. They tend to walk more upright than an

Ogre-Mage would, carry themselves in a civilized manner and wear

Oriental style clothing. The more adventurous ones who leave seeking

fame and fortune, prefer to make use of Oriental armor and weapons. Many

of them also master martial arts.

- -=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=-=

Nakai Society: 

Nakai live in villages, not in caves like other ogres.  They are usually

small communities of oriental-style houses. The village is led by an

elder with the spellcasting abilities of a  3rd to 6th level Priest and

4th to 8th level Mage. There will usually be between 10-40 Nakai living

in a village. They are not nomadic.

When a young Nakai reaches adulthood, he or she gains the ability to

find familiar. If a familiar comes, the Nakai is considered an adult and

is treated accordingly. Otherwise, the young Nakai must wait another

year before trying again. This means that all adult Nakai have

familiars, regardless of class. Nakai are very protective of their

children, and one who harms or kidnaps one will suffer the wrath of the

entire village.

Living near the spire can be dangerous for magic using creatures. The

borders of different layers where magic is negated are constantly

shifting, and with their ability to fly, the Nakai sometimes ventured

too close to the spire and 3rd level magic was negated.  This was

usually a fatal mistake to the Nakai, until an elder shaman in one of

the tribes devised a way to replace an innate ability with feather fall.

He chose to replace the gaseous form ability, since many of the younger

Nakai were being born without it anyway. He experimented for years, then

Finally - just a month before he died -  he created an elixir that would

accomplish the task. His apprentices sent the formula for the elixir to

the other tribes on the Outlands, and in a few years most Nakai had the

feather fall ability.

The Nakai worship Oriental gods (like the celestial bureaucracy) and

some become priests of those gods.

Date: Wed, 19 Aug 1998 13:12:40 -0500 (EST)

From: Nathan Letsinger <nletsing@indiana.edu>

Portals to ethereal and the Jarkman's Githzeri

two unrelated questions: The ethereal and about githzeri

Ethereal questions:


There is at least one portal to a demiplane in the ethereal in

Sigil (somewhere in the foundry) and there is probably countless more,

however are there any directly into the ethereal noted in any

text?

Doubtless there are a few that lead directly there.  It's sigil after all,

and she doesn't follow any rules but her own (about connecting out and

inner planes directly)


 Now here's the trick, does anyone think any other planar

phenomena do the same?  Could Mt. Olympus have a door-way into the boarder

ethereal of a prime world?   Probably not since it violates the

inner/outer no contact rule.  


I believe Charon and his kin have access to the ethereal, might

this be a function of the Styx?  


Thoughts?

- ----------------------------------------------------------------------------

Githzeri Art -


Jarkman had this to say: " I can see githzerai cities full of art,

theatre and common crafts having inherited the cultural legacy of their

forefathers."


I can see this too.  But I'm not sure everyone else does.  I seem

to remember reading that these sullen folk dislike art (in the sense of

creative arts) so much that they destroy it, especially offending colorful

things.  It's as if they are from the Wastes.


Now that makes no sense to me. 

 Maybe they prefer total chaos stuff to a perminant image that the art

object reflects? Maybe they don't like art since it may lead people from

the "true path" (whatever that means.) 

Or here is my favorite idea:

 Maybe they think art (creative, visual) is an intensly personal thing,

and that others art should not be viewed or expressed openly, because when

someone sees your art (your personal expression) a bit of your self gets

taken away from you.  (which is the very opposite of human psychology, to

share art for recognition, or understanding, or communication. )


I would say this passion for art that appears as an anti-art

stance for most human mortals would be a direct result of the race's

subservance to the Illithids.   Maybe the Illithids did indeed use this

strain of the Gith race as creators and constructors (laborers) and left

the race without creative ideas of their own.  They were slaves so long

that they lost all personal identity and creative impulse, also those whom

did have the impulse got the ideas "stolen" from them by their masters...


Thus they hate the fact that other races are more creative, and

they hate having to share their meager creative abilities with others,

including their members of their own race.    


the only shared arts are those that allow for the survival of the

community, such as building arts, ect.  Much like how the American Shakers

have "art" like spinning wheels, great functional houses, etc that lack

eloboration but are very well made, functional, creative and specific to

their culture's ideas of not having images.  


ultimately, while the race has won its physical independence from

the 'thids they are permanently changed pyschologically by their masters

influence.  Their extreme reaction to art is a sign of their uneasiness

with their past.  I believe "cultural legacy of their forefathers" was

Jarkman's term for this... :-)


Comments?






-Nathan L.

Date: Wed, 2 Sep 1998 18:56:53 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

Portals and Keys

On Wed, 2 Sep 1998, Brian Olson wrote:

> BIG QUESTION!!! :)

> 

> What are the most cool/most memorable/weirdest/funniest/most awesome

> portals you have encountered and/or made up? What were they like, where

> were they located, where did they go to and what were their keys? I am

PORTAL IDEAS I THINK ARE COOL BUT HAVEN'T USED YET

1. THE SIGILIAN TRIANGLE: In the slags their is an area where people have 

been known to vanish without warning. The mystery of this place is 

unknown. The dark is that it's a incredibly complex shifting portal with 

an extremely common item as the key. Though it's found in a small area of 

the hive it shifts quickly enough to make those who walk into it appear 

to vanish without a trace. no one who stepped through it has returned.

2. PORTAL MOUTHED MONSTROSITY: The corrosive pits is a repulsive abyssal 

level. It's slimey flesh walls exude acid like the stomach of some foul 

creature. In fact that's what that abyssal layer is. A planar creature 

exists whose mouth is a portal, it uses a whole abyssal layer to digest 

its victims.

3. ODD ENCLOSED SPACES: I considered portals forming on the following: 

Barrals, garbage cans, sewer grates and manholes, in ropes when a know is 

being tied, a portal to oceanus forming in a brass bathtub when rose petals 

are spilled in it causing the brass tub to fill with water, a wooden hoop 

designed to trap portals, a rat hole (for cranium rats who want to visit 

ilsensine), etc. Hey if ITC:aGtS can have a mirror portal then portals 

don't have to be doors and gates.

4. CULT OF THE RADIENT LIGHT: In the lower ward a cult of clueless 

worshipping the "greatest and holiest one" has formed. Their secret is 

the great "alabaster gate to the splendors of heaven". this gate is 

located at the end of a long tunnel, it glows with a radient white light. 

Those placed before the portal are healed and those who step into it 

never return. The worshippers say it goes to the true heaven (as opposed 

to the false heavens of the outer planes), a place of healing, ultimate 

mercy, and peace. A place so lovely no one who goes their wants to 

return. The dark is that it opens to the positive matereal plane. ..... 

but who are those figures we can see through the portal?

Date: Thu, 03 Sep 1998 11:52:47 -0400

From: John Little <little@forpresident.com>

Fiendish Psionics...

While I do love psionics, I think that giving EVERY fiend the

powers which are listed in the Psionics Handbook is a kind of

bad idea. This wouldn't exactly double their abilities, but it is

a really big boost in power. I think a better idea would be to

allow some fiends to become psionicists in much the same way

that they become mages (see Hellbound). And, since psionics

utilize a body's natural energies, they can also become Distorted,

Unenlightened, or Augmented. If Augmented, a fiend-psionicist

can divert PSPs to regain one use of a spell ability, or sacrifice

one usage of spell-like abilities to gain extra PSPs, at a rate of

ten PSPs per spell level. Bear in mind, the ability traded must be

limited to a set number of uses per day, unless you want fiends

with infinite PSPs running around.

For example:  Lektorh Annibal, the telepathic kocrachon, (now

that's scary...) can Cause Disease by bite 3/day. While using

False Sensory Input on a distant PC, he realizes he needs more

"juice." So, he concentrates for a round, taking no other actions

(maintenance of active psionics doesn't count) while he shifts

some of his power, losing one usage of Cause Disease, while

gaining thirty PSPs. Now he's down to two uses for the day.

Later, after he has deceived the gullible character and his

two friends into walking into a trap, Lektorh decides he wants

to make all three a little less comfortable. Having rested and

regained PSPs, he concentrates and shifts 30 PSPs into his

Cause Disease ability, bringing him back up to three uses for

the day. Soon, the three mortals are moaning in agony, and

Lektorh is smiling happily.

As a side note, yes, denial of psionics to chaotic characters does

seem a bit odd, given that the githyanki and githzerai are the races

most noted for psionics use. You might decided that lawful

characters are more focused, while chaotic characters have more

energy. The following modifiers might be applied:

Lawful:  +1 to all power scores, all rates of PSP

regeneration reduced by one.

Neutral:  Standard.

Chaotic:  +3 PSPs per level. -1 to scores in all disciplines other

than primary.

While I'm on the soapbox, giving gith????? powers equal to

their level as suggested does seem a bit excessive. However,

letting them become psionicists of up to 15th level (adjusted

for prime requisites) should be okay, and they might be allowed

to multiclass it with mage or fighter/mage, depending on how

leery your DM is. +30% seems an acceptable modifier for wild

talents, and ignore the stuff about them being nonhuman.
Date: Fri, 4 Sep 1998 15:10:07 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

planar familiars

Planar familiars are found in several unique varieties.

SENDINGS: Sendings are made by powerful planar beings or powers. Sendings 

are sent to do the powers or beings will, not the casters. Imps, quasits, 

and mystaran planar familiars are examples of this type.

ANIMALS: Normal animals sometimes occur on the planes. These animals are 

often twisted by the alignment of the plane they are from. For example 

familiars from a lawful plane may have their more orderly instincts 

enhanced. A wolf may have an increased territorial instinct and a 

stronger social pecking order but it will rarely question its position in 

the pack. Chaotic animal familiars tend to be more independant and wild. 

Often wandering off on their own for days at a time. Good familiars of 

this type tend to go out of their way to help their owner, often by 

helping to move heavy objects or taking watch during the night. Evil 

familiars tend to be highly agressive and threatening.

PLANAR SPECIALS: These familiars are unique to a single plane, or at the 

very least, rarely found outside the outer planes.

FIND FAMILIAR IN REALMS OF A POWER: Those who cast find familiar in the 

realm of a power deserve what they get, often becoming a powers familiar 

or finding their new familiar to be in control and persuing the powers 

objective.

EXAMPLES OF PLANES AND THEIR FAMILIARS:

ACHERON: Acheron familiars tend to be animals useful in combat such as 

carrier pigeons and war dogs. The typical Acheron dog is loyal to its 

owner and agressive to all others. Even threatening (or even attacking) 

the owners friends when they get too near. The Acheron dog has heightened

senses and is quick to sniff out spies and listen to/sniff out components 

of spells being cast. They are often used in the trenches of Acheron to 

detect spells such as cloud kill being cast before the soldiers get 

caught in the spells effect.

ARCADIA: Animals of Arcadia are industriousand help the greater good. An 

arcadian giant ant is a common familiar of the plane. Able to see 

unltraviolet and communicate messages through pheromones, the ants owner 

gets a unique view of the world. The ant is not afraid to lay down its 

life for its owner as if her were the queen herself.

MECHANUS: The mechanoad is a strange creature of law who follows his 

owners every whim unquestioningly as long as it serves the purity of law 

uncorrupted by good and evil. The mechanoad resembles a biomechanical 

toad, with short sprawling legs which it uses to walk slowly, 

nonfunctional mechanical wings, a single eye, and a "modron monocle." 

that gives it magnifying vision. Mechanoads don't eat, instead they 

gather light in an amber colored crystal in their back. Deprived of light 

for more than an hour they hibernate until light returns.

LIMBO: Find familiar is a dangerous spell in limbo, oftentime it creates 

a familiar from chaos that only can survive within limbo (thus many 

wizards never live for fear of the consequences.)  This chaos-spawned 

familiars powers shift wildly. Even worse Limbo may twist the spell so 

that YOU are a familiar to a dath slaadi or other being of the plane.

BYTOPIA: In bytopia work horses, oxen, pack mules and similar creatures 

of industrious are common, but a common familiar of the bytopian gnome 

realms is the bytopian marmot. This small (almost prarie dog sized!) 

woodchuck lives in groups(unlike marmots, but like prarie dogs) and digs 

large interconnecting tunnels. Like meerkats, bytopian marmot colonies 

have group watches where the marmots stand watch together and warn each 

other of approaching danger. Those with marmot familiars tend to have an 

almost dwarven tunneling sense detecting depth, direction, and slope.

BEASTLANDS: Beaslands is a dangerous place to cast this spell, an 

intelligent animal may take offense here. Needless to say, a small, 

bipedal lizard the size of a chicken and as smart as a monkey is a common 

familiar here.

From these examples you should be able to make your own planar familiars, 

including those for planes not covered in this posting.

Date: Fri, 4 Sep 1998 13:19:23 -0700 (PDT)

From: Martin St-Clair <abyssalpelor@yahoo.com>

Vorls'iinaed

 Vorls'iinaed: Undead Planar scourge

appearence: a dark,  twisted squelletal monster of     (7 feet high),

covered in black oozing fluids, that reek of deaht and decay. It is a

creature that has the squelletal body of what appears to once have

been a DEVA. The body of the Vorls'iinaed is covered with barbed

chains, that still have remenants of torn flesh hanging on them. 

 The strangest and most disturbing aspect of the Vorls'iinaed is the

face of the creature. Unlike most other creature of the planes, this

horror has no known true face. It seems that the face of the

Vorls'iinaed is the dark cruel evil reflection of the onlooker. Thus

its face will be different, when viewed by many people at the same

time. The one strange feature of the Vorls'iinaed is it's rune that is

always glowing upon its left hand. The rune in question is the one for

Pelor.

 It is , believed to have come from the dark streets of Sigil, some

say the Dustmen are the ones whom let loose this horror upon the planes.

            HD:12

         thaco:10

            AC:3

         # att:2+1

           int:high

 climat terrain: Sigil?, Gray Waste

     Alignement:Chaotic Neutral

    # appearing:2-6

   organisation:Unknown

        Dam att:2-12

       spec att:soul grab

       spec def:spirit shield

             MR:67%

           size:7'high

         morale:fanaitc<17>

       xp value:7,500

       treasure:Nil

           diet:Souls?

       activity:Any

      frequency:Very Rare

 Combat:the Vorls'iinaed prefer to attack their oppenents in the dark

or from the shadows, where it imposes a -4 penalty to their surprise

rolls. If the Vorls'iinead gains surprise it lashes out with it's

special attack called a soul grab. When it does this move the

Vorls'iinaed sends out a invisible tendril that will enter the

surprised victim via a orafice of some sort.

 When this happens the victim will undergo extreme pain as the

creature will begin do absorb the liquids from within. Also the victim

is pulled close to the Vorls'iinaed  where it's chains will grab unto 

the victim and begin to tear him apart. Otherwise the Vorls'iinead

must attack using it's claws doing 2d6 points of dammage each.

 This creature is immune to psionics ,poison, sleep and charms spells.

It is undead but can never ever be turned.

 Habitat Society: nothing  much is known of this Vorls'iinaed. All

that is known is where it aquired its strange name. It was well known

that the creature constantly wisperes the name Vorls'iinaed. 

 The Guvnors have found out that the name refers to a holy day

celebrated by the worshipers of Pelor. Indeed some have seen this

creature attack a crowd of citizens in Sigil, where the only survivors

where two berks of the faith of Pelor.

  Some People believe in luck others do not and as a result the

survivors were arrested by the Harmonium.

 Ecology: Cruel and viscious perhaps it's only purpose is to kill and

maim, all those it can catch.

 Enjoy...------------------------A.P

Date: Sat, 5 Sep 1998 01:00:47 -0700

From: belarius@juno.com

Planar familiars 2

Here's some ideas of my own:

Mechanus: Scurpyon (on Mimir.  I invented the creature, acutally, for the

specific reason that he was going to to be the familiar of the group's

mage, a modron), A clockwork version of a normal animal (tougher, but

neets to be fed with electrical spells like 'shocking grasp' and

'lightning bolt,' and obviously isn't discrete.

Sigil: Executioner's raven, Aoskan hound (If the DM is feeling generous)

Lower Planes: wastrel (surely a single one can't drain much), tiny murska

(too small to kill big things, but it can take on the forms of rats,

casts, dogs, and other small creatures),

Upper Planes: ethyk (it seems natural, doesn't it?), dove

Astral: Astral Streaker

Ethereal: Tween (though the caster may not know it at first)

Other things, odd enough to mention: Some of the weak life-shaped

creations in MCA3 (They could judt be very strange Outer-planar animaks,

for flavor), burbur (just 'cause), Peltast (think about it: it's the

perfect spy), Floating eye (Elemental Water natives only), certain

dinosaurs (compssognathus and euparkeria seem reasonable), Xaver (perhaps

even more insidious than the peltast...), jarbo (ain't it cute?),

squeakers (the annoyingp petty faires.  Could there be anything more

annoying.  Yes.  A kender with one of these as a familiar), or a lesser

winged cat (this actually hasppened in a campaign of mine, sort of. 

Rolling a random encounter, the PCs met one of these and the priest cast

animal firendship.  It stuck with them for the rest of their career)


Whew.


Personally, I try to avoid the following things in familairs: members of

an intelligent and cohesive race (an ORC as a familiar?!), little strong

things (aurumvorax comes to mind, as do wolverines), fairly large things

(taller than 3'), and magical beings (within reason.  It should also be

noted that imps and quasits require a 'dark familiar' spell to summon,

which is 3rd level).


Another thing I've started doing is giving a low-level PC a very young

but powerful creature.  That way, the creature matures as the PC rises in

level, keeping the familiar proportionately strong.  This keeps the PCs

from worrying about the effects of stray fireballs too much, and it makes

the familiar able to defend itself against stronger foes, if attacked. 

OF course, being so strong, it counts as another PC whend dividing XP :).

 Try that with a Xaver.  It starts as a baby (dagger-sized with 1-1 HD),

but slowly grows as the PCs advances, until when the player retires the

character, it's a bastard sword (can you imagine the surprise of a dumb

enemyt who though the wizard was a warrior because he had a big sword. 

When battle starts, the mage casts a spel while the sword leaps from its

scabbard and attacks by itself!)


Well, that's my two greens.  Enjoy!

Belarius

belarius@juno.com
Date: Wed, 9 Sep 1998 19:27:02 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

Crossover Crazyness.

With all the mentions of planescape converted to mage, rolemaster, 

runequest, etc. i decided to fool around with crossover ideas.

PLANESCAPE IOU: The interdimensional college is now taking exchange 

students from the outer planes! Thats right, that kooky campus of all 

settings from super sci-fi to high magic all in one place now has a 

portal opening up to it at the start of each semester. Of course this 

brings up the inevitable question, "what if the Archdean (a lady too 

powerful for stats) fought the lady of pain (another lady too powerful 

for stats)?"

PLANARNOIA: "The lady is your friend." In this futuristic, multi-planar, 

comedy. you are Harmonium hunting down communal psionicist traitors in the 

alpha barracks. But you are secretly part of a highly illegal faction and 

a possesser of a wild talent.

CYBERPLANES: The evil fated megacorp has a monopoly in Sigil. You must 

stop them and their "Lady of Pain brand products." by using spells and 

jacking in to the cyberplanes to steal information, plant viruses, and 

get bye security programs such as baatezu 2.0.

PLANES OF CTHULHU: Strange sects are performing cult rituals in Sigil, 

somewhere someone is chanting the ladies name, A guvner is slowly going 

mad pooring over the necronomicon.

DEADPLANES: The abyss was unleshed upon the weird west letting all sorts 

of danged varmints across the land. Now if your a real cutter and not 

just a tin horn, you'd know that these 'tannery' feed off fear. Heck, 

they even make a body rise from it's grave. Just think of the poor sod 

who was hanging from the leafless tree one second and is fightin' off an 

evil spirit the next. maybe I should discuss this over dinner, I have a 

hankerin' for some vittles and bub. (Boy, the best part of this is 

combining deadlands west speak with planescape cant.)

VAMPSCAPE: Vampires, creatures cursed with unlife. Beings striving to 

gain humanity and fight off the influence of the beast for another day. 

Entangled in a web of faction politics play a conniving, controling 

guvner, an artist sensate, A feral verdant guild member, a rebellious 

free leaguer, an ugly bleaker, a magelike incantifer, or an insane Xaosman.

STAR SCAPE: Use the force luke, open the portal with your mind. In this 

sci-fi planar game be a member of the revolutionary league fighting 

against the evil yugoloth empire.

PLANE NOMINE: Play this game of ultimate good and evil as either a 

celestial sitting around in the upper planes all bored and stuff or 

fiends mindlessly slaughtering each other in the bloodwar, an eternal 

conflict without beginning or end.

ChAoS: a mixed breed.

Date: Wed, 9 Sep 1998 20:44:50 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

The Sithid

Though our ears were plugged we were not immune. The howling of the wind 

was piercing my brain. One of my comrades had already gone barmy, we left 

him behind hoping that some predator would put him out of his misery. 

We trudged slowly onward, pushed one step back for each tho steps forward 

by the bone chilling wind. From time to time Renard stopped to tie the 

rope to a stalagtite, how he'd be unshaken by the infernal wind I'd never 

know. We were making good time though, in an hour we'd have reached the 

gate town of bedlam and be free of this eternal plane. It's funny how a 

place you hate can look good when your someplace worse, and how optimism 

can creep into the mind of a doomed man. For you see that is the day I 

met a sithid. It's an experience I'd never want to repeat. You see we 

reached a fork in the tunnels, the tunnel down the right went around a 

corner, and from the corner we saw a glow. The tunnel to the left just 

wound down into darkness. We discussed this unexpected twist, after all 

we remembered the gate as right, but the glow of the portal was to the 

left. We figured that being disoriented by the wind and on a chaos plane 

and all that right was the correct way to go. But after rounding the 

corner I saw a horrific sight. Flying skulls, glowing and swirling like 

an astral color pool and screaming along with the pandemonic winds. They 

slowly surrounded us and began chanting softly

A chant that dug into our flesh and infused our bones with cutting pain. 

But the chant wasn't for us. Instead the Uliu were doing something worse, 

they were calling their master. As we looked fearfully my attention was 

diverted by a scream. Long black liqueous tentacles tipped with glowing 

red runes shot out from a crevice in the cavern wall and grabbed renard. 

Me and Cresson fought to set him free but our blades wouldn't sever them. 

DAMN CARCERIC STEEL! I just knew I'd be too far away when I needed a 

weapon that can cut a tough planar creature. Cresson died terribly that 

day. The Uliu flew threw him shredding him between two planes, their 

biplanar nature made them dangerous in an unexpected way. they circled 

me, diving at me, I parried with my blade and it was shredded by contact 

with these horrors. I raised my hands, dropping the weapons handel and 

shouting out a surrender. The tentacles left renard leaving behind only 

red runes burned into his flesh. The sithid placed one tentacle on my 

forehead leaving a rune mark their, then he let us leave. 

     Now I sleep uneasy in Sigil. My night is filled with the terror of 

liquidous tentacles wrapping around me, flowing into my flesh, through my 

veins, and after my heart stops they flow into every cell in my body. 

then I realize I'm not feeling with myself anymore but with the 

tentacles. As I fling myself awake at night my waking mind is filled with 

one though, one not my own but of the sithid. "You are a part of me now, 

I own you, and when you die you will serve me as one of my Uliu. Know 

that and feel fear. Renard is worse off than me in a way. His personality 

has changed completely. He hangs out with revolutionaries, unsavory 

types, criminals, fiends. He has no friends, he looks down on all he knew 

and all he now knows. I heard him whispering too, insulting the petty 

mortals and muttering about how in the end he would be in control, and not 

these inferior types. Even worse, when I pass his house at night I hear 

him screamk at things that are not their, and cry out in fear "GET IT OUT 

OF MY MIND!!!!!!" But, when daybreak comes again what is left of his 

origional personality dies again.

The sithid. Here is a creature I wanted to put on the mimir but I was 

unsure what it's stats would be. here is a more in depth look at the 

creature itself. The sithid is a creature found in pandemonium (mostly in 

the top layer because its servents need astral contact) that feels it's 

superior to all life and secretly plots to overthrow the multiversal 

opressors that keep it from gaining control. Bigotry and paranoia 

combined with it's intelligence and powers makes the Sithid a creature 

that can never be tangled with. Though they hate all life, (the 

opressors) even hating their own species, they know they must use it to 

accomplish their goal. thus a sithid has developed the dangerous power of 

runic branding.

Each of a sithids tentacles are tipped with glowing red runes. The effect 

of each rune is shown below.

1. Hallucination rune: this rune gives a sithid the power to make the 

afflicted see things that are not their.

2. Subservience rune: Anyone branded by this rune must obey the commands 

of the sithid.

3. soul brand: This rune gives the sithid a connection to the victims 

spirit, willing it to pandemonium when he dies so the soul can be shaped 

into an Uliu. 

4. life link rune: Rumor has it that sithids can use runes to tap into 

the lifeforce of their victims.

5. insanity rune: Though they prefer to make their victims insane in 

other ways sometimes a rune is needed to achieve this effect.

6. emotion runes: Hate, fear, and other similar runes exist.

Anyone branded by a sithid has a telepathic link established which the 

sithid uses to communicate with its victim, rumor has it the sithid can 

sense through its victims eyes and ears as well but that is only a rumor, 

it may even require a seperate rune.

Sithids also have the power to squeeze their tentacled forms (which may 

be stretched from 5-20 feet depending upon age) into extremely small 

crevices where they wait for victims.

Uliu: Uliu are the souls a sithid owns from its victims. they are shaped 

into glowing "color pools" that bend the reality of pandemonium and the 

astral to form a reality shredding universal rend. Besides tearing apart 

what they contact these near mindless eyes and ears of the sithid can 

chant. This chant alerts the sithid (if it's dormant, if not it can sense 

through the uliu) and stuns the victims if they fail a save vs. spell. 

Uliu are tortured souls, though near mindless they can feel they were 

once something more so they scream along with the howling winds, mourning 

the loss they cannot comprehend.

I wanted to send the sithid and its uliu into the mimir net monstrous 

compendium but I was unsure of the thac0, hit dice, and (especially) the 

XP they should have.

Date: Thu, 10 Sep 1998 13:12:48 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

Factions and fishing.

I remember last fall someone did an entertaining "factions and cows" post 

so I decided to do factions and fishing.

ATHAR: The Athar will fish for and catch most fish, yet they deny the 

power of cod. All cods, though powerful, are not as great as people say.

GODSMEN: The godsmen catch a minnow, use it for bait to catch a perch, 

use that for bait to catch a bass, which he uses as bait to catch a pike, 

then he  uses that for bait to catch a shark, 

and then use that for bait ..... To them they have to proceed onward to 

higher states of fishing.

BLEAKERS: Bleakers sit out in the cold rain bye a lake thinking about how 

pointless fishing is. They catch catfish, and more often than not get 

stung by the fin spines.

GUVNERS: Guvners only catch fish to categorize them by species, and to 

get an estimate of their population. They catch any fish that swims in 

schools because they respect education.

HARDHEADS: Hardheads determine which bass are nesting in the breeding 

season, and take those that aren't into custody.

MERCYKILLERS: Mercykillers catch trout, a fish that they feel, like 

revenge, is best served cold.

DOOMGUARD: Doomguard go fishing by poisoning the lake and collecting all 

that float to the surfact. In the ocean they like hadoc because it sounds 

sort of like havoc.

DUSTMEN: They don't catch fish so much as collect dead ones. Thus you can 

tell a dustman from the smell. Their favorite fish is a croaker.

FATED: The fated claim the whole lake for themselves and take whatever 

fish they please. Obviously the Sell-fish is their favorite.

XAOSISTS: Xaosists catch saltwater fish in fresh water and freshwater 

fish in salt water, unless you expect that. They like flounder because 

they have two eyes on one side of their head and lie flat against the 

ocean floor.

FREE LEAGUE: They feel you can fish for whatever you want as long as you 

don't push them into fishing for a specific species.

REVOLUTINARY LEAGUE: the revolutionaries carefully read through a fishing 

rules book, then light dynamite and throw it into the lake.

RAGERS: (I'll do a sect) ragers catch swordfish and use them to challenge 

other fishermen to combat.

SIGNERS: Signers believe that they imagine all fish into existence and 

thus fish for a fish of pure gold that grants wishes.

CYPHERS: Cyphers don't think about fishing, but act to fish. Thus they 

fish in the river styx where fish forget everything and live only through 

acting.

SENSATES: Sensates catch fugu puffer and eat it to see what a paralyzing 

poison feels like.

Date: Fri, 11 Sep 1998 13:01:55 -0700 (PDT)

From: Bloodlust Duskryn Llothbane <voodoo@calweb.com>

New Summoning Spell

   Here's a new spell I created the other day. Hope you like it. To see

others I have created just go to my page at "www.calweb.com/~scorpio" and

go into the AD&D area.

Bloodlust's Justified Wrath

Conjuration/Summoning

Level: 6

Range: Caster

Duration: Special

Components: V,S,M

Casting Time: 1 round

Saving Throw: Nil

Justified Wrath is a spell designed to be used by casters of an evil

alignment, for it summons a small group of baatezu to attack an enemy.

With each casting of this spell (which can only be used no more than once

per day) one lesser baatezu per five levels of the caster is called forth.

The caster must specify which type of lesser baatezu will be summoned when

casting this spell. This spell is only good when cast during a battle (be

it large or small) and all baatezu summoned will remain and fight until

the battle has ended. The caster orders the baatezu whom to attack during

this battle (this can be as general as "Attack the men in blue" or as

specific as "Kill the Black Knight of Savan") and they will attack until

either the victim(S) are slain, the caster is slain or they are slain

themselves. All baatezu slain during this battle will be subjected to

whatever laws Baator has for baatezu slain off their home plane, which

usually has to do with a demotion, one hundred years of being stuck in

Baator, and a lot of pain. If the caster is slain, then all baatezu are

free of the spell to do whatever it is they please. If the victim is

slain, all baatezu summoned are immediately returned to Baator. One last

note... the caster can choose to summon less baatezu than the spell

allows, but never more.

The material component for this spell is no less than 200gp in gems per

baatezu summoned. This is a risky thing though, for each baatezu has a 50%

chance of breaking the spell immediately when it's summoned and attack the

caster with sheer fury. The caster can lessen this chance by adding an

extra 100gp worth of gems per baatezu to this, up to a maximum of 500gp

per baatezu. This way there's always at least a 20% chance that all each

baatezu will turn on the caster. The Dm can feel free to make this check

for each baatezu or as a group, whichever fits his/her desire.

- -------------------------------

Bloodlust Duskryn Llothbane

Bloodlust's Pages of the Damned

http://www.calweb.com/~scorpio

- -------------------------------

Date: Sun, 13 Sep 1998 17:37:11 -0400

From: Sean Curtin <masscurt@berkshire.net>

Abyssal Primer

While I was cleaning out the hard drive on my old Mac, I came across

something I had worked on three or so years ago: a little demonology,

developed mostly from combing through first edition sources and Gygax's

Gord novels. At the time, Erik Mona was working on a similar project, so

I put this list on the back burner, waiting to see what the savant would

produce.

        If you're looking for a definitive roster of all demons mentioned in

TSR materials, this isn't it. I'm pretty sure that everything in here is

pre-Planescape. And it's been so long since I did this demonology up, I

can't honestly vouch for the accuracy of every entry. My notes are

missing, so I can't cite specific page numbers for my references. In

general, 90% of the names below were picked up from the Gord novels and

the roster printed in the MMII. Iquander's excellent article on demons

was another important source.

        In my campaign, this demonology represents what is generally known to

the Prime Material "experts" on demonic matters. If a PC is researching

a specific demon, he probably wouldn't learn much more than what is

described below. This demonology may occasionally contradict itself or

just be damned vague, but that's how I want it. The abyss is strange,

vast, and thoroughly chaotic, and even the experts get it wrong. This

keeps my players VERY anxious.

        So here goes:

        Abat-Dolor. "The Black Ones." A race of beautiful, black-skinned

demons, kin to Graz'zt. They stand 7' to 8' tall and wear red bronze

plate armor and helmets. They wield swords, spears, and arbalests; they

also use tubes which discharge anti-matter (!). The Abat-Dolor dwell in

Lyondagur, the 399th abyssal layer. Formerly divided into thirteen

clans, there are now nine. The Abat-Dolor are ruled by Elazalag.

        Abraxas. A prince.

        Agadin. A minor lord.

        ahazu. 1 (l.c.) A type of demon: lank and long-armed, but

square-shaped. 2. (cap.) A lord.

        Ahrimanes. A prince.

        Aishapra. A true demon, marilith rank.

        Aldinach. A female lord.

        Alrunes. A female lord.

        alu-demon. The offspring of the mating of succubi and humans. They are

always female; appear like attractive humans with bat-like wings.

        Alzoll. A true demon, balor rank.

        Anarazel. A prince.

        Ansitif. A prince.

        Apepi. A cobra-headed lord with an unwavering stare. Wields a khopesh

sword and has a poisonous spittle and bite.

        Arachne. See Lolth.

        Ardat. A female lord.

        Ariax. A prince, defeated by Graz'zt and possibly destroyed. Perhaps

the same as Arioch.

        Arioch. A lord (?). Also known to be the name of an arch-devil.

        Areex. A prince; possibly the same as Arioch.

        Arzial. A prince, serving under Graz'zt. Associated with a magical item

called the Amulet of the Abyss.

        Aseroth. A prince.

        Asima. A lord.

        Astaroth. A prince.

        Azael. A lord.

        Azazel. A prince allied with Bulumuz and hostile to Graz'zt. Friendly

(?) to Fraz-Urb'loo. Also known to be the name of an arch-devil.

        babau.  A type of lesser demon; also called one-horned horror or ebony

death. Appears as a tall skeleton in form-fitting black leather, with a

horn-like growth projecting from its skull. Hated by vrock, hezrou,

glabrezu, as well as nalfeshnee. Said to be recruiters for the Blood

War.

        balor. 1 (l.c.). The most powerful type of true demon; also called

fire-demons, roaring demons, raloog, and conflagranti. Each has its own

individual name; sources conflict as to the total number of these demons

that exist: six, twelve, twenty-four, and even six hundred and sixty six

have been suggested. Demi-lords of the Abyss. Said to be more organized

than other demons; because of this, they are disliked by the lords and

princes. Lesser chaotic evil creatures are drawn to the charisma of the

balors. 2 (cap.). a fire-demon of largest size and power; a servant of

Demogorgon.

        Baltazo. A lord.

        Baphomet. Prince of minotaurs. Bears great hatred for Yeenoghu. Lives

at the center of a great maze that spans his layer and the layers

adjacent to him. The maze is rumored to be populated by all manner of

minotaurs, some of whom have breath weapons and magical abilities. Said

to have been imprisoned and given as tribute to Orcus (?).

        bar-lgura. A type of lesser demon, also called leaping demons. Appear

as grotesque orangutans. Shun most other sorts of demon; serve as scouts

in the Blood War.

        Barbu. A female lord.

        Bayemon. A lord.

        Bechard. A lord.

        Bilwhr. A true demon, nalfeshnee rank.

        Black Prince. See Orcus.

        boar-demon. See nalfeshnee.

        boorixtroi. Misshapen, giant demon, probably the same as goristroi

(q.v.). Stupid, with disproportionally long right arms and

shark-toothed, lipless mouths. Employed as enforcers.

        Bulumuz. A lord or minor prince (?). Allied with Azazel and friendly

with Fraz-Urb'loo. Hostile to Graz'zt.

        Cabiri. A lord, also described as a proto-demon (q.v.). Over 12 feet

tall, Cabiri has four burning red eyes, a horn-plated hide, and many

hands with razor-sharp talons. His voice is multi-toned and discordant.

Departs in flame and thunder. Able to vomit a death-ray and belch clouds

of poison gas. Possesses some magic use, including dispel magic and cure

light wounds. Brother and ally to Pazuzu. Served by the demons Korb,

Haklo, and Meemglum. Also called Shibiri or Shabriri.

        Cagrino. A prince (?).

        cambion. The offspring of a human female and a demon. Appear humanoid,

but with pitch-black, pock-marked skin. Serve as assassins in the Blood

Wars.

        cataboligne. A type of greater demon, with considerable power. Appears

as a terrifying scaled humanoid with tail and horns.

        Chaos Horror. See Ushablator.

        Charun. A lord.

        chargin. A type of demon, scaled and ropy with long-taloned fingers and

splayed feet.

        chasme. A type of lesser demon; also called fly demon or greatfly.

Appear as a cross between a common fly and a human; act as punishers of

the demons. Hate most other sorts of demon, especially vrock and hzrou;

are allied with rutterkin.

        Chidum. A lord, serving Fraz-Urb'loo. Allied with Yuibiri and Zomar.

Hostile to Graz'zt.

        Child, the. See Demogorgon.

        clobdroo. A type of goat-horned demon, probably the same as glabrezu.

        conflagranti. See balor.

        croaking demon. See hezrou.

        Dagon. A prince, ruling evil sea creatures-specifically fish (?).

Controls a liquid plane populated with hezrou, a form of dretch, octopi,

squids, kraken, sea-snakes, eels, weird fish, horrible fish-monsters.

Served by marine gargoyles. Once formidable, he is a prince in decline,

having suffered a number of recent setbacks, and is bitterly resentful.

Not liked by any of the other demon princes, he keeps to himself, and is

only growing more hateful and strange. Bears great enmity for

Demogorgon, who successfully lured the race of Ixitzachtl away. Further

humiliated by having to share his name with an arch-devil. Often found

in an iron fortress on Pazuzia; roams the Astral Plane.

        death stealers. See Nabassu.

        Demogorgon. A prince, one of the six most powerful demons in the Abyss;

his title is "Prince of the Demons"; his twin-tailed banner is colored

black and bright green. He is the prince of cold-blooded things such as

snakes, octopi, and reptiles. Controls several Abyssal layers, each of

which resembles a jungle filled with many sorts of vicious apes,

reptiles (including dinosaurs), and bird-like monsters. Many of his

servants appear as monstrous hybrids, such as a six-legged lizard thing

with human arms and a bat's head. His personal guard is made up of

snake-fish, toad-crab, and lizard-slug demons. Also served by man-like

demons with heads like miniature dinosaurs. Over 100,000 demons are said

to dwell in his capital city in the Abyss. Wars with Graz'zt and Orcus.

His younger brother is Mandrillagon. Some sources describe Demogorgon as

"The Child," and hold that Demogorgon often assumes the form of a young

human girl.

        dog-demon. See glabrezu.

        dretch. A type of least demon; said to be most common of all demons.

Have round, rubbery bodies and thin, spindly arms and legs. Their heads

are set squarely upon their shoulders.

        dusin. A type of stocky demon with crocodile jaws. Fearless and tough,

they are often armed with iron weapons.

        Eblis. A prince. Often found in an iron fortress on Pazuzia, or roaming

the Astral Plane.

        Eblitis. A lord (?), allied with Marduk (?). Possibly the same as

Eblis.

        ebony death. See Babau.

        Elazalag. Female lord, ruler of the Abat-Dolor and former consort to

Graz'zt. Wields a chain and hooked star.

        Emix. A lord (?) serving Juiblex.

        Ereshkigal. A prince.

        Errtu. A true demon, balor rank.

        fesroo. A type of squat, gilla-monster demon. Wield saw-edged glaives.

Probably the same as hezrou.

        fire-demon. See balor.

        fly demon. See chasme.

        Fraz-Urb'loo. Also Fraz-Urb-Loo or Var-Az-Hloo. A prince, the Demon of

Deception. Wars with Graz'zt. Served by Chidun, Zomar, and Yuibiri. His

realms were said to once be beautiful places; this was only a cruel

deception, for beneath the illusion was decay and rotting flesh. Immured

in a stone prison on the Prime for several centuries; has only recently

returned, and is in the process of rebuilding his realm.

        gashnulfu. A type of demon with tiny wings and pig-eyes, armed with

pole axes. Probably the same as nalfeshnee.

        glabrezu. A type of true demon, also called dog-demons. Do not have

individual names.  Appear as towering, four-armed humanoids with

dog-like heads; two of their arms end in great pinchers. Serve as

tempters of mortals; typically respond to summonings from the Prime

Material plane. Probably the same as clobdroo or klebguzig.

        Gneenoghu. See Yeenoghu.

        Goat, the. See Orcus.

        goristro. A type of greater demon, much desired by the lords and

princes to serve as engines of destruction. Appear as giant bears over

20 feet tall, with faces that combine the features of bison and human.

        Graz'zt. A prince, "Ebon Lord of the Abat-Dolor," "Prince of Lamia".

Rules Azzagrat, The Triple Realm, which includes the 333rd Abyssal

layer, Messafgraduum. One of the six most powerful demons. His steward

is Vuron; viceroy, Yeenoghu; and marshall, Kostchtchie. Bodyguard

consists of goristroi. Hostile to Orcus and Demogorgon. Home plane

semi-tropical, contains his palace and Royal Demnse--a weird garden of

black foliage. Palace made of black marble and obsidian, polished to

gleam; contains an opaline throne carved out of a single stone. Sky of

Messafgraduum fire-opalescent. Graz'zt is the handsomest of demons, and

most human appearing; has six-fingers on each hand. Excellent tactician.

Wields a venom-dripping curved sword and also possess the Eye of

Deception, a powerful abyssal artifact. Attended by lamias and succubi.

Worshipped by humans, he has also begun cultivating a following among

the drow. Priests bear symbols of basalt.

        Gresil. A lord.

        Grintharke. A true demon, balor rank. Assigned to the Prime Material

several million years ago.

        grog-demon. See hezrou.

        Gulkar. A balor.

        guristhoi. See goristroi.

        Hacamuli. A lord, one of the messengers of Orcus. Appears as a pale,

gaunt horse with hazy black eyes. Flies cover his mangy, sore-infested

body. His very gaze drains life from his victims; he is also able to

cause disease and age his victims by striking with his hooves. Able to

gate in shadows and vampires.

        Haklo. Ghastly, chimerical demon, servant to Cabiri.

        Haskruble. A demon, possible a cataboligne. Servant to Orcus; has

steel-blue scales.

        hezrou. (l.c.) A type of true demon, also known as croaking demons,

toad-demons, swamp demons, or grog-demons. They do not have individual

names, and are between vrock and glabrezu in power. Appear as large,

upstanding toads with arms instead of forearms. Enforce the commands of

more powerful demons. Probably the same as fesroo.

        hippokeres. Demon beast, a parody of a horse with 8 thick legs and

muzzle spiked as that of a rhinoceros. Savage; occasionally tamed by

Abat-Dolor. Inhabit lower regions.

        hissing demon. See marilith.

        incubi. The male form of succubi (q.v.).

        Johud. A true demon, nalfeshnee class.

        Juiblex. A prince; also known as Szhublox, "The Lord of Ooze," or "The

Faceless Lord." Demon prince of slimes, oozes, and jellies; kin to

Zuggtmoy. His layer is made of living fungus and rot; it is filled with

slimes, deadly puddings, jellies, and various ameboid monsters that all

live off each other. There are rumors of a dreadful book that contains

Juiblex's true name; however, anyone who reads this name is cursed to

die within the year, and spend an eternity thereafter in Abyssal

torment.

        Kerzit. A lord (?).

        kerzow. A type of demon, probably the same as hezrou.

        Kevokulli. A true demon, marilith rank.

        Klavikus. A true demon, balor rank. Servant to Orcus.

        klebguzig. Goat-horned type of demon with pinchers and armed with

fauchard-like mancatchers. Larger and fiercer than wulox. Perhaps

another term for glabrezu.

        Korb. Ghastly, chimerical demon, servant to Cabiri.

        Kostchtchie. A lord, serves Graz'zt. Otherwise shunned by other demons.

Venerated by some frost giants. Appears as a giant with bandy legs. He

wields a huge hammer of cold iron. His domain, Tschyrtolikya, is only

part of a single layer. His plane is a glacial place, filled with all

evil creatures of cold.

        Kriitch. A quasit.

        Lady of Fungi. See Zuggtmoy.

        Laraie. A lord.

        leaping demon. See bar-lgura.

        Leviathan. A prince (?).

        Lolth. Demon queen of spiders; one of the six most powerful demons.

Also called Arachne. Rules a number of adjacent planes, including the

66th layer and the 65th, which houses a great web built in the midst of

a primal maelstrom; worshipped by the drow.

        Lord of Gnolls. See Yeenoghu.

        Lord of Minotaurs. See Baphomet.

        Lord of Ooze. See Juiblex.

        Lugush.  A prince; uncomitted.

        malvachnu. A type of demon.

        Mandrillagon. A prince, Demogorgon's younger brother (!). Described as

a monstrous, blue-faced parody of a mandrill, with massive fangs of

filthy yellow-gray. Controls two layers. Served by winged monkey demons.

Called one of the mightiest of princes.

        manes. A type of least demon. Nearly mindless, they are the spirits of

dead chaotic evil mortals. Sometimes used to form shadows or

ghasts--depending on their evil in life. Sometimes dsipatched to the

Prime Material plane by demon lords or princes for one day.

        Marduk. Prince, "King of Fire Demons"; one of six most powerful demons.

Lord of balors (?), possibly an ascended one; has risen to power

quickly. Bleeds molten stuff when injured. Wields the awesome Firefan,

one of the most powerful Abyssal artifacts

        marilith. 1. (l.c.) A type of true demon, second only to balor; each

has an individual name. Also known as snake-demons or hissing demons,

act as generals and tacticians in the Blood War. 2. (cap.) A powerful

demon of this type.

        Mastiphal. A prince.

        Meemglum. Ghastly, chimerical demon, servant to Cabiri.

        molydeus. A unique type of demon, described as "guardian." Serve as

political officers of the Blood War. Appear as red-skinned humanoids

with two heads: one a snake's, the other a dog's.

        Monarchs of Demonium. The six most powerful demon princes; list is

thought to include Demogorgon, Graz'zt, Lolth, Marduk, Orcus, and

Zuggtmoy. Juiblex may or may not have taken the place of Orcus.

        Munkir. A lord.

        Mycortte. An Abat-Dolor, second to Elazalag.

        nabassu. A type of greater demon, also known as death stealers.

Actually inhabit the Prime Material for a period of their life cycle.

Tall and thin with scaly, sinewy forms, they appear similar to

gargoyles.

        nalfeshnee. 1. (l.c.) a type of true demon, just below Marilith; act as

punishers of mortal spirits in the Abyss. Many have their own names.

Also called boar-demons. Probably the same as gashnulfu. 2.

[capitalized]. A powerful individual of this type.

        Nasthrapur. A lord; appears as a red-scaled, leathery-winged humanoid

with a bull's head and hooves. Taloned forelimbs take the place of arms;

he is able to breathe a gout of fire. Said to have been imprisoned

within an artifact.

        Ndulu. A true demon, balor rank.

        Nekir. A lord.

        Nergel. "The Justicier." A lord, advisor to Graz'zt. Described as

hunched, crooked, and misshapen, tall as Graz'zt. Dark and dour visage.

Loves to see death, and has some sort of affinity with undead: able to

command shadows. Also called "Prince of Unlife," a title normally

reserved for Orcus. His relationship with Orcus is unclear.

        Nexroth. A lord.

        nicomar. A type of demon. Saucer-eyed. Also spelled nikomar.

        nikomar. See nicomar.

        Nisroch. An Abat-Dolor.

        Nocticula. A female prince, associated with vampires and succubi (?).

        Obox-ob. A prince.

        Ogrijek. "Lord of the Winged Zubassu." Lord (?). Advisor to Graz'zt.

        Ojukalasogadit. A demon, 'of sorts,' a living abyssal layer. The 366th

layer is a featureless, endless plain of putrid hue, nauseating to

behold. The land is shot through with veins and crater-like holes

resembling sores. Wormy things shoot out and there are forests of wormy

growths. There is a constant stench, as well as continual sounds of

slobbering, slurping, rending, screeches, and splintering bones. Site of

demon wars, considered to be of utmost importance. Has gateways to other

Abyssal layers, and direct gates to the 11th and 502nd layers.

        one-horned horror. See babau.

        Orcus. Prince; also known as "The Goat," "The Black Prince," "Prince of

the Undead," "Lord of Undeath," "Lord of Unlife," "King of Vampires,"

and "Master of the Dead." One of the six most powerful demons. Wars with

Graz'zt and Demogorgon; allied with Marduk (?). Commands at least 12

balors, and several less important lords pay him homage. His wand has

sometimes been allowed to enter the Prime Material plane and wreck havoc

there. Orcus appears as a huge man with bat wings and a ram's head, with

shark-like teeth. His realm, Thanatos, is composed of manifold layers

populated with skeletal monsters, various sorts of zombies, huecuvae,

shadows, sheet phantoms, vampires, and death knights. His dwelling is a

great palace made of bones, rising out of ground bone meal. Said to have

recently been dethroned and his Rod of Unlife lost or destroyed.

        Palvalg . Proto-demon (?). A flame-demon and advisor to Graz'zt; ally

to Cabiri.

        Pazazeus. See Pazuzu.

        Pazrael. Prince, with designs on the Prime Material plane. Probably the

same as Pazuzu (?).

        Pazuzu. "Prince of the Lower Aerial Kingdom." Lord of all evil flying

creatures. Appears as a tall human with 4 wings. Able to travel to all

of the lower planes and even enter the Prime Material. Described as a

proto-demon (?). Does not control his own plane, but rules the skies

above all of the layers. Brother and ally to Cabiri. Also called

Pazazeus or Pazzuzeus.

        Pazzuzeus. See Pazuzu.

        Poshban. A minor lord.

        Prince of Deception. See Fraz-Urb'loo.

        Prince of the Lower Aerial Kingdom. See Pazuzu.

        Prince of Demon. See Demogorgon.

        Prince of Undead. See Orcus.

        Proto-Demon. [Obscure] Creatures similar to demons, but actually have a

different origin. Includes Cabiri and Pazuzu.

        Quaolnargn. A lord (?). A giant toad-shaped demon. Immune to

petrification and polymorph, its terrible bite drains life force.

        quasit. A type of minor demonling, often assigned to wizards as

familiars.

        Queen of Fungi. see Zuggtmoy.

        Queen of Spiders. see Lolth.

        raloog. Bat-faced fire-demon with spiked flails and terrible swords.

Probably the same as balor (q.v.).

        Rehnaremme. A true demon, marilith rank.

        roaring demon. See balor.

        rutterkin. A type of least demon; among the weakest and most bullying.

Outcasts even in the Abyss, they appear as ugly, misshapen humans.

        screeching demon. See Vrock.

        shadow demon. Very rare and foul creatures from the lower planes; the

essence of a demon imprisoned in a shadow.

        skurda. A type of scorpion-demon, described as hulking, with flat

lifeless eys.

        Sess'innek. Lord, appears as a six-armed lizard king with vestigial

greenish brown leathery wings folded along its back.

        Shabriri. See Cabiri.

        Shibiri. see Cabiri.

        ssilhex. A type of demon, described as snaky. Perhaps the same as

marilith.

        shoosuva. A type of demonic undead, used as intermediaries between

Yeenoghu and his shamans. Appears as a huge glowing hyenaedon.

        Socoth-benothas. A prince, probably the same as Socothbenoth.

        Socothbenoth. A prince.

        Soneillon. A female lord.

        succubi. A type of greater demon; appear as beautiful women with bat

wings.

        swamp demon. See Hezrou.

        Szhublox. See Juiblex.

        Talonclasp. An ahazu serving Vuron.

        Ter-Soth. A true demon, balor rank; vassal to Orcus.

        Trobbo-gotath. A lord (?). Described as a greatest demon of earth.

Servant to Demogorgon.

        Tsuggtmoy. See Zuggtmoy.

        toad-demon. See Hezrou.

        Uliel. A lord, serving Zuggtmoy. Solid form composed of shadow and

flame. Huge, well over 10' tall. Able to gate nalfeshnee. Summoned to

Prime by means of a tiny bronze figure. Possibly the same as Yuibiri

(?).

        Ushablator the Chaos Horror. Prince; described as one of the mightiest

princes. Opposed to Graz'zt.

        Var-Az-Hloo. See Fraz-Urb'loo.

        Verin. Lord; see Vuron.

        Vloorm. A minor lord.

        voord. A type of demon. Carrion-eaters, probably the same as vrock.

        vrock. Weakest of the true demons; also called vulture-demons or

screeching demons. Act as elite fighting force in the Blood War. Said to

be stupid enough to be susceptible to bribes. Do not have their own

individual names. Probably the same as wulox or voord.

        vulture-demons. see Vrock.

        Vuron. "Master of the Roving Hordes." A lord, steward to Graz'zt. Also

known as Verin (?). Tall, stick-like, leather-skinned adrogenous albino

with red-pink eyes. Handsome, alien mix of demonical and human features.

Very evil and intelligent, patient and cunning (for a demon.) Powerful

magic use? Able to vomit a deadly energy blast. Wears silvered battle

armor and wields a crystalline spear of demon-slaying.

        Wendonai. A true-demon, balor rank.

        wulox. Tall, thin demon with stork-like heads and spindly arms.

Probably the same as vrock.

        Yeenoghu. Demon prince of gnolls; also known as Gneenoghu. Controls a

vast layer, populated by gnolls, hyenas, hyenadons, ghasts, ghouls, and

even some trolls. His great palace is the size of a city; it rolls

across the barren salt-waste of his layers, pulled by slaves and

controlled by gnolls. Given homage by the King of the Ghouls. Serves

Graz'zt, along with Kostchtchie, hates Baphomet. Appears as a huge

emaciated gnoll, wielding his feared triple flail.

        Yuibiri. A lord, serving either Zuggtomy, Fraz-Urb'loo, or possibly

both. Allies with Chidum.

        Zabulon. A prince (?).

        Zerkaar. A minor lord.

        Zomar. A lord, serving Fraz-Urb'loo. Allies with Chidum, Yuibiri.

Hostile to Graz'zt. Possibly the same as Uliel?

        Zortolagon. Prince; described as one of the mightiest of princes.

Opposed to Graz'zt.

        Zubassu. See zubazu.

        Zubazu. A type of demon described as a four-winged man-hawk. Their lord

is Ogrijek. Also spelled zubassu. Probably the same as nabassu (q.v.).

        Zuggtmoy. Demon queen of fungi and molds, kin to Juiblex; also known as

Tsuggtmoy, "The Queen of Rot," "The Lady of Fungi," or "Queen of

Thallphytia." One of the six most powerful demon princes. Her realm

Mycorgi (or Shedaklah, the Slime Pits) includes the 222nd layer. Her

realm is populated with poisonous fungi and deadly rot; has other realms

scattered among a number of layers of the Abyss. In general, they appear

as normal environments overrun by fungus and lit by a purplish light.

Zuggtmoy wields the Cauldron of Corruption, a powerful abyssal artifact.

Date: Sun, 13 Sep 1998 16:40:03 -0700

From: "Jeremiah Golden" <mazktell@geocities.com>

Pismals, Humorous Sect

The Pismals (The Planescape Mailing List, Feather heads)

    The Pismals started off as just a few berks using astral streaker to

pass philosophical ideas and chant back and forth. Eventually as there

numbers grew though and the there history was forgotten, this new sect

started thinking that the whole reason the multiverse is still going is

because of there messaging system. They say if a message doesn't fly by

astral streaker that day, the next we know the multiverse will fold up on

itself!

    The messages on this so called list are usually informative, giving a

cutter the latest dark or giving him an idea were to search for it. Some

times though there's huge debate wars, were the astral streakers are flying

themselves almost to death.

    The sect is run by a council of three called the 'Moderators'. Wintery

Noj (Pl/male marraenoloth/T12/Pismal/NE) so called 'Guide to the Mimirs' one

of the oldest members of the sect. Arnsak Tonz  (Pl/male

githyanki/W7/Pismal/LN) with the title 'Scribe of the Index' and ruler of

the astral Pismal headquarters. And NekPilak (Pl/male smoke

mephit/F6/Pismal/CN) in charge of astral streaker breeding (and eating

occasionally).

Principle Plane of Influence:

    The astral, home of the astral streaker. The Pismals have a headquarters

set up here on the floating corpse of the dead god Empeegin. On this isle

the streakers seem to flourish and breed.

Allies:

    The Pismels actually co-exist well with most of the factions and sects,

as anyone can join there astral streaker list, even someone of another

faction. There are quite a few Pismal Guvners on the list for example.

Enemys:

    Some of the doomguard actually believe the Pismals saying their keeping

the multiverse going, and are working on ways to take down the list. Kylie,

Autochon, and the rest of the couriers and touts don't like the Pismals alot

either, mostly because anyone can use the Pismals astral streaker network to

send messages and items, and for no jink.

Benifets and Restrections

    The major benift of belonging to the Pismals is because anytime any new

chant comes out, you find out, and you find out fast. Pismals by sending a

query to the list, have an 85% chance of getting back an answer with the

dark. Pismals, because of there belief that the list lets the multiverse

continue, must send at least 5 messages a day via astral streaker to the

list. The bad part abouth this of course is you need and astral streaker

handy at all times, and unless you can find away to take it with you

adventuring, that means your stuck at home.

Like it?

jeremiah golden

mazktell@geocities.com

icq: 6843188, yahoo pager: mazktell

http://www.geocities.com/siliconvalley/5355/
Date: Thu, 17 Sep 1998 15:18:01 -0700

From: belarius@juno.com

- Sing a Song with Me

You know what we never see?  Serious parodies.  What I mean is that there

are fair number of songs which are totally serious, and fit into PS

perfectly.  In fact, some of these could have even been written there. 

Why do we always make fun of music?  I'm not saying that's bad, but why

not do both.  Take real songs, edity the reality out of them, and they're

the latest tune written by Cager musicians.


For example, the industrial band KMFDM (who's music is a mix of

Doomguard, Tanar'ri, Revolutionary League, and Bleaker philosophy, so to

speak), wrote a song titles 'Rules.'  I almost perfectly describes the

Blood War on the Gray Waste.  Below is my edited version, with comments

on the side:

Yes, so the message goes

Like an insect in its death throes

(gelugon?)

A magic carpet ride to hell

(magical item!)

Then back to here with time to tell

A jagged scar on every face

We walk to a forbidden place

(certainly describes the Lower Planes in a

nutshell)

Where dirty water blows the mind
(The Styx)

We see the light and become blind


[Refrain]

Here comes a secret deliver

all aboard the reason why

A broken down discovery

The rules, the rules do not apply

(on the Lower Planes, they certainly

don't)

I'm half-blind and I'm losing

A picture that is out of control

I'm lying on the ground but I'm moving
(wounded in a battle?)

A prison being built round my soul
(the draining effect of the Waste)


[Back to the Song]

Under a concrete sky


(Gray, gray, gray)

Pallisades begin to rise

Sun and stars begin to fall

The quaking ground condems us all
(a WASTEQUAKE spell)

Decapitated soldiers fight

(lemure?)

And selfish lords control the light

(the Lords of the Nine, the

Oinoloth, and the Abyssal Lords)

In leaking gas we bath our flesh

And in the air we fight for breath


[Refrain]


There.  Im fairly sure not a WHOLE lot of people listen to KMFDM on the

listserv, but do you see how a contemporary song can be made a dirge or

march or dance in PS?  That is my point.


Similarly, all you eighites freaks out there (you know who you are),

think back to the song 'One Night in Bangkok.'  With slight alteration,

the song is a perfect description of Jemorille the Exile's mentality ("I

don't see YOU rating the mate I'm contemplating.  I'd let you watch, I

would inviteyou, but the queens we use would not exicte you."  Jemorille

is a chess fan, and certainly plays with the Queen of the Crosstrade as a

piece on the board).


To those of you who think this silly thread is a waste of space, scold

me privately.  That keeps you from wasting even more space on the

listserv :).

Belarius

belarius@juno.com

Date: Mon, 21 Sep 1998 21:38:34 -0700

From: Jason Ng <psychot@islandnet.com>

Some Magical Theory

My theory was that the conventional magic of the Multiverse originated from

sources like the ancient Elder Tongue where the True Names and True Words come from, As well ancient gestures and perhaps certain primals energy sources.

Vocal components

I devised this came from the Elder Tongue.  Recently one of the most powerful

forms of this language has been demonstrated in the form of the Last Word.

However there are certainly other forms of this power that came directly from the

True language, I believe Vecna recently came across some as well.

Other than perhaps a certain specialist class that devotes themselves to finding

out the dark of this language, who happen to be experts at the Cacofiend, Spirit

Wrack and True Name spells.  The closest approximation to this language would be the Song Mages, who use a more simplified form of these powers.  After all songs are easier to learn than actual prose.

Somantic components

The use of the gestures used in spell casting is even more in the dark than the

phrases used.  No one seems to know the exact darks of this theory.

I devise a new type of school that uses certain dances or something.  After all I

theorize the the Diakki's Dance of Despair and the Vrock's Dance of Ruin are

actual primal forms of the gestures used in magic.

Miscellanious

I never really liked the memorization system of magic.  Spells and Magic offered

alternatives to this, and I have put together some reasoning for these other forms

of casting.

The theory would be backlash, much like one of Newton's Laws "For every action, there must be an equal and opposite reaction."  Spells cast would bring about a backlash.  For Channellers (which is the standard in my campaign) the caster receives the entire backlash, draining them of their energy and making them

fatigued and more vulnerable, sometimes resulting in death itself.  Preservers and

Defilers simply re-direct it to other sources of life.  While Warlocks and

Alienists draw their energy from certain beings who bring their backlash in more

subtle ways.

This got me thinking for one thing of a certain type of Sinker Mage, that affects

inaminate objects much like a defiler would affect plants.  It even gives ideas

for types of Bleakers and Dustman spellcasters, respectably using their sanity and

their hold on "life" as the backlash.

Date: Thu, 24 Sep 1998 12:55:07 PDT

From: "Kadiya Randall" <sliderkta@hotmail.com>

 Apathy, Entrophy, Nobility, Butterflies

Now its time for Part 2 of Kadi's "Apathy. . . Butterflies" letter! Woo 

Hoo! (Sorry about the lateness. Just a lot of paperwork around my 

place.) I was talking last time about how easily the Factols of the 15 

major factions can be used in a game (And giving a few ideas on 

storylines).

Athar:  The Athar generally are a very quiet faction, except when it 

comes to discussions on the powers. But lately, a group of Athar-like 

terrorists have been murdering adventuring priest, monks, and the like. 

And it hasn't been only one or two victims either. Currently the string 

of murders total up to 50 people (and the murderers are always evading 

the Hardheads--giving little clues to their where abouts and where they 

will strike next). Factol Terrance is unfortunately the Harmonium's 

scapegoat. They believe this factol is secretly initiating these events 

and they have the evidence to prove it (which is currently being kept in 

the dark at the moment--The DM can choose what he/she wants for this). 

This is also complilcating matters with the Athar's fight to keep 

distributing Anti-Power pamphlets. The Harmonium believe those pamphlets 

encourage people to become violent.

Fated:  A new idea for Duke Darkwood-- Perhaps he wants to overtake 

Sigil because he wants to destroy the baatezu (okay, that's revenge, but 

he could be calling it "justice").  Perhaps he's found out that the 

baatezu are re-visiting his family over and over, keeping them as tools 

to be used to overtake more area for the glory of Baator. The family has 

no choice but to comply in order to survive (They still live on their 

homeworld and act as if their lives are normal). Lately, the Duke as 

been working harder to overtake the City of Doors. Remember, Sigil is 

powerful territory to have. The fiends would do anything to own the 

City.

Fraternity of Order:  Factol Hashkar is the little, old, 

partially-senile man who acts like your parents. Don't ask him a 

question because he can take a whole year or more in answering it (He 

goes through the history of the answer, what the answer would of been 

under current versions of the Rules, an analysis of the answer, etc 

before he gives you the answer). He actually is great at defending 

himself. One time, some crazed barmy who  was about to kill him came out 

with this question:  "Any last words, berk?" The barmy was a philosophy 

junkie and eventually forgot that he was supposed to kill the factol. 

Want to torture a scholar, a sage, or a very annoying overly-curious 

child? Get Haskar.

The only info I don't agree with in Factol's Manifesto is (and I quote): 

"Though knowing how a sword works and hitting something with it are two 

different matter entirely." (this is found in Hashkar's description.) 

Actually, the Guvners are simillar to scientists and to get more out of 

books, you need to test the stuff out. It makes things easier to learn 

and remember (at least for most people).

Free League:  Of course, these guys don't have a leader, but they have 3 

representatives (Bria, Lethea, and Lesander) in the Hall of Speakers 

that are trying to remedy the faction's major problem:  Some Harmonium 

are killing or scragging Indeps because of hatred. They feel that no one 

can help and so they are sending spies amongst the Harmonium to gather 

the evidence and expose the faction. Perhaps overthrowing the Harmonium 

is the only way to solve the problem. 

Another thing these guys are dealing with is the Indep fever, which they 

are looking for a cure.

Sign of One:  The most obvious story is that Factol Darius wants to 

revive a dead god (Its found in the Factol's Manifesto). Perhaps a 

decision has been made on which god to revive (subtly, of course) and 

the Signers are working towards their ultimate goal.

Society of Sensation:  Erin's always been the hardest factol to act out. 

Unlike Pentar, she has a life and a goal (to overtake Sigil, but then 

what's a lawful good priestess want with the City of Doors?). But 

personality wise, I don't have a clue who she is supposed to act like (I 

like to use models from the real world to act people out). 

Whoa! I just had a revelation!  The reason why Erin want Sigil so much 

is because she wants to heal the multiverse. It's stupid, but its a 

great experience. And those tannar'ri who want her blood will stop 

trying to assasinate her (she's currently living in constant fear)! 

Remember, Miss Montgomery is a priestess of Diancecht, the Celtic god of 

healing. The Powers can't enter Sigil because of the Lady of Pain. 

Somehow, someway, if Erin is to get Sigil , she must get rid of the 

Lady. Then her god can move in and do his stuff!  And Erin will act as 

the god's representative!

Trancendant Order:  Think of Factol Rhys as the planar Xena:  Warrior 

Princess. She has a bad past she is trying to shake.

Xaositects:  Karan's just a good character to keep on the sidelines. He 

pops in when he wants to, stays as long as he wants, then leaves. Good 

for keeping a campaign from becoming dull and for a few laughs or for 

distracting your characters from their current quest.

Kadiya Suzanne Randall

Email:  sliderkta@hotmail.com

ICQ #:  12828392

Homepage:  http://www.geocities.com/Area51/Rampart/2137

Motto:  For every truth, there are three lies. For every lie, there are 

three truths.  For every rumor, there are three possibilities.

Date: Tue, 29 Sep 1998 14:45:15 -0700

From: belarius@juno.com

A Few Answers

OR This May Be The Least Relevantly Titled Thread On The List

Sean Curtis wrote:

> In other words, the Lady of Pain is the draconic god Io...?

No.  At least, I hadn't interpreted it that way (do with the hunches as

you will).  In game terms (unless TSR is conspiring against us, Io is a

Greater Power, though I can see justification to make him (it?) an

Overpower.  What I had in mind was far more primal: s being that

represent the five elements of philosohpy (Law, Chaos, Good, Evil, and

Conflict) to such a degree of purity and power that it could not be

personified.  The idea was started (historically in my campaign, not is

TSR's thinkin) that the Greater Unknown of the Athar were actualy

intelligent forces which represented 'elemental' philosophical extremes. 

Because belief is a force related to intelligence, it would stand to

reason the purest forms of belief would also be intelligenbt (as opposed

to material elements).


Another point of contention are the five planeborn races which do not

spring from petitioners: the modrons, the slaadi, the rilmani, the

guardinals, and the yugoloths.  None could exist without intervention or

at least aid.  The modrons loose members from their recycling system when

individuals go rogue or when parai steal them away, a process which would

have reduced them to nothing over an infinite period of time.  The

yugoloth method of replenishment is not known, though yugoloths are

capable of bearing children.  Many planeborn races (the rilmani,

guardinals, and yugoloths especially) seem to operate on a secret agenda,

which is organized by no known being (I would argue that the General of

Gehenna, though real, is not calling the shots, or at the very least is

not an ultroloth).


So.  Assuming there are five Archpowers (beings which outrank or are

different from the Overpowers who each watch specific crystal spheres),

who are so primal they are impossible to conceptualize, these beings are

unable to directly interact with the gods or other less powerful beings. 

Thus, they have 'proxies' who do their bidding.  These proxies are not

always individuals, and are not always invincible.  The true slaadi (see

TFTIS for details)  and the baernoloths hold my vote for representatives

of Chaos and Evil, respectively.  Primus, fully mortal though quite

godlike, would be the emmisary of law (there's a flaw in my theory here,

though: how could Primus be replaced by another, evil creature (you all

know who I mean) without alerting the Archpower).  The 'proxies' of Good

and Neutrality are the least evident, with no obvious beings fitting the

bill.  Also, each Archpower may have an 'avatar,' which is used primarily

for the protection of the Archpower's home terrain.  The LoP IMO and IMC

(lots of abbrreviations there) is such a being, being the Hand of

Neutrality protecting unatainable Sigil from the Powers.  The General of

Gehenna is possibly the avatar of Evil (who but a god or

very-nearly-godlike being could casually kill ultroloths?).  The Slaadi

Lords could all easily be avatars of the same being.  After all, having

the same avatar all the time is far too lawful.


Again, this is a THEORY.  If you're going to flame away, do so (I can't

stop you), but realize you're objecting to my interpretation of the

facts.  I would be happy for someone to show I am wrong, however.  Just

show me the facts.


I hope this clears up any confusion.

Belarius

belarius@juno.com

Date: Wed, 30 Sep 1998 23:46:13 -0700

From: belarius@juno.com

Planar Races

OR Proof you most hated Prime campaign had something worth using after

all :)

Between the recent Bonus Questions and this whole Planar Races topic, I

spent some time scanning old MCs and I found a number of creatures

(mostly PC and NPC races) who would be especially appropriate for PS in

general. Note than I might be wrong on some of the sources: my copies

don't say which MC they are, and I had to do some extrapolation.  Anyone

who knows better, correct me.  They are:

Apserii - These Good creatures are a natural for Elysium.  From MC3, for

FR

Astereater - Imagine one of these things on Acheron.  From MC 7, for SJ.

Binoid - Good idea, bad name.  From MC9, for SJ.

Blood Sea Imp - Probably renamed a Vapor Quasit in PS, these CE creatures

might torment those who foolishly travel on some of the Seas in the

Abyss.  From MC4, for DL

Caterwaul - IS it just me, or are these things perfect for Pandemonium? 

Their bark is worse than their bite, and they are quite capable of

biting!  From MC14, the Fiend Folio.

Clockwork Horror - Good for Acheorn, especially Geigersburg.  Imagine

them trying to take over Mechanus.  From MC7, for SJ.

Darkenbeast - Magically created from a normal animal, these creatures are

perfect for Gehenna, where sunlight isn't a problem and the ability to

fly or glideis of great use.  From MC3, for FR.

Disir - Tall, hunched humanoids covered with natural armor and slimy,

very dirty skin.  Subterranean, they fit best in the LAwful Lower Planes

generally, but Maladomini is a particularly good place for them.  they

couldn't live in Sigil effectively, though they might be found in the

crypts.  From MC4, for DL.

Dizantar - We've talked about thsi one.  From MC7, for SJ.

Dune Stalker - Dangerous beings from Para-Elemental Magma who seem

appropriate in Elemental Earth, too.  From MC14, the Fiend Folio.

Grugahs elves - The elf made for Ysgard.  Maybe the Duke knows a few. 

From MC6, for GH.

Horgar - Elemental Earth, if anything/  Nowhere else is such a creature

justified. :)  From MC6, for GH.

Iron Cobra - IS it just me, or do these fit Mechanus?  From MC14, the

Fiend Folio.

Lutum - Best suited for Baator or Acheorn.  From MC7, for SJ.

Phaethon - Short beings who look like tanned half-elves with dark brown

eyes and (often) red hair.  They sprout flaming wings at will, and defend

their homes with great vigilance.  Great for Arcadia  From MC4, for DL

Phantom Stalker - Fire's equivalent of an Invisible Stalker.  From MC14,

the Fiend Folio.

Plasman - They might live in PAraelemental Magma alright... From MC7, for

SJ.

Ruve - Psionic dogs of the LAwful and Good alignment, good for the Upper

Planes (particularly with their psionic planewalking powers).  From MC

14, the Fiend Folio.

Slig - Durable and quick to learn languages, these tough-hided relatives

of goblins make good planeswalkers and fit in perfectly with Acheron's

hierarchies.  From MC4, for DL.

Skullbird - Better in the neutral Lower Planes than in Wildspace.  From

MC9, for SJ.

Slow Shadow - A creature for the Demui-plane of Shadow that should have

made it into the MM.  I reveal a Bonus Question: from MC6, for GH.

Sussurus - Proof that plants are dangeorus too.  Good for the Outlands or

any wildly natural terrain (like the Beastlands or Arborea).  Note their

power, though. From MC14, the Fiend Folio.

Swordwraiths - Acheron.  Definitely Acheorn.  From MC6, for GH.

Thunder Children - Good for Carceri or Quasielemental Lightning.  From

MC14, the Fiend Folio.

Yaggol - Mentally stunted and backwards illithids.  Maybe a group got

stuck somewhere and lost their mental prowess over time (Carceri's

prison-like nature makes it a good place).  From MC4, for DL.

Of course, a lot of people either don't have or can't find these books

anymore.  I think they're all out of print (I could be wrong).  Still, if

you can get the information on these beasts, they would make effective

additions to PS.  Also note that I avoided a lot of supposedly 'planar'

creatures from the above tomes.  Why?  I don't feel they represent the

planes the way PS tries to.  Those above can, when used properly.

Belarius

belarius@juno.com

Date: Thu, 01 Oct 1998 23:43:09 -0400 (EDT)

From: gantr@NKU.EDU

The Souljammer, Part One

[Warning.  This is an "in-character" post.  If this bothers you, go ahead

and hit your delete button now.]

Most people, whether Prime or Planar, have heard of the Spelljammer.  A

great, manta-winged ship that haunts the crystal spheres and rainbow

oceans of the Prime Material Plane.  Nobody seems to know what it is,

where it came from, or what it is for.  Some see it as an agent of the

gods, others as a harbinger of destruction.  The only thing anyone knows

for certain is that it is unique.

Or is it?  

Travelers in the Astral Plane have seen something similar to the legendary

Spelljammer, hunting the Silver Void.  Mariners of the Stellar Main have

heard rumors of a great ship, like a dark mirror of the Spelljammer

itself, appearing and vanishing again within the spheres.  Rrakkma bands

and Gith corsairs mutter darkly of the "Spider of the Spiritweb" and make

signs to ward off danger.  Some few even claim to have seen Smalljammers

attacked and destroyed by *something*, although whether that something was

vessels of unknown origin or an as yet undiscovered type of creature

remains to be learned.

There may, indeed, be another Spelljammer.  And yet, the Spelljammer

remains unique.

My interest in this came from a man I found floating in a nameless sphere,

on one of my journeys in the Prime.  He was raving, and nearly dead from

exposure.  I cared for him as best as I could, but I am no priest to

restore life and health with a touch.  But, before he died, he told me

this.  It may be nothing more than the fevered dreams of a dying man.  It

may be the ravings of a man driven mad by the psychic winds of the Silver

Void.  It may even be true.  

It is his tale of how the Souljammer came to be.

"[Cough] Aye...I crewed it, I did.  I did.  I was there...there...there at

the beginning...gods...I was there...

"The captain...we'd...we'd found something...something...[cough].  A Helm,

he said it was.  A Helm, the Helm...the Ultimate Helm...power.  It, with

the ship...ship...Ship...Spell - NO!  NO!  IT HATES US!  IT HATES US!

"[Gasp]Smalljammer.  Smalljammer.  Smalljammer and the Helm.  Smalljammer

and the Ultimate Helm.  Give us power, he said.  Power.  Power over the

Spelljamme - NOOOOOO! NOOOOOOOO!  HATE!  HATE!  IT HATES US!  IT HATES US!

IT HATES US IT HATES US IT HATES US IT HATES!

"[gasp][cough]Power.  Captain's Helm.  Ultimate Helm.  Take us there.  But

they attacked.  Attacked.  HATES US!  It attacked.  The Spelljammer

ATTACKED!  The Gith attacked.  SPELLJAMMER ATTACKED!  GITH ATTACKED!  

"We ran, but it killed us.  No.  No.  It moved us.  Moved us.  Somewhere.

A void.  A silver void, filled with...with...with...

" A void.  Filled with webs filled with columns filled with silver filled

with islands filled with cords filled with...

"We landed on an island.  An island...it had to be an island...it couldn't

be what it told us...it couldn't be what it showed us...it couldn't be a

god be a power be dead be still alive be...we were hungry.  Don't you see?

We were hungry the ship was hungry the captain was hungry the ship was

hungry...we had to.  It couldn't be what it showed us...it was just an

island...just an island..just an island made of flesh with arms with legs

with hands with a face it was just an island!  JUST AN ISLAND!

"We ate of it...we ate the island...it was just an island but we ate of

it...it couldn't be what it showed us...it couldn't be a god...it couldn't

be dead...it was an island...it was a god it was an island it was a god it

was an island it was a dead god it was an island...

"The captain ate of it...the ship ate of it...the Smalljammer ate of

it...the captain ate and the Smalljammer ate...Smalljammers don't eat but

it ate it ate it ate it ate it ate...it ate...it was just an island it

couldn't be a god it couldn't be dead it was just an island...

"The ship grew...it grew...it grew I could see it grow...it grew and it

ate and it grew and it ate and it grew and the captain ate and the ship

ate and the captain ate and the ship ate and the captain ate and the ship

ate the captain...no, it didn't eat the captain...it became the

captain...the captain became the ship became the captain became the god

became the ship became the god became the captain became the god...

"It was just an island...but the ship became the captain became the god...

"It took us...made us part of the ship part of the captain part of the

god...it hated...it hated...it hated the Spell - NOOOOO!  NOOO!  DESTROY!

DESTROY IT!  DESTROY IT!  ONLY ONE!  ONLY ONE!  DESTROY IT!

"It took a name...Bhaal...Bhaal...a ship...not a ship...The Ship...not The

Ship...Bhaal...Ship of the Void...Bhaal's Ship...Void Ship...Taker of

Souls...Bhaal...Souls...Ship...Souljammer...Bhaal...

"It has to be stopped...it's a god it's not a god it's dead it's not dead

it's Bhaal it's not Bhaal it's The Ship it's not The Ship...it hates...it

hates...it hates The Ship...it hates the Spelljammer...stop it...stop

Bhaal...stop the Souljammer...   

"It wants death...Spelljammer's death...revenge...revenge for

Bhall...unique...only one..only one...unique...destroy all...destroy

Spelljammer...destroy all...be all...destroy all...be all

"Stop it...somehow...

That is what he told me.  

Delinor Toghte,

Planeswalker and occasional Spelljammer

[In character mode off.]

More information will follow, if this seems interesting enough to

everyone.  Be warned that I will take silence for interest, so I'll keep

posting if there is no response.  :)

Richard Gant

- -------------------------------------------------------------------------------

Visit my web page.

The Gaming Ghetto, at <http://www.geocities.com/Area51/Dunes/4656>

In Nomine:  The Last Days, at

     <http://www.geocities.com/Area51/Dunes/4656/innomine.html>

Walking the Planes, at

<http://www.geocities.com/Area51/Dunes/4656/planescape.html> 

- -------------------------------------------------------------------------------

Date: Sat, 03 Oct 1998 02:34:43 -0400 (EDT)

From: gantr@NKU.EDU

The Souljammer, Part Two

[More in-character posts, but less ranting this time.  All, or at least

most, of the NPCs are sane this time.  :)]

Kalu Yeagun, of the Chainmen, on what he saw in the Sphere of Nocturne.

     "We'd just taken our new prize, we had.  A lovely cargo, lovely.

Fine lasses to sell to the brothels, good strong men for the fields or the

pits, even a dwarf.  A beauty of a ship as well.  Never seen the like of

it before.  Designed like the Spelljammer itself, it was;  like a graceful

manta, with a building on it's back.  A fine haul fer a good day's work.

     "We were just gettin' ready to...test...out the lasses, when the

watch begins callin' about how there's something off to port.  So I looks

meself, an' there it was.  Looked like a star when yer near the Shell, it

did;  y'know, how they look big at a distance, even when y'know yer at a

distance?  Like that.  Only it was odd-shaped, like...well...like a man

an' a bat at the same time.  Made all outa silver it was, too.

     "That's when we saw 'em.  The silver...thing...rippled, an' started

bleedin'.  No, really.  Started drippin blood, it looked like.  An' those

blood drops came flyin' toward us, fast.  I've seen military ships move

that fast, the one's with powerful sorcerers on the helm, but not that

many.  A dozen, maybe?  No, more.  Two dozen, if there was one.

     "They come sailin' in, the lot of them.  Big, too.  Twenty tons easy,

if they was even ships.  I'm not sure about that, either.  They didn't

look like ships.  They were all glossy, lookin' like drops o' blood flyin'

through space.  Came in at us, an' started attackin' that odd prize ship

o' ours.  I don't know with what, some kinda ray, looked like it was made

outa blood too.  It burned, no...more like melted the ship.  

     "I'm not ashamed to say we cut it loose and ran.  Just before we got

away from them, they finished the prize ship an' came after us.  Tymora

was with us, though.  We got to 'jamming speed before they caught us.

Never seen the like before or since, and I hope I never do.

     "I still wish they hadn't destroyed that prize, though.  Would have

earned us a lot of gold, it would.  Ah, well.  The slaves still sold

well..."

Tehv'in, a Githyanki Knight, speaks of an odd sight in the Astral Plane.

     "We were crossing the Spiritweb in pursuit of a - how do you say? -

post-knight who had stolen one of our sacred Silver Swords.  The

pattern of his thoughts was still clear, and we were posessed of the hope

that we would quickly overtake him.  None are so swift as us, in the

Silver.

     "We then sensed a new current in the medium, a wave like unto the

front of the mindstorms.  But it was not the psychic wind.  Our Senja'si

informed us that it was created by a conflict.  A great conflict.  We knew

not more than that, but it was important that we seek to illuminate the -

how do you say? - darks of it.   That which may disturbe the Silver in

such a manner may be of concern to the true children of Gith.

     "We approached the origin of the disturbance, with difficulty.  The

wave pushed at our thoughts, seeking to drive us back.  But we persevered,

and drew within sight of the cause.  It was the Chac Mool, the Guardian of

Dead Gods, and another.  Like unto a beast of the seas of the Prime it

was, so much that I believed at first it had swam from the Living Sea.

But it was most certainly not a beast of any ocean.  Black and white and

red were it's colors, white like unto bone and red like unto blood.  A

pattern like unto a skull was on it's back, surrounded by spots of blood.

The consistency of it's flesh was like unto stone, as if it were created

of the substance of the Dead Gods itself.

     "The Chac Mool contended with this, this, creature?  I know not if it

lived, or if it was a vessel like unto our own.  I and my fellow warriors

could sense many minds within it, but also a single mind of power and

wrath.  The Chac Mool contended with it, and it fought back.  Great power

was invoked by both parties, and neither seemed to gain.  The medium of

the Spiritweb itself distorted with the unleashed fury of the adversaries.

     "We withdrew, of course.  It is not proper, nor is it safe, for

mortals to witness the contests of such as they.  Neither were they our

first objective;  the traitor still remained to be found."

Fevlin Nestral, Torilian expatriot and eye-witness to the Souljammer.

     "Yes, yes, I saw it.  Gods help me, but I saw it.  I was returning to

the Rock after a visit home to Waterdeep, and we had just entered 

Braalspace.  That's where I saw it.

     "At first, I thought it was the Spelljammer, and I didn't know if I

should be excited or nervous.  It *was* the Spelljammer, after all, and

you're never sure it that means good luck or bad luck.  But I wanted to

see it for myself, anyway.  A chance like that only happens once in a

lifetime, after all.

     "But it didn't look right.  I've never actually seen it, but it

didn't look the way the bards describe it.  Oh, the shape was right.

Mostly.  But it didn't have a city on it's back, just some odd ridges and

lumps.  And the color was wrong;  black and white, instead of grey and

purple.  

     "It was near a small planetoid that had drifted out toward the sphere

wall, just hovering near it.  As I watched, there were flickers of red and

the planetoid began to, well, shrink.  Like it was melting.  And the

Spelljammer - if that's what it was - looked like it was *drinking* it.

     "Then the flickers of red began to circle it, moving faster and

faster.  As I watched it turned, so I could see it's dorsal side.  The

flickers of red moved faster and faster, and that's when it hit me what it

looked like.

     "You know those pictures, right?  The ones that look a goblet and

then, suddenly, they look like two faces?  It was like that.  The white

with the black patches, surrounded by a red flickering ring.  It looked

like, like, like the symbol of Bhaal.  Not exactly, but close.  Bhaal's

symbol, spread across the Spelljammer.

     "Then the flickers of red lept onto the Spelljammer, and it seemed to

scream.  It still terrifies me, that scream.  It sounded like hatred and

madness, only a million times, with terror in it as well.  Like it

knew me, and hated me.  Then it turned silver, and vanished.

     "I never want to get on a spelljammer again.  It might be out there,

somewhere.  Waiting for me, and whoever else is with me.

     "But, isn't Bhaal dead?  That's what they say, especially the dark

priests of Cyric.  He's dead.  So how can he control the Spelljammer?"

[End in character post.]

Next post, some solid answers about the Souljammer.  Also, if I have time,

game stats (where appropriate) and some possible campaign uses.

Richard Gant

- -------------------------------------------------------------------------------

Visit my web page.

The Gaming Ghetto, at <http://www.geocities.com/Area51/Dunes/4656>

In Nomine:  The Last Days, at

     <http://www.geocities.com/Area51/Dunes/4656/innomine.html>

Walking the Planes, at

<http://www.geocities.com/Area51/Dunes/4656/planescape.html> 

- -------------------------------------------------------------------------------

Date: Sat, 03 Oct 1998 21:13:21 WST

From: "Callum Prior" <greybadger@hotmail.com>

Cat Lord's

What Has Come Before:

- -------------------------------------------------------------------

“The Cat Lord is clearly female, judging from the PS MC I. It could be 

simply a matter of succession. Remember that the Monster Manual was 

obviously written by some clueless sod, because he got the names of the 

Outer Planes wrong, so the Lord could have been female all the time.”

Jonathan.

“It is a matter of succession. In the module "Something Wild", there is 

clear reference to the current female Cat Lord having recently taken 

over from the previous male Cat Lord. In fact, this "coup" provides some 

of the driving plot of the adventure.”

Ken Lipka 

“Ahh, I have to tell you, you're wrong. You see what happened was that 

Rexfellius, the old cat lord, got a better offer. He retired from the 

catlord buisness and let someone else take over. So there is a 

relatively new cat lord. She might be easy to usurp.”

Crunch

“In the module "Something Wild", it is revealed that the male Cat Lord 

was forced through a gate to Carceri and fell to the Realms god Malar. 

With the death of the old Cat Lord, a new one arose.”

- -------------------------------------------------------------------

- -------------------------------------------------------------------

And From Myself

(and I’m glad someone’s brought this up at last after constant probing)

Quoting from Liber Benevolentniae:

‘However, some bloods have noticed that the Cat Lord’s followers seem 

more active lately, poking around and trying to hunt out certain 

information.  They speculate that the dark the felines may be tracking 

is what part, if any, the power Bast played in the current female cat 

lord’s assumption of that title.  As any sod knows, the last cat lord 

was male.  Not all that long ago (as time on the planes is considered), 

he disappeared and a female, the current lord, took on the title – with 

a mighty grudge against the Egyptian goddess of cats and pleasure.’

And from On Hallowed Ground:

Bast, lesser power (Cats, pleasure)

“…this power is said to watch over every cat in existence, none of which 

can harm her.  Regardless she’s bitterly opposed to the cat lord of the 

Beastland’s, who she sees as an usurper and an unlawful claimant to the 

heart of cats everywhere… It’s said that Bast’s dreams echo throughout 

the realm, their images of the hunt and bloody feasts playing through 

the heads of everyon in Merratet…”

If it’s true that the male Cat Lord WAS pushed through a portal to 

Malar’s realm, then he is either dead or currently being hunted.  After 

all, it would be far more enjoyable for Malar to hunt an opponent that 

was at least something that resembled sport (he WAS the Cat Lord after 

all), perhaps he’s kept (barely) alive for the pleasure of the Lord of 

the Hunt.

It would appear that the current Cat Lord assumed, rather than 

succeeded, the position of Cat Lord.  With the disappearance of the 

previous lord, another had to fill the place.  Now, what did Bast have 

to do with all this and the events in Something Wild?  The dreams and 

changes that occur during the course of the adventure would appear to be 

similar to the dreams experienced by those in her realm.  Did she forge 

an alliance with Malar to remove the Cat Lords, using the previous lord 

as a gift/bribe? (after all, both Bast and Malar seem to have an aspect 

of the Hunt in their portfolios/personalities.  Is/Was Bast jealous of 

the power the Cat Lord over the cats that She considers part of Her 

portfolio?  The Cat Lord cannot harm the Goddess (she’s a power for one, 

and immune to all cats), so is she looking for something to take Bast 

down?  What exactly are her agents looking for, the PCs perhaps? :)

I find this situation very intriguing as both hold sway over cats, and 

no doubt get much information from them.  But how do you battle 

something with the same information resources as yourself?  It seems to 

me that both these entities are trying to remove the other from office 

using indirect means, like Malar.

Do you think they could harm Bast’s proxies?

Cheers

Callum Prior

"Chan eil a h-uile duine a tha ail seachran air chall."

______________________________________________________

Get Your Private, Free Email at http://www.hotmail.com

Date: Sat, 03 Oct 1998 12:10:32 -0400 (EDT)

From: gantr@NKU.EDU

The Souljammer, Part Three

[Nothing "in character" this time.  Just answers, campaign use ideas, and

stats (if I can fit them in, without making this too long).  This part is

probably rated "DM only", but only if you think your DM will use it.]

History of the Souljammer

     Recently, during the height of the second Unhuman War, there was an

Illithid named Sllstriss.  It was the captain of a "privateer" (in reality

a pirate who preyed on both sides of the conflict), leading a band of the

dregs of spacefaring society in a quest for wealth and power.  Somewhere

in it's career, Sllstriss came into posession of both an Ultimate Helm and

a Smalljammer.  Either one would have been bad enough, but both together

fired it's ego.  It decided to seek out the Spelljammer and take control

of it.

     After a long and almost fruitless search, Sllstriss located the

Spelljammer in a distant sphere.  As it sailed towards the legendary ship,

it's smalljammer came under attack.  Pirates of Gith appeared out of the

Astral Plane, seeking to capture the smalljammer.  Sllstriss, confronted

by what seemed to be his race's ancient enemy, panicked.  As the pirate

vessels closed in, Sllstriss plane-shifted in desperation.

     The plane-shift interacted with the mind flayer's Ultimate Helm in a

peculiar fashion.  Instead of leaving the ship, Sllstriss hurled the

smalljammer and the entire crew into the Astral Plane.  His mind damaged

by the feedback, all Sllstriss could think about was escape.  Powered by

his Ultimate Helm, the smalljammer hurtled through the void of the Astral,

stopping only when it crashed into one of the rock-like of the Dead Gods.

     The crew survived, but the smalljammer was badly damaged.  It would

not fly again, not without extensive repairs.  They did not know where

they were, or how to escape.  As far as they knew, they were trapped.

     Time passed, as it should not do in the Astral.  The crew watched

their food supplies deteriorate before their eyes, rotting away even as

they lifted it to their mouths.  They wereforced to bind Sllstriss, to

ensure their own safety and lives.  And dreams came. Dreams of murder, of

blood, of atrocities greater than even the hardened corsairs had ever

committed.  The dreams of the dead god Bhaal, forcing themselves into

their minds, seeking new life.

     The situation grew hopeless.  The lack of food and took its toll on

their bodies, and  the dreams of the dead god took its toll on their

minds.  Then they saw Sllstriss gnawing at the rock and growing stronger.

Half-insane, they followed suit.  The rock-like flesh of dead Bhaal

nourished their forms, but ravaged their minds.  They became mindless

magots, feeding on the corpse of a god.

     Slsstriss, it's damaged mind still stronger than the rest of the

crew's, retained some sense of self.  It began to gain some limited

control over the corpse of the god, even as the dreams reshaped it's mind

in Bhaal's image.  Slsstriss-Bhaal directed the flesh of the corpse to

rise and cover the crippled smalljammer.  Slowly, slowly, the island

absorbed the ship.

     As the only smalljammer in existence in a Plane where there was no

Spelljammer, the dying vesel had felt the call to grow, to become a new

Spelljammer.  But dying, it could not.  Now, though, now it could.  It

gained strength from the flesh and essence of the dead god.  It drew power

and purpose from Slsstriss-Bhaal through the Ultimate Helm.  It grew large

and strong, absorbing the matter of Bhaal to create a new Spelljammer.

     When it finished, the island that was once Bhaal's corpse was no

more.  Bhaal was no more.  Slsstriss was no more.  There was no

Spelljammer.  A new, composite being had been created.  It possessed the

desire for uniqueness that was the heritage of the Spelljammer, the sense

of superiority of to all that lived that was the gift of Slsstriss, and

the hatred and madness that was all that remained of Bhaal.  It hated.  It

hated the Spelljammer, it hated the Gith, it hated all that lived.  It

wanted to be superior.  It wanted to be unique.  It would destroy the

Spelljammer, to be unique.  It would destroy all, to be unique.  Nothing

would be spared, for nothing was worth sparing.  It was superior, it was

all that mattered.  It was the Souljammer.

     The first action of the Souljammer was to create it's Blood Tears.

Using the remaining life and essence of Slsstriss' crew, it formed them

into living vessels and fired them with a miniscule amount of what had

once been the power of Bhaal.  And then it began to hunt.

Souljammer

Built By:  Itself

Used Primarily By:  Itself

Tonnage:  1.5 million ship tons

Hull Points:  1.5 million (15 million hit points)

Crew:  0/?

Maneuver Class:  B

Landing-Land:  No

Landing-Water:  No

Armor Rating:  0

Saves As:  All saving throws are 4.

Power Type:  Unknown

Ship's Rating:  6, tactical only (Mv 300 in the Astral)

Standard Armament:  

  Ruby Ray (1500 yard/3 hex range, 500 yard/1 hex wide.  All in area of 

effect save versus death magic or disintegrate or melt into nothingness;

successful save results in 10d10 hit point/1d10 hull point damage.

Foreward arc, rate of fire is 1/10.)

  Sting (500 yard/1 hex range.  THAC0 10, 15 versus creatures smaller than

gargantuan, 20 versus creatures smaller than huge.  Damage is [1d100]d10 

hit points/1d100 hull points. Rate of fire is 1/3.)

  Spells.  Selection and number per day as per a cleric with a 25 Wisdom.

Major access to All, Astral, Charm, Combat, Elemental, Healing,

Necromantic, Summoning.  Minor access to Divination, Creation, Guardian.

May choose to cast a Quest spell from any appropriate Major sphere, at a

cost of 27th level spells.

  Psionics.  As appropriate for Illithid, but with 10 times the PSPs and

range, and double damage for offensive powers.  If psionics are not used,

has all standard Illithid spell-like abilities with modifications as

above.

  Blood Tears.  Typically carries 50 at any one time.

Cargo:  Unknown

Keel Length:  1,575'

Beam Length:  3,100'

Description:  An enormous black manta-like ship, with a bone white

skull-like pattern across it's dorsal side.  It appears covered with spots

of fresh blood;  these are the Blood Tears (see below).

Blood Tears

Built By:  Souljammer

Used Primarily By:  Souljammer

Tonnage:  20

Hull Points:  20 (200 hit points)

Crew:  1

Maneuver Class:  A

Landing-Land:  No

Landing-Water:  No

Armor Rating:  5

Saves As:  Best of ceramic or metal

Power Type:  Unknown

Ship's Rating:  6, tactical only (Mv 300 in Astral)

Standard Armament:

  Ruby Ray (Range 1000 yards/2 hexes.  Damage 10d10 hit points/1d10 hull

points, target must save versus death magic or disintegrate or suffer 1d10

hit points/1 hull point of damage the following round.)

Cargo:  Unknown

Keel Length:  120'

Beam Length:  30'

Description:  A glossy, teardrop shaped vessel.  It is the color of blood,

and appears to have been amde out of some form of liquid.  

Planescape Campaign Use

     Well, you now have an insane and powerful quasi-deity.  What do you

do with it?  It's really too tough for any mortal to take on and hope to

win (or even survive with their own minds and independent personalities).

So, what use is it?

     It makes an excellent plot device.  Perhaps the tanar'ri and the

baatezu are trying to convince the Souljammer to aid them in the Blood

War.  The Githyanki fear it, with reason.  Perhaps the players get

involved in the evacuation of a Gith fortress before the Souljammer comes

for them.  Or, alternatly, slayig the Souljammer could be the ultimate end

of a long and difficult quest (how do you kill even a near-power?).

Spelljammer Campaign Use

     Much like using it in Planescape, this is not a thing/creature that

players can confront directly and defeat.  It makes a better plot device.

Treat it like an evil Spelljammer (which it is, more or less), and use it

in that fashion.  Build a campaign around it.  Let the players escape the

destruction of their homeworld at the beginning, and let them seek a way

to destroy it.  Or use it in the background, and never actually have it

appear.  

     No matter what setting you use it in, or what sort of campaign you

use it in, have fun with it.  

Richard Gant

- -------------------------------------------------------------------------------

Visit my web page.

The Gaming Ghetto, at <http://www.geocities.com/Area51/Dunes/4656>

In Nomine:  The Last Days, at

     <http://www.geocities.com/Area51/Dunes/4656/innomine.html>

Walking the Planes, at

<http://www.geocities.com/Area51/Dunes/4656/planescape.html> 

- -------------------------------------------------------------------------------

Date: Mon, 5 Oct 1998 13:33:55 +0100 (British Summer Time)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Tiefling: Damnation and Planescape: the Masquerade

If this is off-topic, I'm sure the monitors will buzz me.

If you really don't like White Wolf's World of Darkness Setting or its 

attendant vampires, I suggest you don't read the rest of this post. It'll only 

annoy you.

As a new convert to Vampire: the Masquerade (and specifically Mind's Eye 

Theatre) I was intrigued by the possibility of combining the setting with 

Planescape. Two ideas presented themselves, and pitches for each follow.

Idea the First: Tiefling: Damnation

This is a concept sketch, nothing more, of an idea for Tieflings as characters 

in World of Darkness.

In the beginning, Caine, the First Man born of Man, slew his own brother and 

was cursed with immortality and a lust for blood. In the days after the first 

murder, as Caine, and subsequently the thirteen vampires he created, 

established their power and interacted with the fledgling mortal civilisations 

in the Earth in those times, another force arose on Earth. Demons, sent by the 

rulers of Hell into the newly-corrupted world, came to those same lands, and 

there taught to the mortals skills of magic, and of engineering, that they 

should have learnt for themselves. Perhaps it was thus that the association of 

certain latterday vampire clans with magic began. In any case, the demons were 

fierce and powerful beings, but took forms pleasing to man, and indeed, they 

were fallen angels, and much about them seemed pleasant. And it came to pass, 

as is recorded in the Ethiopic Testament of Enoch, in the Book of Nod, and in 

the Book Genesis, that the demons came to the daughters of men, and begat with 

them children. These children were the Nephilim, the Giants, and they were 

mighty in the Earth.

"The Nephilim were on the earth in those days, and also afterward, when the 

sons of God came in to the daughters of men, and they bore children to them. 

These were the mighty men that were of old, the men of renown." - Genesis 6:4, 

RSV

Some of the Nephilim were content merely to corrupt and to destroy, but others, 

learning skills of sorcery from their fathers, attained other powers and other 

instincts. They used art of magic to assume the forms of men and of women, 

pleasing to the eye and goodly to look upon. And the Nephilim, thus cloaked, 

came themselves unto the sons and daughters of men, and begat children, like 

unto themselves, though lesser in stature. And so it was that in those first 

days, before the great flood, the world was much corrupted by the actions of the

fallen angels and of their offspring. And God punished the Earth, that it was 

corrupt, by a great flood, prevailing upon the Earth for many weeks. And all the

Nephilim perished, or else were bound by the angels and cast into unbreakable 

vaults whence they might not escape, and the demons likewise. But the children 

of the Nephilim, having learnt sorcery from their fathers and forefathers, were 

able to essay that they might survive the flood, and they wove them cocoons, and

slept. In after times, they awoke again, and seeing that the world was not fully

cleansed by God after all for its iniquity, and that mortals yet lived, they 

came secretly among them, and begat them sons again. But they that had in them 

the blood of demons were not alway so goodly to look upon as their forefathers, 

the fallen angels, had been. And they fell in at length with the Vampires, that 

bore the curse of Caine, and being likewise persecuted by the Inquisition, to 

secrete themselves more readily they betook unto themselves a Masquerade, after 

the fashion of the Kindred of Caine, that they might not be perceived. And in 

after times they that so did, being come from the depths of Hell in their 

ancestry, came to be called Tieflings, which signifies in the German tongue 

'Child of the Depths'.

- -----

Tieflings are not exactly a favourite race of the Kindred, but they do have 

uses to them. The most inhuman-looking tieflings are usually embraced by 

vampires of clan Nosferatu, who seek out the disfigured for their own ends. 

Less hideous tieflings, being basically human in appearance, are valuable 

agents to Vampires, since being clued in on, and sworn to uphold, the 

Masquerade, but usually unharmed by sunlight, they are able to conduct daytime 

business on behalf of a vampire master. Tieflings and vampires have in common a 

number of things: Origins in the antediluvian period; a need to conceal their 

identities; a serious grudge borne against them by Garou (werewolves) for being 

allegedly Wyrmspawn.

Notes:

Tieflings may become vampires. If so, they forfeit all their mystical powers, 

although they retain physical traits and mystical penalties.

Tieflings were born in more recent times as the progeny of Incubi and Succubi 

that were upon Earth, although most of those removed themselves at the 

Inquisition. These demons, being demons of Upper Hell, sire Third- or 

Fourth-generation tieflings.

If a vampire embraces a tiefling of an equivalent or older generation to his 

own (unlikely these days - tieflings have generational numbers of about 17 or 

18) he may be poisoned by the strong demon blood in the tiefling's veins. Not 

even Caine could have embraced a Nephilim.

Tieflings seek to increase or at least maintain their humanity levels, because 

if they become too much like their fiendish forebears, they will become larval 

scum in hell.

Tieflings in WoD live for several centuries.

There are Sabbat tieflings too, but they're just total bastards.

Tieflings and the Final Nights:

It is said by those Kindred and Tieflings who have studied the lore of such 

things that the Final Nights and the coming of Gehenna are bad news for 

Tieflings. In antediluvian times before the great flood, there were fallen 

angels on Earth. Being immortal spirits, they could not be slain, even by the 

flood, but were cast into chasms of sharp rocks in the desert of Dudael, to 

abide there in torment, until the end of the world. When the Final Nights are 

come, and the years of this world accomplished, they will be let loose for a 

short time. Also, Belial, the demon prince of lies, being likewise a demon of 

Nether Hell, will descend upon the earth to seek for the children of the Fallen 

Ones, that they may serve him and receive his mark, and fight in the last 

battle against the sons of light.

- ----

Idea the Second: Planescape: the Masquerade

How would the vampire clans fit into Planescape? What other clans might be met 

on the planes themselves?

Suggestions:

Malkavians would get on with the Xaosmen, because burble bupple teacup.

Sensates and Toreador would get right along as well, with their love of the 

arts and high lifestyle. (NB: I know that's a slight misrepresentation of the 

Sensate credo, but the Sensates *are* quite close to the Toreador in tastes, if 

not in philosophy.)

Tremere and Incantifiers would get along nicely, except that they'd always be 

rivals for each others' stuff.

Gangrel and Wylders? I'm not sure.

Anarchs (that is, rebel Vampires) and the Anarchists would get on

The Sabbat would probably end up siding with fiends. I don't really know enough 

about the Lasombra, but shadow fiends might feature here.

The Dustmen would be opposed to both the Sabbat and the Camarilla, due to their 

emotional attitudes.

New clan ideas:

Kanchelseans - Vampires who trace their bloodlines to Kanchelsis, Lord of 

Vampires. Mostly Sabbat.

Orchaeans - Vampires tracing their bloodlines to fiends in the service of 

Orcus/Tenebrous. Mostly independent, due to bad blood between them and the 

Kanchelseans, who keep them out of the Sabbat.

Bacchanals - Vampires related to Bacchae and Maenads. Mostly independent, 

because they lack the self-control to maintain allegiance to either vampiric 

faction.

Celestial Vampires (who need a name) - Created by the agency of a fallen angel, 

the Celestial Vampires rose up and slew their progenitor, repenting of the evil 

he did. They alone of the Kindred can enter the Upper Planes of Law with 

impunity. Even they, however, do not enter the holiest places. They mostly work 

with the Camarilla.

We could also have vampires created by incubi and succubi, or by erinyes, or 

who have ties to Ravenloft.

Of course, the other conundrum is that Nosferatu means two different things in 

AD&D and in Storyteller.

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

alexander.roberts@kcl.ac.uk

http://exultation.home.ml.org
Date: Mon, 05 Oct 1998 09:22:49 -0400

From: G William Harper <drshadow@concentric.net>

A creepy subclass for the list's perusal.

Note: This seemed an appealingly creepy kit for certain members of the

Dead, undead, teiflings, negati and similar beings, so I included it. 

Below are the Corpsesingers, a bard subclass much refined and altered from

the one I found on a webpage,the address of which is now lost due to a

change of servers, but which, nevertheless, isnt wholly mine, as the

original concept belonged to that unknown author..I freely admit that the

kit is derivative and mean no infringement on any copyrights, express or

implied. It is as a tribute to that author that I give you: The Corpsesinger!

Note: Though I've tried to keep the kit as 'generic' as I could, certain

hints of Al-quadim crept in, such as in the 'Lifeproof' ability. Again, as

always, if the power level offends, please alter as you see fit, but

please,please: no flames..I admit its high-powered,but it was meant as a

challenging NPC opponent..not as an excuse to power-monger.

Also, for any players who wish to use this kit, I urge you to remember that

as with any necromancer, the Corpsesingers walk a dark and deadly road to

madness and suffering eternal. Be very sure you can accept the decline into

madness your PC will face and that your group is willing to explore such

mature themes with responsibility. Above all else, remember that some

people simply can't enjoy some things and tread lightly.. Just a few

friendly words of advice :)

Corpsesinger

      Description:

   These twisted, troubled souls are dark and disturbed bards who are

haunted by their unholy fascination, an obsession with death.

  This vile passion they sate by dabbling in the dark arts of necromancy,

communing with fell beings for ever-greater power,delighting in their

service to these overlords,they lure others into their own pit with their

tainted wiles.. Most Corpse Singers have made vile pacts with evil powers

or fiends that eagerly grant them their deadly musical gifts. Most dress in

dark attire and possess pallid complections, with a hint of blue in certain

lights, almost resembling that of a vampire. Their eyes have an enticing

allure, the mysterious sensuality of death <much like the vampire> clings

to them like cerements.<All Corpse Singers gain a permanent bonus of one

point of Charisma and Comliness per five levels as part of their vile

bargain.<if the UA rules for comliness are in play> This bonus applies as a

negative modifier to those of LG alignment, especially priests and paladins

or to priests or worshippers of any god whose purpose is to oppose undead.

To evil beings, this bonus is increased by half.> They all possess

enchanting voices, compelling and seductive in ways beyond the power of

words to describe. All corpsesingers will always appear to be in the prime

of life and youthful allure. This doe not exempt them from aging

penalties,only the visible signs of age that might detract from the allure

they depend on to seduce new souls to their Patron.

   Most good characters will avoid a Corpse Singer unless forced into a

   crisis with one. Corpse Singers can only be of an evil alignment (LE,

NE, CE) or CN and must sing at least once a day to

   retain thier powers the next day. If the character neglects this duty,

   they lose all of thier powers till the next night where they may

   sing to retain them. These ‘Coda' as they are called are paens to the

dark lord who empowers the Corpsesinger and embody the frenzied passion of

their fixation with the macabre. Ideally, the Coda is a time to entice

untainted beings to the Corpsesinger's point of view..or to charm them into

the disturbed bard's service, if so doing will best serve their Master. The

music is dark and lyrical, a passionate threnody which stirs disturbing

fancies, alluring and terrifying in equal measure...

   Powers:

   The average Corpsesinger is granted dark powers such as these as they

increase in level:

 1rst level: All corpse singers have the power to affect undead as well as

liiving beings with their beguiling bardic skills. All corpse singers may

call upon the effects of Bone Dance, Corpselight <both from the CBON>,

Nulathoe's Ninemen <POTM>, and Cantrip at will, simply by humming a melody

with their eerie, beautiful voices.(this melody is known to them as the

Danse Macabre, and most beings find it to be both chilling and perversely

fascinating to hear, compelling and repugnant in equal measure.)


note: Corpse Singers receive all the normal powers of the bard class,

including spellcasting.

<and access to Enchantment/Charm and Illusion/Phantasm spells> However,

they may use the kits of the CBON and may use poisons, drugs and toxins at

whim. They are DEFINITELY eligible for the benefits and curses of Dark

Pacts and may be multiclassed death priests or necromancers if they so

desire. 

2nd level: Summon Spirit and Speak with Dead 1/day plus once per day per

level.


May evoke Emotion, Spook or Scare 1/day each by rendition of the Danse

Macabre 

  5th level: Gain one Dark Gift and an attendant Dark Curse regardless of

the number already borne or the lack thereof <the curse is usually of the

Dark Need sort>

 Cast O. Irristable dance and T. Uncontrollable Hideous Laughter 1/day by

dance and song respectively. The dance is called the Pavane Ossia and the

song that evokes the Laughter is called the Requiem of the Droll Companion

(the companion in this case referring to the Grim Reaper, the

personification of Death> 

   Chill Touch 3/day

   Summon Shadow 2/ day

   Animate Dead 1/day per 3 levels by use of the Danse Macabre.

   6th Level

   Cast any Necromantic spells as a necromancer of equal level, requiring

only V and S components <singing/playing or singing/dancing> and whatever

material components are actually integral for the spell's functioning. The

Corpse Singer will gain an additional spell every 2 levels, in addition to

any learned through normal methods The extra spell being a gift of the

bard's dark patron(s)>, and the levels of castable Necromancy spells

increases even beyond the normal limit of 7th level spellcasting for bards

<At the highest levels, Corpse Singers can even cast 9th level spells,

though only those of Necromancy, Illusion/Phantasm and

Enchantment/Charm...though a rare few are granted the gift of another

school in addition to the previous three, as a reward for exemplary services>

 Gain the ability to assume Wraithform 1/day per 2 levels  

   7th level:

   Gain Aura of Fear or Allure

Fear:  When evoked, all creatures below Corpsesinger's level must roll a

fear check, followed by a horror check or suffer the effects determined fot

the failure for 1d4 hours, after which they may attempt recovery as standard. 

Allure: when active, the Corpsesinger displays an unearthly talent for

persuasion, to the extent of emulating the effects of a Philter of

persuasiveness or glibness for 1/ turn per level. The corpsesinger will

moreover seem to be an intriguing, if unusual soul, a bit odd, but surely a

victim of the wrongful prejudices of others, hateful of what their

narrowminded and stultified intellects cannot compass..in short, the

Corpsesinger will seem to be a being to be trusted and protected, a valued

friend. <both effects may be shaken off if a Wisdom check at -2 is

successful, but note that each 4 points of the Corpsesinger's Cha add an

additional -1 modifier and that an additional check is required for each

hour in the Corpsesinger's presence, as the bard's magnetism wears at the

will, urging victims to lay aside their fears as foolishness and fancy..>


The Corpse Singer gains the power to evoke the effects of the clerical

spells Unearthly Choir and Music of the Spheres 2/day each. The choir

effect requires at least two other beings,who must be 1>either evil, undead

or other corpsesingers or 2> Animated or charmed by the Corpse singer into

participating. These spells manifest the tolling of a funereal chorus of

eerie beauty and effects as normal fotr the spells. At this level, the

corpse singer also gains the power to Transport him/herself from one place

to another by stepping into a gravesite, mausoleum or tomb or any tree or

site associated with death <such as a yew tree or mass grave> as per Plant

Door or Transport via Plants, once per day/level. <they call this the Via

Mortis>

   8th level:

   Cast any lich magics they may happen to learn as a mage of 2 levels higher

   Cast Shadow Walk 1/day <by dancing, the corpsesingers refer to this as

the Via Noctis>

Cast L Shadowy Transformation 2/day, Wall of bones 1/day and Rain of Blood

1/day

   9th level:

   Cast  Wail of the Banshee once per day

   Cast Dream/Nightmare 1/day by song

   Enervation by touch or gaze 2/week

   10th level

   Gain the effects of the spell Lifeproof

   Trap the Soul 1/week

   Transport oneself and up to one other being to the Patron's home plane

and realm <usually referred to as 'the Tithe' or 'the Grand Processional'>

1/year, at midnight

   Note: some Corpse singers develop variant powers in addition to or

instead of the listed powers, depending on the character concept, kit, etc

   Ability Score Requirements:

   Same as necromancer and bard

Corpsesinger errata

I accidentally left a small,but confusing typo intact in my post. The

Corpsesingers are a bard subclass,not a bard kit, and thus eligible for

modified versions of the CBON kits if the Dm sees fit to allow such. Here

are some further errata, notes and special concerns related to the subclass:

The corpsesinger ability to be multiclass Necromancers or death priests

should be assumed to apply only to those races who are allowed to

multiclass, unles, like myself, the DM allows all races to do so. The

additional abilities could make a good boon for high level NPC

corpsesinger,though.. :)

The 'lifeproof' power shouldnt be under the 10th level granted powers..it

should be the sole power attained at 13th level,while their Trap the Soul

spellike power is accessable only once per month,and is used to procure

occasional research subjects or tribute for their Patrons.

'Lifeproof' is a 7th level spell from the Al-Quadim line which allows a

necromancer to place a portion of his life-essence into a crstalline vessel

<AC 10, may not be enhanced without voiding the magic, and easily

shattered..as a rule of thumb, I give the vessel 10 (which is maximum) hp

if its made of a gemstone, or 5 if of glass> This life-essence appears as a

pulsing 'shadow' of a heart, still beating. While the spell remains in

effect <until sucessfully dispelled or the vessel is shattered>, the being

under its effects cannot die of hit point loss, but is vulnerable to magics

which alter or destroy/ disintegrate the body or life-force <like

Disintegrate,Destruction,Slay Living, Death spell or Finger of Death,etc>.

If the vessel is destroyed or the spell dispelled by a L Wish or

sufficiently powerful priest <unlike the original spell, the corpsesinger's

special ability CAN be dispelled by D. Magic, but only the clerical version

and only  if the priest is either good-aligned or a priest of a deity of

the dead> the corpsesinger must make a system shock roll or die. The

corpsesinger is vulnerable to death by poison, and if part of a

corpsesinger w. a lifeproof is severed, it can be reattached in the manner

of a troll's lost appendages. 

Corpsesingers are usually required to give their vessels to their dark

Patron, as a pledge of loyalty.

All corpsesingers are unable to heal at the normal rate, due to the

unwholsome energies coursing through their bodies <natural healing reduced

to 1 hp per 2 days, even with the aid of a character with the healing or

herbalism proficiencies>. All corpsesingers are unable to benefit from

curative spells cast by priests aligned with good or neutral deities <evil

priests or potions can heal them as can necromantic spells designed to

drain hp to heal others or to heal undead>. The touch of a good aligned

holy symbol causes them extreme pain < 1 hp per turn of

bare-flesh-to-symbol contact the corpsesinger must make a Wisdom check to

hide the pain and not react> and holy water made by good aligned priests or

druids will do the same damage to them as to undead, and they may be turned

as undead of HD equal to their level <though a destroyed result doesnt

destroy them,just sends them into a deathlike coma>

Corpsesingers are unable to enter holy ground of good-aligned faiths unless

an implicit invitation is offered by one not forbidden and may NEVER enter

uncursed druidic groves as their unholy alliance with the powers of death

and that wich lies beyond death makes them anathema to the natural cycle of

life and death.

As a corpsesinger pledges his or her soul to dwell forever at the service

of his/her dark Patron<s>, they can only be brought back to life by evil

priests <with their Patron's permission>, by a spell equivalent to a Wish,

or by magics such as a Death Pact or Dark Gift of their Patron. In any

event, unless their Patron directly empowers the ressurection, the

Corpsesinger's Ressurection Survival is lowered by 10%-20%.      

A corpsesinger may attract followers at 9th level, but such followers will

usually reflect the bard's twisted nature. Likewise, any stronghold the

bard builds will of necessity be camoflaged in cities of good alignment or

neutral ethos. In all cases, the corpsesinger's Patron will require him to

undertake any mission required to advance the Patron's goals, including

sacrificing the stronghold, all followers or anyone else necessary, even to

the corpsesinger's  own life. The Patron's will is the corpsesinger's

law..defiance means death.

As a note: In the Al Quadim setting Great ghuls and Ghulkin, as well as

members of the Ghul Lord kit may become corpsesingers and some few

corpsesingers there manifest the Ghul Lord's ability to perform

manipulations of Negative Planar energies.

In the Ravenloft setting, various undead, darklings and semi-undead come to

mind as candidates. For Planescape, the Dead, teifling and the Negati would

seem suited for this subclass...

Date: Wed, 07 Oct 1998 18:21:01 GMT

From: TheBazzalisk@platypus.clara.co.uk

Petitioner with child - new planetouched idea!

This talk of pregnant petitioners makes me think that a half deader

would make a great new planetouched race! How about calling it a

Wraithling or some such.

Wraithling (preliminary ideas)

Wraithlings are the product of the union of a planar (or a prime) and

a petitioner. On the outer planes they appear to be normal humans,

with a slight tendency to have pale skin.  However, upon entering the

prime they become transluscent and semi-non-corporeal, just as

petitioners entering the prime become ghosts.  On the inner planes

they take on the appearance of a genasi of the plane they are on.

Wraithlings have a tendency to be tough ( you should see some of the

conditions that some petitioners live in!) and inteligence (death (and

even semi-death) adds a certain clarity to you're thoughts), as well

as having a tendancy to be very strongly aligned to a certain

alignment, and very boring and intense when talking about subjects

relating to their  alignment.

Mrembers of this race gain a +1 to inteligence and constitution, and a

- -2 to charisma

On the outer planes the Wraithlings gain a natural ability to

understand the language of any being of the same alignment, and may

cast *know*alignment* once per day. A Wraithling can survive on their

home plane with great ease, and have a 50% chance of knowing any

reasonable piece of information about their home.  Threy gain a +2

bonus to saves versus controlling and alignment altering spells.

On the Prime Wraithlings lose their normal abilities and instead gain

the natural ability to drain 1 point of strength per level per

succesful unarmed combat hit, lasting for 3 rnds

On the Outer Planes all Healing magic has only half effect on

Wraithlings.

On the Prime a Wraithling may be turned as per it's hit dice, and may

not enter holy areas of god's other than the one it's petitioner

parent served. A Wraithling on the Prime must count double

encumberance from all his equipment.

Wraithlings may be Clerics, Specialty Priests, Wizards, Fighters,

Thieves, Rangers, Paladins, Fighter/Mages, Fighter/Clerics,

Fighter/Thieves, Fighter/Mage/Thieves, Fighter/Cleric/Thieves, and

Mage/Clerics.  If allowed in the campaign then they may be

psioniscists, Fighter/Psioniscists, Mage/Psioniscists, and Psioniscist

Thieves.

The Bazzalisk /

            <//>  
Date: Fri, 09 Oct 1998 15:12:44 -0400

From: "Mr. Niceguy" <jtwright@sysnet.net>

Pachydals

I just finished the Celestials sub-chart for my random encounters

pages, and that involved fleshing out the guardinals a tad.  Unlike all

the other planar races, they didn't have very many high-up men.  Thus, I

present the third (gotta watch that rule of threes!) of the guardinal

high-ups, the Pachydals:

GUARDINAL: PACHYDAL

Frequency: Rare

Organization: Band

Diet: Herbivore

Intelligence: Exceptional-Genius (16-17)

Treasure: Incidental

Alignment: NG

# Appearing: 1-3 (4-9 in Elysium)

AC: -3

Move: 15

HD: 11+11

THAC0: 9

# Attacks: 3 or 2

Damage/Attack: 2d6+11 / 2d6+11 / 2d6 or 2d6 / wpn + 11

Sp. Attacks: Stun, Trumpet

Sp. Defenses: +3 wpn. needed to hit, Thick Hide

Magic Resistance: 45%

Size: L (9' tall)

XP: 16,000 (17,000 w/ magic weapon)


The elephantine pachydals are the builders and farmers of the guardinal

race. They delight in creation, although they prefer to build and grow

simple, useful things. Pachydals are more likely to produce a sturdy

cottage or crop of wheat rather than a cathedral or aesthetic garden.

Which is not to day they're incapable of vbuilding elaborately; just

that they have definite ideas on what is tasteful. Pachydals tend

towards blunt honesty as well. They are not shy about criticizing works

of others, nor reticent about tearing down offensive constructions of

evil.


Pachydals are best described as giant humans with elephant-like

features. They are the largest and strongest of the guardinals, standing

some nine feet tall. They have coarse hair, grey skin tones, and a very

distinctive trunk in place of a nose. Large, wide faces are framed by

large, wide ears, and two thick tusks protrude out of their lower jaw.

These features are softened somewhat in females of the species, but they

are always present. The one area where pachydals indulge in any

unnecessary decoration is on their tusks and trunks. Otherwise they

dress plainly, in a workmanlike fashion that compliments the peaceful

set of their wide, friendly features.


Pachydal trunks are prehensile and the lips of the trunk are quite

dextrous, enabling them to use the appendage as well as a third arm.

This ability makes up for the pachydals' blunt, hard fingers, of which

they have only two on each hand. Their hands are very thick and

callused, and when bunched into a fist are capable of hitting as hard as

any hammer. Pachydals prefer to do all delicate work with their trunks,

which are typically about three feet long.

Combat:    In combat, however, a pachydal's fists are deadly. They

attack with each hand, doing a massive 2-12+11 points of damage with

their prodigious 23 strength. Anyone struck by both fists in one round

must save vs. paralyzaton or be stunned for the next 2-5 rounds.

Pachydal blows are so mighty that when they use a weapon, any single

successful attack forces this save vs. stunning as well. Whether using a

weapon or not, pachydals also attack with their tusks, goring and

head-butting for 2-12 points of damage. Any weapons that pachydals use

are always giant-sized, causing double the damage of a normal-sized

weapon. Pachydals are also 10% likely to possess and use some great

magical tool, such as a mattock of the titans or saw of mighty cutting.


Once they have stunned or incapacitated an opponent, a pachydal is

likely to use his or her innate magic to render it helpless. In addition

to the magical abilities possessed by all guardinals (see PSMC II,

p.42), pachydals may, once per round, use: Hold Monster, Wall of Stone,

Wall of Iron, ESP, Know Alignment, Continual Light, and Polymorph Self.

They may cast Cure Serious Wounds, Cure Disease, and Neutralize Poison

each thrice per day. Once per day they may cast either a Heal or

Restoration spell, and once per year may invoke a Limited Wish.


Pachydals also may trumpet with great magical effect three times per

day. All evil creatures within 100 yards of the trumpeting pachydal must

save vs. magic or be affected by fear for 2-12 rounds. Those within a

cone 60' long and 20' wide at the end are affected as if by Power Word:

Stun, and are deafened for 12 hours. Deafened creatures are at -1 to

surprise and face a 20% failure rate on casting verbal spells or using

magical command words properly.


Defensively, pachydals may be hit only by silver weapons or those of +3

enchantment or better. Their hide is very thick and somewhat unfeeling.

In addition to providing excellent armor class, it subtracts 1 point of

damage from every die taken by the pachydal. Pachydals are also immune

to contact poisons and the bites of regular insects. Such small

annoyances simply don't get through their hide. Their excellent senses

prevent them from being surprised on Elysium, and they receive a

 +2 bonus to surprise rolls elsewhere.

Habitat/Society:    Pachydals are some of the more social guardinals.

They are friendly, gregarious (sometimes to a fault) and free with their

advice and aid. They immensely enjoy company, and on Elysium are never

found alone. Their bands remain small however, as they tend to spread

their presence out across the upper planes they call home. No

concentration of more than 40 pachydals in one place has ever been

reported. They will work quite compatibly with all other guardinals, and

most other celestials, though. It's not uncommon to see a band of

pachydals serving as architects, builders and farmers for a burg

inhabited chiefly by other races.


Their reputation as sturdy workers and builders makes them very popular in Bytopia and elsewhere. They travel the planes offering their services

to all of good heart and honest demeanor. They don't work free unless

the task is particularly deserving of charity, but they don't charge

more than an employer can bear to pay, and never more than an honest

wage in any case. Most cutters view pachydals as the epitome of the

good-natured, hard-working celestial. The prime race of Loxoth revere

them as semi-divine, on a par with or above the deva. Pachydals accept

this tribute responsibly, and always place a loxo's interests before

those of any others. They also relate well with Hollyphants, and may

sometimes be accompanied by the diminutive elephants, almost as if they

were familiars.

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Complete Celestial Encounters and the new Guardinal: Pachydals!

Date: Sun, 11 Oct 1998 03:07:18 -0700

From: Jesse Fuller <tafuller@earthlink.net>

Warning: IC NPC, IC NPC!

Here's a NPC I was working on, tell me what you think, and please check my

work if you like. the first part is IN CHARACTER! And don't say I didn't

warn you.

Routzhan Avaenal

Well, you may be wondering who I am? Well, I'm a mage, or more specifically

a Chronomancer. One who uses magic in an attempt to control time. Well,

that's basically my whole story, but there's planty more. It began when I

was a mage who had a particular fascination with the flow of time, the way

the sand slipped through the hourglass.

So, I investigated things a little.  I spent all my "time," so to say,

working on spells that would alter the way time flowed. You know, haste,

slow, and the like. After years of research and many different masters, I

never found much, but then came a turning point. I began experimenting with

a spell known as Dimension Door, with a small mistake one day I found

myself on the Astral Plane, from there I found my way to the City of Doors,

The Cage, Sigil.

There, I continued my research of time, and found a faction of people like

me, _obsessed_ with the flow of time. They believed that the secret of the

multiverse could be found at its beginning. They were known as the

Subregere. I helped with their research and they helped me with mine. It

was at this point, I officially took on the name of Chronomancer, a mage of

Time. I became one of the most influential members of this faction with my

endless work, research, and the discovery and creation of new spells. When

our Factol Abigail Uphan passed on, I became the new Factol.

Wait, if I put my 


parents in the 



dead book, I'd 


never be 



born, but then I 




wouldn't have been able to go back 


in time to put them in the book in the first 

         place 



so then I would 




be bor... 


Ugh, I hate 



temporal mechanics...                 

    -member of the Subregere, 



during 


contemplations.

During my years as the Factol we discovered as many spells as we had

previously in the entire existence of the Faction. Yet, despite leading the

faction, getting to my goal of controlling time was not enough, I had to

actually become part of it. I began research in to what time was, is, and

will be. That is when I discovered a document from a world known as

Abor'Toril, a civilization, Netheril, had discovered a demi-plane of time,

but did not have a chance to delve into it's existence before they were

destroyed by their gods. It was then I discovered a scroll from a mage,

Kandalon. It detailed a new dimension and great responsibility therein. At

the end of a lengthy discourse it contained at the end a spell called

timeslip. It was an actual entrance to this temporal dimension. The

temporal Prime was the pinnacle of all research for our Faction, and would

allow us to complete our task, to actually experience the creation of the

Multiverse.

That is when I attempted the spell. It was a huge risk, for if I made any

mistakes this spell would be lost to the ages. And so, I cast it. As I

began the incantation, which required a few minutes to complete, and as I

chanted, a shadow filled my room. Somehow the Lady of Pain had known what I

had been doing, and as reality faded away the last thing I saw was The

Lady's face...

I gasped as I beheld the wondrous splendor of the Temporal Prime.

Bluish-gray smoke filled this dark void. But glowing among it all were

silver strings intertwining, seeming to writhe in pain at the sight of me.

They twisted to avoid a huge spiral of energy. I was quickly drawn in to

the walls of energy and lost my way. I wandered for days until I reached

the apex of the storm. Despite all my beliefs, I wanted nothing more than

to be back in the city, sipping a cool ale, and haggling over the price of

a couple of prisms and other spell components, and then there I was, in my

room.

Although things had changed a bit my room was filled with dust, bits of

rubble and broken glass. Whatever remains of the scroll, my spell book, and

even my Faction had disappeared in the flow of time. And here I am today in

a brand new Sigil, figuring I'm not in the Dead book yet, I'll assume The

Lady doesn't want me dead. My only hope is to find some way back to the

Temporal Prime, my life's work must be realized...



At any cost...





___Quick Chant___

Routzhan Avaenal

(Pr/M human/Chrono 7/Subregere/TN)

AC 5; MV 15; hp 27; THAC0 18(16 w/staff); #AT 1; Dmg 1d8+2(magical staff),

1d4(dagger); SD: +4 to saves (ring); Immune to slow and haste spells.

S 11, D 10, C 17, I 17, W 16, Ch 14

PERSONALITY: obsessive, straightforward, logical.

SPECIAL EQUIPMENT: Ring of protection +4; Lisker's Staff +2 (delay image

2/day, time snare 1/day, Wesley's temporal disjunction 1/week)

FACTION ABILITIES: -2 Initiative bonus, 15 Movement Rate; +1 AC bonus

SPELLS (5/4/3/2)*: 1st - burning hands, comprehend languages, detect magic,

identify, precognitive sense, read magic, shocking grasp; 2nd - alternate

reality, haste**, invisibility, know alignment, slow; 3rd - Articus's melee

manager, blink, fly, minor paradox; 4th - detect scrying, dimension door,

extension II, Rary's mnemonic enhancer, temporal push, timeheal, wizard eye.

*In addition, Routzhan receives one extra Chronomancy spell per level

(included in the above total.)

**Please note chronomancers receive some time based spells at one level

lower than most spellsligers.

ROLE-PLAYING: Routzhan is extremely logical and direct. Though not exactly

anti-social, he only shows emotion when talking about time, his faction, or

the Lady. He is not hesitant to show his intelligence and is often quite

confusing in his speech. He rarely shows pity and will destroy those in his

path. He will achieve his goal at all costs.

COMBAT: Routzhan will quickly rid himself of annoying adversaries, he will

not fight with any emotion unless it is a means to his goal, in which case,

he becomes fierce, yet reckless.

Well, there you go. Have fun disecting him. ;)


-Essex Fuller, Bard for the ages, literally.


 tafuller@earthlink.net


 mercykillers@justicemail.com


 ICQ# 1361061

Date: Mon, 12 Oct 1998 20:45:50 -0400 (EDT)

From: Joshua Jarvis <jj@keene.edu>

Interviews: The Prime.

Well todays question is "What do you think about the prime. It's not a 

complex question but it's one that caries alot of weight."

GUVNER: It's the source of belief, the plane that creates the gods and 

balances alignments and elements. 

MECYKILLER: It's a place where the first injustice came from, their 

belief caused it to exist on the planes. In fact were stepping up efforts 

to control the prime for that very reason.

HARMONIUM: The home plane of our faction, a place that is safe and happy 

under harmonium law.

XAOSIST: Ah, the source of ALL chaos, and home of the wonderful 

phlogiston. Too bad the outer planes lacks that stuff.

SENSATE: We are all formed from the experiences of primes, for that 

reason I think more primes should be initiated into the sensates, 

it makes the planes a better place if all primes lived to 

experience.

FREELEAGUE: Nothing special, when people their make their own decisions 

they tend to force others to believe them just like they do here.

GODSMAN: The start of the journey where the lesser ranks on the great 

journey start.

ATHAR: The source of all our problems, the worshippers of the false gods 

dwell their.

CIPHER: it's where the clueless come from and in their cluelessness 

create the planes. if they stopped and thought about the 

consequences of their actions the planes would not be the place it 

is today.

DOOMGUARD: Heh heh heh, those clueless sure can cause alot of trouble in 

sigil, and they are easily duped into causing entropy.

BLEAKER: Does it matter?

BASHER WHO THINKS HE KNOWS HOW THE REV LEAGUE WORKS: It's awful, full of 

every gov't you can think of.

MODRON (just passing bye): The crystal spheres are the ball bearings that 

make the multiverse run.
Date: Tue, 13 Oct 1998 20:40:03 +0200

From: Chris Visser <chrisv@pta.lia.net>

Subject: [PLANESCAPE] - A new bard kit (long)

Hi...

This is an idea I had for a bard kit after I came across a Capoeira site

on the net...I though the outlandish style would make them ideal street

performer in the Cage... Any Ideas, Flames, Comments welcome... Please

reply privately unless you feel the whole list should hear your opinion.

NOTE: PO:C&T and PO:S&P refer to Players Option:Combat and Tactics and

Players Option:Skills & Powers.  I do not claim to know everthing about

Capoeira, any corrections will also be welcomed.  Also remember that RL

Capoeiras don't do Psionics....;)

Ok here it is...

The Capoeira

Speciality: Dancer/Martial Artist

Qualifications: Dex 15, Wis 15, Chr 12. Lawful types tend not to go for

Capoeira since it's such an unruly and freeform art. Any race which

normaly allows bards can become a Capoeira.

Introduction: Greetings bashas! Ma name is Muta, and I play Capoeira, it

looks lika dance, full'o tumbling, jumping, handstands, kicking an'

flips 'n twists.  To some it's a game, a folk dance, to some cuttas it's part o'

their religion, but it's also deadly figtin' style.  Ya see ma fada, he

came from da Prime, he told me dis style was developed by slaves on his

world, to disguise their trainin' as a game and they freed themselves with their

revolts.  I also train ma mind aswell as ma body, so I can play better. 

I also keep ma ears open fo' bits'o chant and I even learned some

letters.  Ma fada would be proud may his soul rest in peace. He told me sometin' a

wise Capoeira once said "When you strike a martelo, kick to break your own

foot; when you throw a galopante, punch to break your hand; and when you throw

someone with the head to the floor, do it to make a big hole in the

cement".

Description: Capoeira is a martial arts form that developed in Brazil,

Among a group of escaped slaves, who wanted to free their compatriots and thus

disguised it as folk dance.  It is characterized by kicks, sweeps,

flips, handstands and jumps.  It has developed in recent years as a performance

art, for examples look at Eddy from Teken 3, the Brazilian in the movie

Quest or see http://dir.yahoo.com/Arts/Performing_Arts/Dance/Capoeira/

Role: Since Capoeira is such a spectacular style people pay to see it

perform, the performers also tend to pick up loose bits of chant and do

some storytelling on the side. Like most martial arts they tend to train both

mind and body.

Weapon Proficiencies: The Capoeira has to specialize in one of the

Martial arts tyle described in PO:C&T, Style B is most suited to the fighting

Style as most of the moves are kicks. Capoeira can achive grand mastery in

Their art like single classed fighters.  Capoeira can also become proficient

With more traditional weapons but prefer light weapons, like daggers and

Short swords.

Non-Weapon Proficiencies: Bonus: Tumbling, Jumping, Dancing (Capoeira)

Suggested: Blind-Fighting, Juggling, Musical Instrument, Tightrope

Walking, Storytelling

Armor/Equipment:  Capoeira may not wear any armor as it inhibits their

art, and tend to use light weapons.  They wear a knoted rope in their pants

to show their level of mastery and tend to own what they can carry.  Money

is generated as standard.

Special Benefits:

Instead of Pick Pockets the Capoeira gains the ability to Escape Bonds

(PO:S&P) as they are very supple.

Capoeira train both mind and body and has the psionic abilities of a

psionist one level  lower than the Capoeira.  NOTE: Unless a Capoeira

takes the attack and defense modes under his normal alotment of powers, he

doesn't recieve them.

Capoeiras pick up lose bits of chant wherever he goes and has the

Equivalent of the True Bards Legend Lore skills.

Due to the nature of Capoeira the artist recieves the -4 AC adjustment

For tumbling ONLY when using they martial arts style to fight NOT when using

weapons.

Special Hinderances:

Capoeira may not use armor, and cannot cast spells.

Ok that's all...

Chris

Date: Tue, 13 Oct 1998 18:16:29 -0700

From: Greg Jensen <gjensen@mail.wsu.edu>

Alignment on the Planes - What's it good for?

Here's my geezer take on the planes:

I have long been fascinated by the outer planes long before there was any

attempt to flesh them out.  The structure of the great ring helped me

understand alignment better, and I think if people had paid more attention

to it, there would be fewer arguments about alignment.  The outer planes

were designed originally to be planes of alignment.  It was interesting

that there were planes not only for each individual alignment, but also for

those in-between areas.  It showed that alignment is more of a broad

spectrum than an absolute category, and how alignments can often blend

together.  The only thing missing was planes for the areas where true

neutrality blends in with the other alignments, which is why I made the

Cordant Planes (http://www.geocities.com/~mimir/mapinfinity/mapinf1.html).

It was obvious to me that the alignments (and spaces between) were taken,

and given names from mythology and religion to represent the home of the

gods or the afterworld based solely on alignment.  It created a

cosmopolitan view of various mythologies that also appealed to me.  No one

mythos was placed above another, they were all just a part of the planes.

I also liked the idea that alignment was more important than what religion

or culture you belong to in determining where you go in the afterlife (if

there is an afterlife, it would definitely be more just if it was like

this), and in a related vein, that "heaven" or "hell" is being with people

like yourself.  If you are in a plane filled with people who honestly care

about your rights and well-being, that makes it a paradise.  If you are on

a world where nobody cares about anyone else and cruelty is normal, that

makes it essentially hell.  A good lesson for morality whether or not you

believe in an afterlife.

With Planescape, a number of planes had name changes.  Some were because

they sounded better ("Outlands" as opposed to "Concordant Opposition"), and

others were to erase the connotation that one pantheon or culture had a

monopoly on that plane ("Arborea" from "Olympus," and "Beastlands" from

"Happy Hunting Grounds").  This made it seem even more, to me, that the

outer planes are about and have always been about alignment.  I think that

various planes can have representatives from various cultures and mythos,

as many of them have similar values.  Different mythos are better

represented, IMO, as different realms rather than different planes.

otherwise, it seems like the mental/philosophical aspects of the planes

aren't as important as geography and material features.

The two problems I have seen brought up about alignment of the planes are:

1) A pantheon may not all fit ethically on one plane.  For example, the

members of the Greek and Norse pantheons don't always fit the alignment of

their plane.  However, I think the pantheons to tend to fit in the plane

they are on with an overall general alignment.  The Greek pantheon has

members who are not chaotic or good, but in general they seem to value both

on the average.  Also note that the members of a pantheon do not all have

to live on the same plane.  Many will, and probably should, have connecting

realms on other planes.

2) The gods on various planes don't always fit the alignments given them

according to all sources.  The best example is Hades.  According to many

sources, he is more neutral than evil, and therefore doesn't seem to fit in

the Gray Waste.  However, according to many other sources (especially more

contemporary ones, where he is often identified with the Judeo-Christian

devil), he is evil.  You can rely on any source you want, but there are

different interpretations of the same myths.

My suggestion for this is to have multiple gods for different

interpretations.  I have a copy of Mt. Olympus on Arcadia IMC, where the

gods act more lawfully and go by their Roman names.  Basically the same

gods, but different interpretations.  This can happen for other gods as

well.  

Well, I guess I've wasted enough space, so I'll stop here.  Comments?

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Thu, 15 Oct 1998 21:46:59 -0700

From: Greg Jensen <gjensen@mail.wsu.edu>

Alignment on the Planes

At 02:01 PM 10/15/98 -0400, you wrote:

>What I mean here is treating the entire outer planes, all 17 of them, as a

>whole as "Powers' Home". Olympus, Asgard, what have you. Some pantheons do

>this such as the Chinese. Others, bizarrely, ignore it.

>And while it may seem minor, it causes some bizarre situations, like giants

>living up on Ysgard, that a little use of pathways and portals and such

>could simply have avoided.

In fact, I originally (back in the Manual of the Planes days) interpreted

the spire of the Outlands as a feature each pantheon/culture places at the

center of their own mythos.  The Norse see the spire as a giant tree, and

call it Yggdrasil.  The Greeks see it as a giant mountain, and call it

Olympus.  The Chinese call it K'un Lun, the Babylonians/Sumerians call it

Mt. Saphon, etc.  It showed just one of the many ways various mythologies

seem to cross over, and have quite a bit in common.  I find the

similarities at least as interesting as the differences.  I found it

strange that nearly all of the Norse worlds were put in one plane

(Ysgard/Gladsheim), as they were basically set up like the outer planes

originally anyway.  The planes for different alignments could easily have

different names in different cultures.  Here is how I would have put the

Norse worlds:  Asgard/Valhalla:LG, Vanaheim:NG, Alfheim:CG, Jotunheim:CN,

Svartalfheim:CE, Nifflheim:NE, Muspelheim:LE, Nidavellir:LN, Midgard:TN.

Anyway, I usually say that, while alignement is the most important factor

in the outer planes, the gods and pantheons can trump the plane within

their own realm.  There are limits to this, however, as if they bend the

laws (or chaoses?) of the plane too far, it will break, and disaster can

happen.  In an adventure I am writing, Rapture (which should be done within

a month, knock on wood), this is what happens.  A god decided alignment

isn't important when placing his followers in their "just" afterlives, and

a planar layer starts to slide to a more appropriate alignment.  I also

have an interesting and similar idea for an Ysgardian adventure.  I thought

I'd take this opportunity to ask for opinions on the initial plotline:

The heroes hear rumors of fires all throughout the Outlands around the

chaotic gate towns.  They are then sent on a mission to deliver a message

to the ruler of Glorium.  When they get there, the place is gone, replaced

by scorched earth.  They find the leader barely alive (the last one left),

and deliver the message.  He tells them that huge flaming rocks destroyed

the town, and to prove it, a giant flaming fire-berg crashes next to the

heroes.  It traps them near the gate to Ysgard, so they are forced to take

it.  On the other side, they notice a surprising amount of peace for this

plane.  When asking, they find out that there has been a movement to peace

in Asgard.  The Norse gods cared most about getting great warriors to come

to Asgard, and their petitioners were simply those who died in battle,

regardless of their actual alignment.  This meant that they had some very

psychotic and homicidal petitioners, who loved battle not for glory, but to

cause harm.  It got so bad that a few burgs all around Asgard started to

shift over to Limbo.  Before all of Asgard could shift over, several gods

(specifically Balder, Bragi, and Frey) encouraged peace instead of warfare.

 Odin relented, to the dismay of more warlike Aesir, as he feared the

shifting of Asgard.  So petitioners were encouraged to stop killing each

other and everything else, and take up peaceful activities to avert the

crisis.  It worked, as the senseless violence stopped dragging Asgard away

from godness.

Now we shift to Muspelheim.  The only reason Muspelheim had been able to

stay on a plane so removed from its alignment was due to its relative

weakness.  Every time Muspelheim started getting strong enough to make

significant changes on the plane, the Asgardians would come in, kick butts

and take names, and reduce their power so much that their lawful evil

alignment had little overall effect on the plane.  Now that the Asgardians

have stopped fighting them, the fire giants have grown frighteningly

strong.  So strong, in fact, that the lawful evil nature of the plane

caused it to shift.  Normally it would shift to the next closest plane in

the outer ring (either Limbo or Arborea), but because it was so far removed

from Ysgard's alignment, it started to shift directly to the Outlands.

That's what happened to Glorium.  Pieces of the layer are traveling through

to Glorium, and along the ring of gate towns:  next to Xaos, then Bedlam,

Plague-Mort, etc. until it gets to Torch.  Then it will shift to Gehenna

and stay there, unless the PCs intervene.

The PCs have three main options.  They can let Muspelheim go to Gehenna,

where it probably should have been anyway.  However, while most of the

gate-towns destroyed by the flames of Muspelheim have bad reputations,

there are many innocent people still dwelling there, and their loss of life

will be great (meaning good PCs shouldn't let that happen).  They can also

rally the Asgardians and get them to attack the giants once again (most of

them have been fuming for a fight anyway).  This only causes them to start

sliding into Limbo once again, which still allows the fire giants to grow

in strength unopposed.  The only solution is to encourage the Asgardians to

fight the fire giants to prevent their evil, but to not return their

cruelty in kind.  They will have to respect the rights of the giants, try

to use non-lethal force when they can, and reduce their influence without

becoming as violent and cruel as the giants themselves.  This reduces the

power of Muspelheim and prevents further shifting, and keeps Asgard on

Ysgard.  I think it also shows some real problems when facing crime and

war.  If you don't do enough, it's disastrous, and if you get too harsh,

it's disastrous.  It's a difficult but necessary balance to fight cruelty

and oppression without becoming cruel and oppressive (Preach mode off).

Anyway, I'm interested in hearing what people think of this adventure, and

if they'd be interested in seeing it written up someday.  Also, I'd like

suggestions for the name of it.  I considered "Ragnarok," but after

"Rapture" I don't want it to look like I have an apocalypse fixation.

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Mon, 19 Oct 1998 01:27:14 -0700

From: belarius@juno.com

Thoughts on CoC (bring a book to read - It's that long)

All this talk of Call of Cthulhu has got me thinking: barring the

universally evil nature of Mythos creatures (and how that contradicts

some basic concepts of PS), there are a number of creatures who would

make interesting PC races and monsters.  I ask humbly that no one be mean

and steal my ideas without sharing them with list members :).  Spread the

wealth.  Or at let me know what your thoughts are:

Abhoth: It seems to be a mass of gray ooze that gyrates and bubbles,

forming muddy spawn and pseudopods from it's body.  In PS terms, mightn't

it be a creature native to Limbo but trapped in the Outlands by spells or

a lawful twist to its personality.  It could resemble a petitioner, but

be much more powerful (like the Per compared to the Einherar or

something...).  It's not that bright (INT around 13), but knows a lot of

Wild Magic and it's spawn aren;t necessarily mindless (they could be like

indepedant limbs).

Eihort: This thing lives in a labyrinth, where it stalks the panicky

explorers who are trapped.  If caught, it offers it's victims a choice:

either die or become the host of one of it's broodlings.  The latter

choice results in death and insanity, but you get a little more life from

it.  Sounds like a good Abyssal Lord, maybe even one that the PCs could

deal with (he's neither politically motivated nor combat-obscessed).  In

appearance terms, he looks most like a very nasty cross between an

alkilith, an armanite, and a yochlol, but he's palid, white, and fleshy. 

Around 2 tons.

Ghouls: Not the undead creatures, but a race of scavengers who eat any

flesh that's partially rotten (my reasoning is that they don't have

digestive systems that can handle fresh meat).  Portrayed quite

positively in Lovecraft's Dream cycle, they have to potential to be a

neutral PC race, cursed by their forms to haunt graveyards and waste

heaps, but possibly good at the core.  They'd make great inhabitants of

the Lower Reaches of Naratyr.  Cynics, they'd make good Bleakers, Indeps,

Dustmen, or Doomguard, though I don't see Anarchists or Xaositects.

Glaaki: An individual creature in Campbell work, this creature could be

one of a race of beings, who look like slugs with fat-lipped mouths, huge

spines, and three eyes.  They're enormous (over 60 tons), but not

invincible.  Their spines (which cannot be shot or projected by Glaaki)

are hollow and allow the injection of a potent poison that turns the

victim into a zombie-like creature (with long nails).

The King In Yellow: 14' tall, this avatar of the god hastur makes a great

Abyssal Lord in PS.  Its tattered yellow robes  are actually extentions

of it's body (LoP, anyone?), and it's mask conceals lashing tentacles

that exist in the place of a face, and can be extended and attacked with.

 Tired of have the PCs face Dispater?  Sick the King in Yellow on them!

Nightgaunts: Perhaps my favorite Mythoscreature, these large abishai-like

creatures have jet-black whale-like skin, features more extreme than an

abishai's simple body (longer horns, bigger wings, etc), clawed hands and

feet, prehensile razor-sharp tails, and move in total and complete

silence.  they have no face and never communicate, though they are

capable of following orders.  Stupid but powerful, they are used as

mounts in Lovecraft.  I always liked to make them secretly intelligent,

but that's just me.  They act as the bouncers of the gods, taking

intruders from area they may not go and dumping them in VERY unpleasant

places, seemingly in Pandemonium or the Abyss.

Serpent People: Much like snakes, but standing erect and four humanoid

limbs.  They were originally great scholars of the dark arts, but I would

argue they could work wonderfully with any alignment.  IF they recieve a

good reception on the list, I'll promptly make them a PC race.  Can't you

see a snake-man in scholarly robes, hunched over a huge tome with a

placid look on it's face?

Yig: Somehow I never saw this being as very evil (probably I haven't read

enough :-).  A huge, hulking humanoid with rippling muscles and a

somewhat snake-like head, Yig is realted to snakes in general and the

Serpent People in particular.  Notably, it never punches it's opponents:

it grabs and contricts, like a snake would (with bone-crushing force,

too).  Yig wanders.  Maybe he could even count as a Snake Lord... We have

to un-evilify him first, though...

A few other odd monstrous discrepancies: CoC skeletons have human

intelligence, with a 3d6 range, as well as human strength and dexterity. 

Ignoring the fact that they have no real willpower (all the mental

fortitude of a Wisdom of 1), they're almost a PC race!  Werewolves have

an intelligence ranging from 3-6 (no wonder humans wiped them out in

CoC!).  Bunyips are quite a bit more intelligent and dextrous than

humans, as well as enormously stronger and sturdier.


Why do I have this sinking feling someone going to get mad I wrote so

much.  People, let me know when my creative impulses go overboard.

Belarius

belarius@juno.com
Date: Mon, 19 Oct 1998 23:41:51 -0400

From: "Mr. Niceguy" <jtwright@sysnet.net>

Mr. Niceguy's Weekly Adventure Hook (1)

I've seen some posts in the last couple of months asking about

planescapey adventure ideas and hooks, and not much response.  I, on the

other hand, have adventure ideas aplenty, but not enough time to ever

play them out.

  Thus, I'm going to start sending them to the list as I add them to my

web-page.  Use as you see fit!  I'd love to get feedback (or hear how

the adventure played out if you actually use it), and I'm certain other

folk can add interesting sidebars to the rides.

  Remember though, that these are only adventure HOOKS.  I'm an idea man

- - I break down when it comes to details.  You'll need to provide your

own statistics, precise encounters and maps.  But the info I provide

below should be enough to get you started.  




FAITHFUL STEED

The Chant:  I know about a recent paladin petitioner on Mt. Celestia who

got lost in the saddle, so to speak.  His bonded warhorse went with him

to the Mount when the two were written into the dead-book.  Alastan

(that's the cutter's name) wants to free his faithful steed to roam the

Beastlands, but he can't give the Mount the laugh to do the job.  Here's

the ride: you take the horse across the upper planes for him and see to

it that it gets a pleasant field in the Beastlands to graze in.  There's

no garnish in it, but chant says that virtue is its own reward in the

sixes.  You can meet him in Heart's Faith, where he'll explain the

journey and have a ship paid and ready for the trip.

Along the Way:  The horse, a mare named Faith, is skittish and stubborn

all the way, making the journey difficult.  Just before the party takes

ship through one of the Mount's portals in Lunia's silver sea, she leaps

overboard and must be rescued.  (by Zoveri, if the party can't).  In

Bytopia, she won't help pull the cart or work her share.  In Elysium,

she won't carry footsore travellers, and her hostility slows the party

down.  Only in the Beastlands, when she gains a voice of her own (speak

w/ animals won't work on a paladin's mount) will she be able to convey

her problem to the party.

  The emphasis of this ride is on how men and animals work together. 

Examples should be given all along the way.  Dolphins assist the Zoveri

in Lunia's sea.  Giant rabbits and beavers assist the gnomes on Bytopia

by pulling plows and building dams.  Javoose are harnessed to take

travellers from Dothion to Shurrock in Bytopia, while trained giant

eagles fend off Ni'ath.  In Elysium, guardinals present the face of the

perfect synthesis of man and beast, and everywhere the good folk of the

upper planes care for, respect, and watch over their animal charges.  On

the Beastlands, the roles of human=guardian, animal=protected can be

flipped to broaden the party's experience.

  For greater diversity of opinion on the subject, a druid named

Herbidor should be encountered early on in Bytopia.  He will commend the

party for freeing a noble animal from 'slavery' and will offer to

accompany them.  He will deride the various scenes of animals and people

working in harmony that are encountered during the trip as unnatural and

foul.

The Pay-off:  Once they reach the Beastlands, Faith gains the ability to

speak.  When she starts talking, she tells the party she never wanted to

come here, but wanted to remain at Alastan's side.  She wants to return

to the Mount and her master.  Herbidor will argue that she belongs here,

and simply needs the time to discover her rightful place.  Should she

stay or should she go?  It's the party's decision.  Herbidor is willing

to offer jink and chant to the party to sway them to his side.  But if

they return her to the Mount, Faith will bless them with the ability to

call upon the Nic'Epona once in their lives.  She's descended from the

cross-planar steeds and will grant this favor to the party as a whole

(no one member can invoke the boon).

Faction Reaction:  Factioneers that'll be interested in this ride might

include Dustmen (who like to deal with petitioners), Godsmen (who're

interested in helping others to higher levels), Ring-Givers (this is

right up their philosophical alley) and Sensates (anything that sounds

different is good!).  Bleakers, Anarchists, Doomguard and Xaositects

won't see the point in helping the paladin, and Takers will need some

sort of pay up-front to get involved.

Complications:  Verdant Guilders and Vile Huntsmen could get involved

either as enemies or allies, depending on how the party presents

themselves.  An equinal or two could present a challenge to the party on

Elysium if they thought Faith was being mistreated or 'kidnapped'.  A

warden beast may act to keep the 'unnatural' paladin's warhorse out of

the Beastlands.  Herbidor could get physical and interfere strongly if

the party decides to escort Faith back to the Mount, calling on

additonal aid if need be.

  If you want to use this in a netbook, or on your web-page, feel free.

Just credit me and/or give a link to my page, and I'll be happy.  

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Monster Encounters and Synjyn's Adventure Hook: Faithful Steed!

Date: Wed, 28 Oct 1998 21:15:17 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

Mr. Niceguy's Weekly Adventure Hook (2)

There was a pleasantly enthusiastic response to my first adventure

hook, so I'll keep passing them on.  They may turn bi-weekly at some

point, but I'll do my best to keep churning them out regularly.

  As before, this is just the central idea.  Details are up to you.  And

as before, if you want to use this in a netbook, or on your web-page,

feel free.  Just credit me and/or give a link to my page, and I'll be

happy.  

  This week's plane:  Bytopia!




THE GREATER GOOD

The Chant:  Most bloods know about the Communal Brotherhood and how our

blessed Lady of Pain mazed the lot of them along with their headquarters

in the Cage.  But they were a faction, with hydra-like heads eating

belief everywhere.  Cutting off their HQ didn't write the whole

thought-guild into the deadbook.  I've scanned chant that says that the

main group of Comrades still operating under the name of the Brotherhood

are working hard to prove their philosophy will bring the greastest good

to the Great Ring and that their banner's worth rallying 'round.

  To prove their point, they've challenged the jink-loving dwarf and

gnome petitioners of Bytopia to a contest.   Both sides are building

half a tower which, when finished, will link the two layers of the Plane

of Industry just like the tallest mountains of that plane do naturally. 

It's a race, see; the first side to finish 'The Tower of Industry' gets

to claim it's philosophy is superior.  Which will win?  Work for

individual gain or work for communal sharing?

  Here's the ride:  Both sides of the contest are bearing down to the

finish line.  With the win so near and so much prestige riding on the

outcome, (this might be what catapults the Comrades back into

factionhood) both sides are offering top-flight jink and magic to

planewalkers and bloods for help in finishing first.  Anyone that can

fight off Ni'ath, scan a peery eye for saboteurs, keep their feet (and

their composure) at the top of a tall tower, or otherwise prove

themselves a blood for the cause, has lit out for the town of Yeoman,

only two days walk away from the construction site.  If you want a piece

of the action, you'd best scarper, cutter.

The Maguffin:  Soon after they hit the burg of Yeoman, the party hears a

cry for help down a (not-so) empty alleyway.  A band of tso raiders are

giving Yeoman the laugh and are taking some slaves with them.  They had

come to town to sell slaves ("cheap, dependable labor") to whichever

side of the contest was interested, but neither was.  In fact, the tso

have had to skip out quick and on the sly before the upright citizens of

Yeoman scrag them properly.  To make some profit, they've kidnapped a

couple of the burg's less noticeable citizens, but unfortunately, not

the less noisy ones.

  A few tso have already escaped through the portal along with a couple

of slaves, but the party can soundly thump the rest and save most of the

victims.  In the aftermath, they'll find a bulky parcel that no one

claims to own.  It has a sign on it reading 'Baskin deBunke - Hands

Off!'  (Baskin is even now being hustled into a tso slave-ship on the

far side of the portal.)  Within the package is an exotic magical

device, gaudy and blinking, which is globular and about the size of a

large pumpkin.  It radiates transformation magic, and is apparently

already 'on', but no ill effects can be seen from its operation. 

Identify and other divinations invert when used upon it, revealing the

magical properties (if any) only of the caster.

  Most Yeomanites can point out deBunke's case to the party, all the

while clucking their tongues and looking at them askance.  DeBunke was

something of a loner and black sheep in town, always looking for the

fast way to riches.  He worked hard enough at his petty plans to be

tolerated, but not liked.  At his case, the party discovers that he has

vanished.  Numerous notes and diagrams litter his rooms, all for

get-rich-quick schemes.  One is circled prominently with black chalk. 

It reveals that he had acquired a device called a 'Philosophic Inverter

Engine' and that he planned on becoming phenomenally wealthy by

auctioning it to the contestants building the Tower of Industry.  There

is a sketch of a cutter walking up the walls of a tower joining two

planes, with a glowing ball midway them.  A last note under the sketch

says, "Jink'll pour from their noses when they see how it stabilizes the

gravity shift!"

Along the Way:  Agents for the Comrades and the demihumans can easily be

found in town.  They're both interested in the device, but skeptical of

its functions.  They want a demonstration before they'll bid, and ask

the party to bring the device to the Tower.  PCs must get there in two

days time, before the final construction designs are in place.  The trek

to the Tower is fairly peaceable, and the party will witness examples of

both philosophies in action.  They'll spend a night in a 'commune' where

they'll be feasted and entertained quite royally.  But on the road the

next day, they'll find some of their rarer (but no unique or

irreplaceable) equipment missing.  In its stead are notes saying "Thank

you for contributing to the common good."  Later the second day, they'll

have to cross a rushing river guarded by air spirits.  Passage is

possible, but not by flight. The party can ford it with ropes and much

effort, or pay steep fines to the gnomes who run the clockwork

toll-bridge.  The gnomes worked hard to build the bridge, aren't part of

the tower effort, and don't care about the party's mission; they charge

all that the market can bear for safe passage across the river.

  The Tower's halves sit at the tops of two tall plateaus which almost

link the layers by themselves.  Only 700' separates Shurrock from

Dothion here, and there's less than 100'  between the tops of the towers

being built.  The party arrives on the Dothion side, where the gnomes

and dwarves work.  In their clannish, capitalistic way, they have built

*four* thin towers that reach into the buffer zone between the two

layers of the plane, competing against one another to be the first to

win the contest. (and the jink from future tolls!)  Each can be seen

swaying in the wind and gravity shifts at the top, and none look as if

they'll stand the test of time.  As the party watches, some poor sod is

blown off a tower and plunges to his doom.  (quick party thinking with a

Feather Fall can save him)  On the Shurrock side, a single (more stable)

but shorter tower reaches into the buffer zone from the Communals'

plateau.

  The demihumans' construction is closest to reaching a magically

floating red glow that marks the 'finish line', but their towers are

reaching past the acme of their stability.  Each additional foot of

stonework must be placed with exceptional ingenuity and skill or risk

toppling days of precious labor.  The Communals are steadily catching

up, despite the demihumans' current advantage.

The Finale:  Demonstrating the Engine requires that the party find some

way to hold it at the 'finish line' long enough for engineers on both

sides to determine that it works.  This will require some method of

levitation, clever use of ropes and weights, and / or an alliance with

aerial creatures capable of hovering flight.  (The air spirits might

help if the party assumed their task of guarding the river in exchange) 

DEX and WIS checks can be used to demonstrate the nerves of steel

required to hold the Engine in place.

  The Engine works slowly.  It must be held in place for an hour before

its effects appear. (with a noticable hum and glow)  After that time,

everything within a 50' radius of the Engine acquires an 'inverted'

gravity.  It will 'stick' to whatever it is placed against with the

force of its normal weight.  The gravity shift between the planes stops

functioning and the towers cease swaying.  Workers will be able to walk

up the walls safely.  The Engine shortens the work remaining from weeks

to days.

The Pay-off:  Both sides obviously wish to acquire it from the PCs.  But

due to the overwhelming effort needed to build the Tower, each is

running mighty low on jink.  Contrary to the chant of great wealth

available, neither can afford to pay the party for the device except by

giving them a share in the endeavor.  From the gnomes and dwarves, this

means a percentage of whatever profit is made from tower tolls.  From

the Communals, this means offering the party the benefits of belonging

to the Communal Brotherhood, without the cost of actual joining.  (They

hope to convince any who accept this offer to join fully later on.) 

Wherever a Comrade can be found, the party'll have a friend, some chant,

and a place to sleep.

  The PCs will have to choose which side to aid by philosophical

preference: do they want cold, hard cash or the comfort of allies?

  In either case, they'll have the satisfaction of knowing they played

some small part in the construction of a plane-spanning artifact.  When

complete, the Communals' tower will be joined to the demihumans' towers

by a large globe, with the Engine supported at the center.  Travellers

from one layer to the next can walk up the walls of the globe with no

fear of falling at any point.  A rest station and windows might even be

added to make the trip more pleasant!

Faction Reaction:  Factioneers that'll be interested in this ride might

include Fated (who certainly wouldn't want to deal with the Communals),

the Free League (who're also interested in stopping the Communals), the

Harmonium (who approve of the Communal philosophy, even though they'd

arrest them on the spot in Sigil) and the Guvners, who also think highly

of the orderly Brotherhood.  Doomguard might try to sabotage the

project, and Bleakers, Anarchists, and Xaositects won't enjoy the

promotion of order over chaos that both sides are bringing to the area. 

Verdant Guilders might also take offense at the 'despoilation' of the

Bytopian wilderness.

Complications:  Ni'ath and other appropriate Bytopian encounters could

slow the party's attempt to demonstrate the Engine.  Doomguard saboteurs

could try and destroy the whole project.  Baskin deBunke could free

himself and claim the magical maguffin as his.  The communals or gnomes,

pressed hard to win, may decide that the end justifies the means, and

resort to theft to acquire the device.

  Most insidiously, the Philosophic Inverter Engine has another effect: 

Anyone exposed to its radiations for more than 3 days must save vs.

magic or have their inherent philosophy inverted.  Charitable souls

become greedy and grasping.  Violent sods become peace-loving.  Chaos

lovers turn to law.  The effect on a cutter is only temporary.  It fades

a week after she's removed from the Engine's influence.  But it'll

confuse the contestants to no end when their workers start switching

sides to aid the other...

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Synjyn's latest Adventure Hook on Bytopia: The Greater Good!
Date: Tue, 20 Oct 1998 17:50:51 +0100 (British Summer Time)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

News from Sigil

It was late in the evening when I was disturbed at my desk in an otherwise 

deserted computer lab here at the college. I was reading through a back issue 

of SIGIS on the Mimir when I heard a footstep. This struck me as odd, as I 

hadn't heard the door open. I looked up to see a handsome young man wearing a 

cream-coloured suit and a patterned waistcoat come down the few steps at the 

far end of the room. He took off his gloves and jacket, and draped them over a 

convenient chair, and walked up to me. As he came closer, I saw that beneath 

his silver-blond hair he had slitted pupils and a set of feline whiskers. I 

began to stammer.

"Uh...hello..."

"Hello, Alex. Do you have a moment to spare?"

"Cuh - cuh - Clarion?"

"Of course. Who were you expecting?"

"Uh...of course I have a moment to spare...but.."

"But how did I get here? There's a portal over there. The key, mind you, would 

not be easily found on this world, so don't try. But planewalking to this neck 

of the woods, as you say, is not only for svelte sorceresses and randy old 

mages. I hear, through the razorvine, as it were, that you're looking for news 

from the Cage. Would you like me to furnish you with some?"

"Er....fire away."

"Very well. I'd best warn you that another world in which you have demonstrated 

interest - Toril - is in for a bumpy ride. A tanar'ri spy has been despatched 

from Tortuous Truth to Waterdeep. Her adopted name is Emilia, and I can't 

confirm it, but it seems that this alu-fiend is some relation of our old 

acquaintance Don Julio. Rumour has it that an important Gehennan artifact, the 

Annulet of Hinnom, has resurfaced on Toril. It was taken to the prime by the 

pit fiend Galzephon - who is already implicated in the Don Julio case - many 

centuries past. The Annulet can be used to aid in summoning rituals, and 

reinforces certain resistances of fiends of the same race as any fiendish user. 

It could potentially be used to aid an invading force of either baatezu or 

tanar'ri - so I expect it shan't be long before the baatezu send an agent along 

too. It seems that the sudden return of the balor Grintharke to the Abyss 

alerted someone to developments at the city of Ascalhorn - now Hellgate Keep, I 

hear - and to the possibility of finding the Annulet. I'm not clear on the 

exact connection, but I'm going to a party in Waterdeep where I hope to be able 

to find out more. The fiends may be making a big move on that prime quite soon."

"Wow...heavy stuff."

"Yes..but you wanted news from Sigil, so I'll give you something a little 

lighter. There's been a spate of coffee shops opening in the Cage. There's a 

whole load of different styles, and they seem to be *the* place to discuss 

business these days. Sly Nye has been seen meeting clients in one near the 

courts, and it seems that Archbishop Julia and Lady Erin have been having 

little tete-a-tetes in a coffee bar not far from the Fiend's Salute. This has 

lead to rumours which the Archonites consider scandalous, but the Sensates - 

except for Montgomery's lover - consider highly amusing. I wouldn't presume to 

know the truth of such things, but if something stops factions and sects 

arguing, it's ok by me."

"Hmmm...any news of Rowan Darkwood and Alisohn Nilesia?"

"They've been keeping themselves to themselves lately. Some suggest that 

they're plotting things, together or seperately, and others that he's rejected 

her and she's sulking. Several slaadi joined the Fated last week, and that may 

be keeping Lord Darkwood busy."

"You mentioned coffee houses, Clarion - have you time for a coffee yourself?"

"You've been down here longer than you realise, Alex - they shut a sight 

earlier around here than in Sigil - but in any case, I must rush. I have a 

dinner date with Phazielle and Hilde. I may take you up on your offer later."

And so he grabbed his jacket and gloves and ran up the stairs. As he pulled on 

his jacket, he took some small thing from his pocket that I couldn't see, and 

vanished.

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

alexander.roberts@kcl.ac.uk
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Date: Thu, 22 Oct 1998 09:29:47 -0400 (EDT)

From: gantr@NKU.EDU

Carcoas, a Burg for Planescape(?)

The recent discussions of Call of Cthulhu and how the Mythos could be used

in Planescape reminded me of htis article.  It originally appeared in

issue #1 of a magazine printed by Pagan Publishing (I'd say the name, but 

majordoma apparently doesn't like it), and can also be found on-line at

<http://www.tccorp.com/pagan/pp_tuo1.html#Hali>. I have edited and adapted

it where needed to make it work for AD&D in general and Planescape in

particular, but have left the material as untouched as possible.

Please do not post this anywhere.  It is copyrighted by the author, and

this adaptation is just for personal use.

Richard Gant

- ---------------------------------------------------------------------------

                             The Road To Hali

                             +1990 John Tynes

Carcosa harbors secrets. Within the city's shifting insanity a figure

stands, a whisperer in mottled rags. From behind a pallid mask a voice

shuffles forth with an exhalation through yellowed teeth. The soft words

are intended for you. This being will tell you of Carcosa's secrets, it

will share its knowledge with any who will turn an appreciative ear. It

will never tell the same tale twice.

[Snip explanation of how Robert W. Chamber's creations Hastur, the Lake of

Hali, Carcosa, et al, came to be integrated into Lovecraft's writings.

Good reading if you want to check out the original article.]

How To Get There

"During my convalescence I had bought and read for the first time The King

in Yellow. I remembered after finishing the first act that it occurred to

me that I had better stop..." -Robert W. Chambers, "The Repairer of

Reputations"

[At this point in the article, the author discusses two main ways to get

to Carcosa.  One is by space travel, and the other is by the use of

magical Gates.  In AD&D terms, players could spelljam to Carcosa, if the

DM decides it actually exists on the Prime Material Plane.  Appropriate

spells may also be used, including Plane Shift and Teleport Without Error.

Portals also exist, but they are rare and difficult to find.]

[My own personal opinion is that Carcosa once existed in a remote Crystal

Sphere.  After The King in Yellow came, it became a realm which exists

simultaneously in both the Astral and the Prime.]

Two other, riskier ways are possible. One may make a deal of some sort

with Hastur, which involves contacting or calling that being. Again, this

is unlikely to be used by player investigators. Another method, found in

"Tell Me, Have You Seen The Yellow Sign?", is rarest of all. In this

adventure, a portion of Carcosa itself briefly manifests on Earth.

Investigators may enter the city through this manifestation, but will be

trapped there if they do not leave before the phenomenon ends.

Beyond these methods, a number of options can be created. Hastur has a

special attraction for wizards and artists; doubtless, many of these have

come up with their own unusual ways of travel. Some sample ones are given

below; in themselves, they may suggest scenarios to any Keeper.

[Snip the spell "Swirl of the Pallid Dancers".  Although very creative, it

would be (IMHO) very dificult to adapt to AD&D, and rather pointless.  A

Plane Shift would work just as well.]

Gahan's Canvas: This is a painting, showing a battered throne in the

shadows of a columned hall. A painter who owns the canvas may paint a

subject into the picture, usually seated in the throne. The subject must

be present during the painting. The entire process takes 4+1D4 hours to

complete, and the painter must make a successful Painting [proficiency

check] or the attempt fails. During this time, which must be continuous,

the subject may make an hourly [saving throw versus spells]. If the

subject succeeds, the attempt is spoiled, though the subject will not be

aware of what the artist was attempting to do. In such a case, the

painting may be begun again, if the subject is willing. Should each hourly

[saving throw] be failed, the subject sits there placidly and awaits the

results.

When finished, the subject grows insubstantial and fades away, as does his

image on the canvas. Upon finally vanishing, the subject is transported to

Carcosa, appearing in a hall identical to the one on the canvas and in the

same position as he was painted. When it is over, the canvas once again

shows only the hall, awaiting its next visitor.

Camilla's Shears: An ornately decorated pair of scissors, with curious

twisting designs that seem to shift before the eyes (including an

occasionally-glimpsed Yellow Sign). To be used, they must be operated in

the air, as if cutting all around a sleeping or immobile victim. When the

scissors have "cut" all around the victim, a [saving throw versus death

magic must be made by the victim]. Should the roll succeed, the victim

will instantly awaken. Otherwise, their mind will be gone, transported to

Carcosa, where it will join the other invisible wailing spirits who haunt

the streets. The victim's body will remain unharmed, but will be nothing

more than a mindless vegetable. The victim [must save versus death magic

or go insane], and will in any case quickly become permanently insane, now

privy to the incorporeal terrors that lurk in dim Carcosa. Use of this

item as a method of willing player investigator travel is not recommended.

Mottled Clay: This substance must be created from a number of things,

which should be chosen by the Keeper for their unusualness and

inaccessibility. Some typical components might include ancient papyrus,

dandelions, mummy wrappings, baby fat, and other odd things. Some of these

items must be obtained in quantity, for half a pound of the Clay is needed

for each [level of size to be transported - 1/2 pound for size T, 1 pound

for size S, 1.5 pounds for size M, 2 pounds for size L, and so on]. When

the ingredients are assembled and a noxious ritual performed the result is

a mottled yellow clay, thick and slimy.

The user of the Clay covers the target completely with it. If a person is

the target, they must be immobile or a volunteer for all of the clay to be

applied. Of course, the target may also be a book or item, which will take

no damage from the Clay's application. As it is smoothed on, the Clay

hardens quickly into a tough shell. When the target is completely covered,

this shell may be shattered with a quick blow, and will be found to now be

hollow. The target has been transported to a particular location on

Carcosa, turned to stone. There, in a strange gallery of petrified people

and objects, the target waits for the user of the Clay to come.

In order to free the target from the invulnerable stone stasis, the user

must gather the now-hardened Clay fragments and grind them into a fine

powder. Journeying to Carcosa, the caster sprinkles this powder over the

target it was used on, restoring them to flesh (or whatever) and freeing

them from the stasis. Of course, many who are sent to the gallery are

never retrieved, and so it is a repository for many lost and vanished

souls. Without the powder of the Clay that sent them there, they will

remain petrified forever.

These methods are examples; similar items and spells doubtless exist,

corresponding to their own cultures and times. Investigators will no doubt

be hesitant about using some of these to transport themselves to

Carcosa... their caution is well-founded.

Your First Steps

"Night fell and hours dragged on, but still we murmured to each other of

the King and the Pallid Mask, and midnight sounded from the misty spires

in the fog-wrapped city. We spoke of Hastur and Cassilda, while outside

the fog rolled against the blank window-panes as the cloud waves roll and

break on the shores of Hali..." -Robert W. Chambers, "The Yellow Sign"

To truly know Carcosa we must begin with a look at the nature of reality.

In our human experience, reality is fairly consistent and reliable. Atoms

have an internal stability that allows them to remain what they are. Lead

does not become gold; a chair does not turn into a butterfly; if you turn

right, walk three steps, turn around, walk three steps, and turn left you

will be back where you started.

But the coming of the King in Yellow brought to an end the rule of such

reality in Carcosa. The malignant turmoil of Hastur entered and

re-assembled reality in its own image.

Now, existence in Carcosa is not predicated on internal stability. Rather,

it is a sort of relational reality. If there is a door on Earth, it is

still the same door whether you stand by it, walk through it, or just look

at it. But bring that door under Hastur's influence and its definition is

constantly changing. When you stand by that door, it is defined by how you

stand -- how close you are, what color shirt you are wearing, what dust is

on your shoes. Should you cross your legs, you have changed the door's

definition -- as well as your own.

The key element in this mutually-defining reality is perception. While

your presence near a door alters its reality, your looking at it actually

materializes the change. If you watch the door while a friend walks back

and forth through it, you may see the door shift and shudder. Your friend

might see the same thing, or something more appropriate to him.

The difficulty with Carcosa's reality lies in what happens to the things

near you that you cannot see. Your perception of a thing strengthens the

bonds, so little will change as long as you can watch it. But beyond the

edges of your vision -- beyond your immediate perception -- reality is

free to change as it pleases, simply because you cannot perceive it. It

will stay in a more stable form only when you turn to look at it.

Thus, a person who walks from one end of a street to the other and then

back again will find that the street has changed greatly; should they turn

around and traverse the street once more it will bear even less

resemblance to the way it looked the first time.

Hastur's mutational reality is also self-propelling. As one area of

reality is modified, everything around it changes in response. This causes

the original area to shift in response to that, and so on. The net effect

of this is that Carcosa is completely remade every few hours, never the

same thing twice. Needless to say, this makes navigation incredibly

difficult for the doomed fools -- that is, the investigators -- who have

traveled there.

Maps are useless. Buildings, streets, entire areas disappear and reform

anew after you pass them. Leaving behind markers is similarly futile; they

are quickly absorbed into the city, and likely as not your carefully-made

trailblazes will appear all over the city, pointing in different

directions. Even movement inside a building is difficult, though the

changes tend to be less drastic than those of the city as a whole (the

entire building, for instance, will not disappear while you are in it).

[Snip some well-thought-out rules for navigting in Carcosa as a function

of Sanity loss.  Navigation in Carcosa requires a sort of intuitive

understanding of relationships between objects.  Logic does not apply.  In

order to find ones way around, the players must attempt to fail a Wisdom

check, representing their attempts to put aside convential understanding

and make use of the realities of Carcosa.  Chaositects, Transcendent

Order, and Indeps have their Wisdoms reduced by 5 when attempting to fail

their Wisdom checks.  Harmonium, Fraternity of Order, and Mercykillers

have their Wisdoms increased by 5 for purposes of trying to fail these

checks.  A 20 always fails, and a 1 always succeeds.  A new check must be

made every time the party changes destinations or is sidetracked.]

What You'll See

There are three principal areas that the investigators might wish to

explore: Carcosa, the lake of Hali, and the Palace. All three share a

common mood: it is always night, always gloomy, always alien. The rising

moons never complete their journeys, frozen in their tracks since the

coming of the Yellow King. Whether they have actually stopped, or whether

time here simply does not pass, is a matter for private contemplation.

Game time should still be kept track of normally as some things happen at

regular intervals, but investigators attempting to make use of time (by

meeting at a certain hour, for instance) will find that it does not pass

at a rate they are accustomed to. Despite the everpresent gloom it is not

too dark to see the nightflyers, the strange everchanging winged things

that swoop and arc above the city; prudent investigators may remark that

this clarity of vision works both ways, and keep a lookout for nearby

cover.

Upon arrival -- however they get there -- the investigators will

immediately feel alone, unwelcome. This place was once built by humans,

perhaps another seed colony planted by the Elder Things. But with the

coming of the Yellow King and the malignant influence of Hastur it

shifted, slowly becoming a physical extension of that being's inner self.

It is inimical to normal life, normal perceptions; the only way to truly

know Carcosa is to lose your sanity, drop by drop, gaining precious but

shattering knowledge of this strange realm.

Carcosa

The city itself is a ferocious marvel; investigators with a sense of the

romantic will be drawn to it, sensing its strange beauty, its ethereal

grandeur. Those who pride themselves on rationality and logic will not

fathom it, finding that, taken as a whole, it disturbs and sickens them.

But any who stay long enough will not want to leave...

The most unusual feature of the city is that it is constantly changing; as

you look around, the structure of the city -- or at least, your perception

of it -- breaks down and disassembles at the corners of your vision. If

you move your gaze slowly from left to right and then back again, the

entire expanse will have changed somehow: new bricks become old,

flagstones become granite, fences become walls, doorways vanish or become

cupboards. The only way to keep an area stable is to never take your eyes

from it; of course, the longer you aren't looking at the rest of what's

around you, the more that will change. Staring intently at a particular

door will allow it to remain constant, but the floor just behind you may

be turning into a crumbling cliff. More information on this is given in

the travel section.

In preparing for your players to explore the city, you should create eight

or ten special locations for them to wander into. These places may be

keyed to whatever the characters' objectives are, or may be resources

useful in a variety of circumstances. Such places tend to have more

stability than most of the city due to the power that has gone into their

creation; their physical details will remain fairly constant, though never

reliable. Examples follow:

The Whisper Labyrinth: Somewhere below the city there is a crumbling

archway from which a pale draft issues. An investigator might be led here

by the distant calling of their name from within, or perhaps by the smell

of the draft. Entering the archway, one sees a smallish, circular room

with three damp and narrow hallways leading off into darkness; a light

source is needed to progress beyond here.

As soon as anyone progresses far enough down any hallway to lose sight of

their companions or the archway, they are lost. Physical aids such as

ropes and marks will not help exploration: the rope will soon be found to

have looped around somehow and become tied to itself; markings on the wall

will be altered beyond usefulness, repeated on every surface, or simply

deleted. Investigators who explore as a group will become separated if any

of them go too far ahead or drag behind; remaining in immediate contact is

essential.

The labyrinth consists of hallways and small rooms. In every wall there

will be several little alcoves or shelves. Each of these holds a bottle;

there are tens of thousands of these bottles throughout the labyrinth, and

no two are alike. They are short or tall, fat or skinny, ornate or plain,

and may be constructed of any number of materials. Each bottle, however,

has a name on it, the name of the owner of the bottle. All bottles are

closed in some fashion -- cork, lid, whatever -- but none may be opened

except by the person whose name appears on the bottle.

In wandering around, there is a 3% chance per hour (not cumulative) that

an investigator comes across their own bottle, though a successful

[roll to find hidden doors (not the best solution;  replace with

perception check if you have a rule for that)] is still needed to spot it.

Should the bottle be opened, a whisper will be released, audible only to

the investigator. The message and its effects are up to the Keeper, who

must come up with something suitable. It may be a revelation about a past

mystery; it may be the voice of a dead friend or a forgotten lover; it may

be a cryptic statement that will offer aid or lead them into a trap.

Whatever the message is, it will not be inconsequential or insignificant.

When an investigator (or a group) enters the labyrinth, roll 3D6. This

gives you the number of perceived hours they will wander around before

finding the way out. Should an investigator's bottle be found, however,

that investigator (and any who are with him) will find the exit from the

labyrinth in a matter of minutes. If a bottle is taken that does not

belong to the taker, they will find that no matter which direction they

turn they keep coming back to the empty alcove until the bottle is

returned. Investigators may keep their own bottle, if they like, though it

will not do anything after first being opened.

Needless to say, it should be quite rare for anyone to just happen upon

their bottle. An adventure that used this location would probably include

a spell, magic item, or perhaps a guide of some kind that would enable the

desired bottle to be found in a reasonable period of time. As the

investigators wander around the labyrinth, feel free to allow them

glimpses of other travelers, or hear voices cry out; unless you wish it,

none of these phenomena can be caught up with. Take note of what light

sources the investigators bring with them, and determine if they will last

long enough. Anyone unlucky enough to be lost in the dark will eventually

reach the surface, but will quite probably be insane.

The Whisper Labyrinth is a strange and frightening place; at your

discretion, a hallway may suddenly open up into a large room or other

oddity, perhaps where nefarious goings-on are going on. There may be truth

to the legend that somewhere, deep in the labyrinth, one may find the

Voice that gives breath to all the bottles. This may not be a desirable

objective...

The Gallery of Shades: One of Carcosa's larger structures, this elaborate

museum houses the works of dozens of artists, all influenced in some way

by the madness that is Hastur. The building, like most in the city,

changes constantly. Rooms and balconies contract and expand or disappear

completely when you're not looking; carpeting becomes oak becomes tile

becomes marble. The disorienting nature of the structure has a purpose: to

draw the visitor's interest to the works shown, rather than to the gallery

itself.

The artworks displayed are of all types: paintings, sketches, statuary,

kinetic sculptures, folk art, etc. The quality varies widely, but all

share a common heritage of unbalanced creativity. Works here are rarely

designed to shock or disgust; the grotesqueries of Richard Upton Pickman

would have a hard time finding a place in Hastur's aesthetic. The subject

matter varies widely in both depiction and effect; a painting of a strange

alien landscape may not be as disturbing as the sketch of a Paris cafe

where a woman's eyes hunger for something that she will never find in

Paris. The influence of Hastur is pervasive and ever-changing, and its

madness finds new interpretation in each creator.

The effect of these works upon touring investigators is slow but

insidious. As they travel through the gallery's many floors and wings

(perhaps chasing a mad friend or seeking a certain work, depending on your

scenario), call for [saving throws versus death magic] from each. The

person who rolls the [lowest] (whether they fail or not) will begin to

fall under the gallery's sway. Optionally, you may simply target any

investigator who is appropriate (a painter, a writer, has the lowest SAN,

read The King in Yellow, etc.).

The affected investigator has. . . had a terrible insight into the nature

of Hastur, and now all the artworks in the gallery make a curious kind of

sense. While the others in the party simply feel uneasy when they view

these pieces, he begins to understand them. [Every turn spent in the

gallery, the affected character must make another saving throw versus

death magic.  Each failed save means the character is losing a little

more of his sanity, and makes his next saving throw at a cumulative

- -1.] . . . soon the rational structure of the unfortunate investigator's

mind falls like a line of dominoes. . . . The investigator is not

consciously aware of what is going on, as he slowly retreats into the

madness growing inside him.

Should the investigators decide to leave the Gallery (entrances abound, so

this is not a problem), the affected investigator will not want to leave.

He will resist any physical attempts at taking him out, even fighting if

he has to. Should a friend attempt to talk him into leaving, however, he

may make a [final saving throw versus death magic]. Should the roll

[succeed], the insight he gained will suddenly elude him, and, shaken and

pale, he may be led out of the Gallery, [and the saving throw penalties

versus the effects of the gallery fade at the rate of 1 per day]. Once the

investigator has escaped, he will remain pale and melancholy for as long

as the party is in Carcosa, unwilling to take any action.

Should the [character fail the final saving throw versus death magic], the

affected victim . . . is permanently, incurably insane. At this point, a

dozen masked figures in dark robes will suddenly step into the room where

the party is, blocking all entrances. The investigators will find

themselves frozen, unable to act, as the insane investigator steps forward

and walks off with the strange figures, never to be seen again.

The remaining investigators will find that the strange paralysis wears off

quickly, but no trace of their friend will be found. However, if they

spend any significant amount of time looking for him, another investigator

will begin to suffer the same fate. Should the party refuse to leave until

their friend is found, it is likely that they will all become Shades of

the Gallery.

Somewhere in the Gallery is the hall referred to in the section on Mottled

Clay. This area will contain somewhere between thirty and sixty stone

objects at any given time. These will include petrified people, animals,

books, items, any number of things, all awaiting (many in vain) for the

day when the dust of their creation will be sprinkled on them, releasing

them from the invulnerable stone prison they find themselves in. Some

sculptors, it is said, prefer to construct their works entirely from life,

using Mottled Clay to transform real objects or people into eternal

statues, to be displayed here.

The Whisper Labyrinth and the Gallery of Shades are typical of the sort of

strange madness that Hastur generates. Keepers may use them as models for

scenarios; remember that most places in Carcosa do have some purpose,

though it may be lost on normal people.

The Lake Of Hali

The lake of Hali is the passive essence of Hastur. It shares with its

surroundings a certain insubstantiality -- the size of the lake is not

constant, though this will not be obvious to an onlooker. The lake is

sometimes made up of water, sometimes not. When it is not water, the lake

takes the form of roiling clouds, like a huge swirling fog that

nevertheless has crests, waves, and eddies. When it is in this fog-state,

it may well be a sign that Hastur is dreaming.

The lake covers an uncertain area, and indeed may never truly end. Just

what Hali is is difficult to say; Chambers speaks of the cloud-waves

rolling onto the shores of Hali, which suggests that it is a general name

for the area. Perhaps Hali was the name of this land before the coming of

the Yellow King?

Though few ever learn much about it, the lake is fully as strange as the

rest of this place. Dim lights occasionally emit a glow from somewhere

deep underwater. This glow may be constant, or may even flash like a

beacon or a message of some kind; whatever it is, the investigators aren't

likely to want to find out.

Of course, the lake is occupied. Anyone contemplating a journey onto the

lake while it is in water form (and while Hastur is awake) had best think

twice. Boats of strange and baroque design may well be found on the shore

from time to time, and spirited investigators can certainly set sail. They

will quickly learn that anything may be living in this odd body of water.

It is assured that there are all sorts of monstrous Hastur-spawn and who

knows what else -- if you wish to stage an attack on an investigator

vessel, feel free to use the game statistics for [any sort of

aquatic monster;  the bigger and more obscure, the better]. Creatures of

this magnitude are common in the watery depths.

One of the most fearsome and curious aspects of the lake is its changing

substance. Unknown to many, when the lake is in its foggy dream-cloud form

a voyager may actually travel down into the lake itself, simply by tipping

the boat downwards and paddling a course into the deeps of the fog. Such a

voyage will be a strange and wondrous experience, and not wholly

unpleasant.

Visibility under the fogwater is about fifteen feet. Deep-ocean sounds

resonate from time to time, perhaps the low rumbles of some Aldeberan

whale. Occasionally one of the lake's inhabitants will drift by through

the dim clouds, just out of sight. In such cases the investigators will

nevertheless be aware of something truly huge passing them by . . . .

About eighty feet down the explorers will begin to descend past tower

spires, only dimly glimpsed in the fog. Soon it will become apparent that

the investigators are surrounded by buildings, in a vast city that lies

unguessed at beneath the lake. Nervous investigators will wonder just what

they have gotten themselves into. Remind them that they are far below the

surface of the lake -- should Hastur awaken, and the dreamclouds become

water once more, they would surely be doomed.

If they are brave enough to continue, several hundred feet down the boat

will come to rest on the bottom, actually one of the many streets in the

strange secret city beneath the lake. As the investigators disembark and

get their bearings, the fog will slowly drift away until they can see with

perfect clarity, revealing stars above. The investigators have gone as far

as they can and have arrived at last at the lake of Hali's deepest secret

- -- Carcosa itself. For as you descend into the dream-lake and pass through

Hastur's slumber you eventually emerge above Carcosa, and when you reach

bottom you are once again in the city where you came from. Investigators

will quickly deduce this . . . when they see the shores of the lake of

Hali still beckoning them from not far away, the lake once again

consisting of water, its strange cloud-substance only a memory. If you

would like to drive the point home, allow the investigators to see

themselves in the distance, climbing into the boat and descending into the

lake once more...

Other secrets of the lake are not for discussion here. As the essence of

Hastur, the lake of Hali is a strange and wondrous place, not quite in

sync with Carcosa. After traversing the dream-lake, one may sense that

Carcosa itself is still in transition. In time, perhaps it will share the

essence of the lake more fully. Meanwhile, a journey on or into the lake

is a brave undertaking, one that should reward the players with a very

curious experience.

The Palace

Standing on the shore of the lake of Hali, where it meets the edge of

Carcosa, one may occasionally glimpse a far-off structure across the lake,

impossibly far to still be visible. This is the Palace, where the King in

Yellow made his appearance and brought the infestation of Hastur. It is

the setting for the banned play that bears the King's name, and under

normal circumstances should not be reachable by the investigators.

But, hope springs eternal in the heart of every player. Should you wish to

form an adventure utilizing the Palace, here are some guidelines.

[It is here recommended that you familiarize yourself with the contents of

the play The King in Yellow.  Excerpts are written up in a few of Robert

Chambers' short stories.  Furthermore, a summary of the play may be found

in the Call of Cthulhu scenarios "Tell Me, Have You Seen the Yellow Sign?"

and "Tatterdemalion".]

Reaching the Palace is the first and most difficult step. Achieving a

means of transportation to the Palace would be worthy of a scenario in

itself. It may be that when the lake of Hali is in its dream-state, there

is a boat sailing within it that will carry the investigators to the

Palace. Perhaps a bottle in the Whisper Labyrinth contains a clue. A woman

frozen in stone within the Gallery of Shades might have a piece of vital

information.

However you choose for the investigators to get there, achieving the

Palace is likely to be the climax of an extended Carcosa-oriented

campaign. If the lake of Hali is the strangely beautiful soul of Hastur,

the Palace is its secret, palpitating heart. The Palace may lie within the

lake; perhaps the vision occasionally glimpsed by the investigators is

simply a reflection of the real Palace underwater. Such concerns are left

for you to decide. The Palace, however, is almost certainly not on the

lake's far shore, if such a location even exists. When the Yellow King

arrived, the Palace was somehow absorbed by Carcosa, and it was displaced

from the shore where it once stood. Or so they say.

The Palace is of great size and great beauty. Standing before it, the

viewer is bitterly tempted to weep for lost Yhtill. Indeed, the entire

structure radiates a kind of alien sadness. Within, the recent remnants of

a great party are evident. When the investigators enter, in fact, it is

only a few hours after the initial arrival of the King in Yellow. Time

here has in some way slowed almost to a standstill. The investigators may

wander the strange, ornate rooms of the Palace unchallenged, but the sound

of voices will eventually draw them to the great ballroom.

There they will find the inhabitants of the Palace, standing and sitting

in small groups, speaking in low, stunned tones. Everyone here is gaily

dressed for a masquerade, though they have all unmasked. Only a few hours

previous, it should be explained, the King in Yellow arrived, informing

the party-goers of his identity. In that moment the city of Yhtill --

wherein the Palace lay -- became Carcosa, and the royal family of the

palace learned that they were somehow doomed. They stand around now,

morose and uncertain. Any of them will speak with the investigators,

seeing them only as familiar party-goers. Little information may be passed

on, however -- the people of the Palace are truly lost in both mind and

soul.

The outcome of all this is up to the Keeper. Terrible dangers may well

exist in the dungeons and cellars of the palace, but such amusements are

rightly your province. The Palace should be a deeply unsettling but

finally incomprehensible place to visitors. Hastur's madness is not a

crude, violent spasm but a subterranean impenetrable solitude, indefinable

and unyielding. Exploring its heart would not be a wholly pleasant

experience.

- -----------------------------------------------------------------------------

Happy Halloween!

Richard Gant

- -------------------------------------------------------------------------------

Visit my web page.

The Gaming Ghetto, at <http://www.geocities.com/Area51/Dunes/4656>

In Nomine:  The Last Days, at

     <http://www.geocities.com/Area51/Dunes/4656/innomine.html>

Walking the Planes, at

<http://www.geocities.com/Area51/Dunes/4656/planescape.html>

- -------------------------------------------------------------------------------

Date: Fri, 23 Oct 1998 12:08:38 -0700

From: Greg Jensen <gjensen@mail.wsu.edu>

Gods, realms, and alignment

I was looking over my old Deities and Demigods today, and I realized the

source of a lot of the controversies we have been discussing lately.  Many

of them stem from partial changes from first and second editions.  Much of

the makeup of the planes in regards to the gods was based on Deities and

Demigods.  Many of these deities changed in Legends and Lore, but their

realms didn't.  Here are the three main cases I noticed:

1) Hades.  In first edition, it was pretty obvious that Hades (the god and

the place) were considered the epitome of evil.  Quoting from the back of

D&D: "Hades' 'Three Glooms' of neutral (ABSOLUTE) evil." (Emphasis mine).

Hades is listed as a neutral evil god, and it seems obvious his realm is

meant to be a rather nasty place to be.  However, many mythological

sources, as well as Legends and Lore, disagree with this view.  They see

Hades as an OK guy just doing his job.  Quoting from L&L: "Hades is not

particularly cruel or vengeful, and his kingdom is not a retributive

one....Later, the valiant dead might be permitted to cross the river of

forgetfulness, Lethe, and emerge in the Elysian fields.  More unfortunate

souls cross the river Styx into Tartarus, a region of eternal pain and

torment.  The rest will simply fade away into nothingness."  Hades, listed

as a LN god here, does not fit the character of the Grey Waste very well.  

Solutions?  You could just ignore all the Legends and Lore stuff, as well

as mythology, and keep Hades a cruel god of evil.  A better solution, IMO,

is to try and incorporate all of this.  Pluton on the Waste resembles

Tartarus in the above quote.  So perhaps Tartarus is a realm that spans two

planes: Carceri (where the Titans are kept) and Pluton (where the wicked

dead go).  Hades' main realm, where all dead go first, should be on a

different plane.  Outlands would fit, as would Mechanus (more in tune with

Hades' alignment).  I would also suggest the Cordant plane of Purgatory.

It would fit very well, IMO, for Hades' main realm (see

http://www.geocities.com/~mimir/mapinfinity/mapinf1.html ).  And Hades

should also have a third realm on Elysium (the Elysian Fields).  

2) Hachiman's and O-Kuni-Nushi's realm in Ysgard.  Hachiman is listed as

LN, and O-Kuni-Nushi as LG.  Neither of them fits the highly chaotic nature

of Ysgard very well.  However, in first edition, both gods were listed as

being chaotic good in alignment, so in that case they would fit.  I don't

know enough about Japanese mythology to say who's right, but L&L certainly

gives more information about both gods.  Solutions:  Either ignore the

changes and keep both gods chaotic good, or move the realm to a different

plane.  As far as I know, Kenyama (the realm in question) has only been

mentioned briefly, never detailed.  It wouldn't really change anything to

put their realm in a more appropriate realm alignment-wise.  I think

Arcadia fits the bill perfectly.  Ysgard does not have a monopoly on

heroism and courage.

3) Horus.  A chaotic good god in Arcadia, a highly lawful plane?  Well, in

first edition, Horus was Lawful Neutral (and in fact was listed as residing

in Nirvana/Mechanus).  I have to go with Deities and Demigods on this.  I

have no idea where anyone could have got the idea that Horus was chaotic.

Horus was a god of law, order, and justice.  I would put him as lawful good

and keep him on Arcadia.  I think the chaotic good alignment must have been

a typo, because I can't think of any reason for that alignment.  Calling

Horus chaotic makes as much sense as calling Set lawful good.  It just

doesn't work.  People who want to play chaotic good paladins are going to

have to find a different way (a concept I was never very comfortable with

anyway, see http://www.wsu.edu:8080/~gjensen/champion.htm for an alternative).

Any comments, or other discrepencies anyone has noticed?

Greg Jensen

http://www.wsu.edu:8080/~gjensen/gregpage.htm

Date: Fri, 23 Oct 1998 19:21:00 GMT

From: TheBazzalisk@platypus.clara.co.uk

Planeborn [IN CHARACTER]

"Hey, Berk! Theres been a load of screed going around about the

planeborn races. Well I'm gonna clear it up a bit for you, you see

when people talk about planeborn races they include allsorts in the

numbers, but I'll tell you, there were only nine, and there are far

fewer now! 

"You see, there were origionaly nine planeborn races, one for each

'pure' alignment, you know Chaotic Neutral and all that lot. Well

these races were (going widershins round the ring) : Rilmani, Slaad,

Illadrin, Gaurdinels, Archons, Modrons, Ancient Baatorians,

Gehereleth, Dwellers in the Abyss. You may be wondering at the choice

for the neutral evil planeborn race, most berks would say that it was

the Yugoloths, but I've done some research, and it seems to me that

the Gehereleth where once a very different race, strong and powerful

in there scheming evil, but, as the fallen archons started to displace

the ancient baatorians, and rebel Abyssal Dwellers started swarming

into the neutral lower planes, theese ancient Geherelth were killed.

Howevere the god of the ancient Gehereleth was so offended by this

that he managed to store the souls of his people in a hidden artifact,

which he then used to reanimate the dead bodies on the lower planes

into what we now know as Gehereleth.

"The fallen Archons mentioned above were the result of a split in

their race, the causes of which are unknown to me, however it produced

a race of fallen archons, who looked and acted like twisted versions

of true archons. So lanterns became balls of deadly darkness, while

Hounds became cruel wolflike hunters, etc. . . However, this race was

not great in numbers, so, to increase their numbers they attempted

interbreeding with the ancient Baatorians, however this was entirely

unsuscessful, and the twisted creatures that resulted were cast into

The Gray Waste, where they spawned the race we know today as

hordlings. In order to vent their frustration at this the fallen

archons killed all but a few of the Ancient Baatorians, leaving only

the nuperibo, and possibly one other form of ancient Baatorians,

although what it was and what became of it are uncertain. However, the

fallen archons soon heard of another race which had turned up in the

furnaces of Gehenna, the exciled renegade Abyssal Dwellers, who had

displaced the true Gehereleth. The fallen archons traveled to Gehenna

and interbreed with the these Abyssal Dwellers.

"The results of those vile matings were threefold. If the fallen

Archon parent was more powerfull then his lawful nature prevailed, and

the creature formed was a Baatezu, if the Fallen Archon parent was

weeker, however, then the chaos would take charge, and the result was

a Tanar'ri. The third result happened only in the two parents were of

totaly equal power, and the result was a Yugaloth, a creature of

purest evil.

"My sources say that then the three new races rose up and killed the

creatures that had spawned them, before moving to planes that were

more apropriate than Gehenna. And that for a short while there was

peace on the lower planes, but that the rivalries between the three

races quickily escalated into the blood-war, which has raged ever

since."

Jahon Philsprecht, Illithid Blood 

quoted by

The Bazzalisk /

            <//>

Date: Sun, 25 Oct 1998 23:23:16 -0800

From: belarius@juno.com

PLANESCAPE - PS Tech

Magic and it's historical equivalent: Reading

I think many people have missed a major point about what magic is like in

AD&D.  I'll not bother to lsit them, because it mightr be considered a

flame, and because there are too many of them.


Magic is rare.  Most grumle "Okay, sure, whatever, but it's still pretty

common.  I mean, we hear about it all the time."  Big deal.  We hear

about the great mages because they are much more powerful than Joe the

Farmer.  And there are thousands of Joe for ever wizard of moderate

skill.


MAgic in AD&D is like reading in the Middle Ages.  Back then, only a

very selec group could read: the Church and the Royalty, who represented

a very minimal fraction of the poulation (I head 5% somwhere, but I'm not

sure).  They had the power because the people were, for the most part,

devoutly religious, and the church could interpret the holy texts however

they wanted.  they could lie about it, and no one would know the better. 

As such, readers were looked upon as people with power because they had

the capacity to learn the great secrets of the world, which were beyond

the scope of the comon man.  In Victor Hugo's 'Notre Dame De Paris'

(later misnamed the Hunchback of Notre Dam by many people), Claud Frolo

frets about literacy, for he knows full well that it is literacy that

gives the church power: they hold the truths the people respect, and are

the hand of God in that resprct.  If the common man knew the true words,

they would get their own ideas, and the curch would loose it's power as a

political power.  In the exact words of the text (translated, of course):

The books will destroy the church.


So.  The commonman say those who could read as the great mystic, with

knowledge beyond the mortal scope through the lore of the ages.


Sound like wizards yet?


We in the modern day who play AD&D are virtually universally literate

(how else are you going to read the game books?). We have difficulty

imagining ourselve in awe of a reader.  But magic is awe-inspiring.  It's

that unknown plateau of knowledge that surpasses what mere serfs can

envision.  It requires about 10 years of schooling to learn enough to

even understand how to cast a spell (which the vast majority of AD&D NPCs

never had, because they had lives to live and work to do), and a lifetime

to come close to mastery (true mastery is, of course, virtually

impossible.  I'm sure even the Simbul has a historical superior).  As

such, the common man views magic, and mages, both of which are rare, with

awe.


Here's the twist: not everyone can become a mage.  the ability to store

magical power in one's mind (or to channel energy, or whatever) is

something that requires either a special fate or years of laborious

practice (DM's choice).  Merlin became the mage he was because he had a

spark of magic in his own soul (being a tiefling, after all).  This isn't

quite how AD&D works, but it's close.


So: the average man can't learn magic, because only the academics have

the time to do so.  What's the alternative?  Technology.  Sure, only a

skilled engineer can design a machine, but it doesn't take too much skill

to then build that machine from the plans.  It certainly wouldn't take

ten years to learn how to make augn, and NEVER ten years ot use one. 

However, in order to use powerful offensive magics, over 10 years must be

invested, with continual attention.  The gun is weaker, but it is moe

common.  Hoards of dretches can smother a balor, and an entire army of

gunmen can defeat a lone mage (with some difficulty, depending on the

circumstances).


The books will destroy the church.  The guns will destroy the magic.

Belarius

belarius@juno.com

Date: Tue, 27 Oct 1998 10:22:12 +0000 (GMT)

From: Alex Roberts <alexander.roberts@kcl.ac.uk>

Archonites forsee Faction War! [spoiler]

Ok...this post contains a slice of the Apocalypse of Sarech, to be found on my 

site, with an interpretation, unthought of at the time I wrote it, in terms of 

the alleged impact of Faction War...
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Ok...here beginneth the third chapter of the Revelation to the Prophet Sarech.

[square brackets denote observations based on FW]

3:"And I said 'And Sigil? What of the Lady's City? Shall that also pass away?'. 

And he that was with me spake even unto me, saying, 'Such things are not given 

unto mortals to learn, neither are they revealed. But know that all that is 

worthy shall be gathered unto the Mount, even from the ends of the Land. And 

behold, I will show you a little of what is to come, even as the City of the 

Lady is to be encompassed.' And then I saw a city, vast unto all extents, and 

within were multitudes of people of all kinds. [Sigil] And behold a man, like 

in size unto a giant, and the height of him was three thousand ells. [Duke 

Darkwood] He was habited as a knight that weareth green, and on his head was a 

mitre, cloven in three. Upon his back was a cloak, as of emeralds and woven 

jade, and the hem of it was as platinum. And upon his cloak were written the 

words AMBITION, FATHER OF HUBRIS, BEGETTER OF ALL FOLLY. [He underestimates the  Lady, and acts foolishly] And I said unto him that revealed all this, saying,  'Who is this?' And the Archon spake, saying 'This is one that is to come. His  power will be great, but his wants shall outreach him. Look, and see.' [Again,  Darkwood's reach exceeds his grasp]

4: "And I turned again unto that city, and behold the man like a giant was 

striding, as though it were that he was pursued. [The Lady seeks to slay him] 

He bore in his hand an ash tree, [Yggdrasil, symbolising Ysgard] and at his 

side was a woman, slender like steel wire, and she carried a sword. [Alisohn 

Nilesia, also the apocalyptic horseman War] And I said to the Archon, 'Who is 

this that is with him?' And he answered me, and said 'This is Cruelty, the 

mistress of unrighteousness. Beware, for she may speak as one who knows love, 

and loves the law, but her thoughts are all hatred and betrayal.' [She betrays 

and possibly destroys her faction] And as I looked, behold a third, as it were 

nine times as large as the others. [The lady. Nine is three times three, and 

signifies greatness] And as I looked upward, I saw blades as of steel, and a 

face like flint, and could look no more. [Because the prophet can't see the 

tears of blood] And the blades of the third struck the two that went before, 

and they were slain, and fell full upon the city. [The Fated are for it, and 

probably the Mercykillers too] And two thirds of the city were destroyed, and 

their streets turned to desolation. [That sounds about the right proportion] 

But the third that remained stood proud. [There's hope yet] The Archon said to 

me, 'This is the way it shall be. That which is not destroyed is ours, and the 

rightous shall survive. He that would leap high shall fall, and the fence shall 

divide him. [Darkwood again] And here is knowledge. The number of the man is 

thrice ten, and thrice three. [If someone would like to count the number of 

the man, and interpret it, I'd be happy] And the interpretation of this thing 

shall be the inheritance of the wise, that they should know when the time 

approaches.' [The adventure is dedicated to us and we were presumably the 

sounding board for it when it was being written]

Comments?

- ----------------------------------------

Alex Roberts             Tiefling   }:-)

alexander.roberts@kcl.ac.uk

http://exultation.home.ml.org

Date: Wed, 28 Oct 1998 16:20:01 +03d0

From: "James O'Rance" <9601232WC@student-nsw.acu.edu.au>

Faction War - Honest & rational review (long)

Righto - I'm going to be fairly open about the Faction War adventure, so if you're not a PS gamemaster I'd *seriously* suggest you not read this post...
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Firstly, lets address the rumours: yes, the factions are thrown out of Sigil. No, it doesn't seem to be part of some copnspiracy. No, the adventure is not shockingly terrible.

Now on to the details:

Art: Visually, I'm not thrilled by this product. The black embossed cover looks like some super-thick comic with a novelty cover; all it needs is a big #1 to complete the image. But never mind. The interior art is by Adam Rex and Hannibal King, and is ordinary at best. I won't go into it, but I'm not a fan of King's illustrations. Rex has a few effective images though... I found the picture of the Lady and a dabus on p.109 to be really chilling. It makes the Lady look rather alien.

Background Material: Very useful indeed, and usable even if you never run the adventure. Unlike In The Cage, which was a book of locations in Sigil, Faction War goes to the trouble of describing the appearance, mood, and social scene of each ward. I really like this section, and I think that most cutters on this list will too. It even has a large section for UnderSigil, with some cool ideas... note that it doesn't mention Ligis/Deirinkyu, but doesn't preclude the possibility of including it either. If you ever wanted to run a dungeon underneath Sigil, or break into faction HQs via the tunnels, this is great.

Adventure: Sodding sod. If you wanted a planes-shaking adventure set in Sigil, this is it alright. Yes, the factions most definately go to war. Yes, we see the Lady act more than in any adventure before (only Harbringer House comes close). And yes, it changes the Cage by about 60%.

I will say this now: I don't really like the end of this adventure. It feels like a really hollow victory to me. *However*, the GM *can* adjust it to "save" the factions (or whatever) if he wishes. And the adventure itself seems to be rather nice... some parts of it are very clever. I just don't think that the ending will go over well, unless the GM can skillfully adapt to a new campaign style afterwards.

NPCs: Clearly the best, and yet worst, part of this adventure. Some of the NPCs are from previous supplements (especially the Factol's Manifesto and Uncaged) and are used quite delightfully... in particular, A'kin, Alluvius Ruskin, and Shemeshka are developed quite interestingly. Even HArys Hatchis gets his revenge :)

On the other hand, if you're looking forward to using the factols as NPCs, well, forget it. By the time the PCs get involved in the adventure, 9 factols are ... gone. At the end of Faction War, only one factol remains. Lucky she's my favourite :)

Factions: The best way to describe what happens to the factions is that some of them disband, two of them amalgamate, one splinters into three, and the rest basically become sects on the planes. Sigil will probably become faction-less, although there's a hint that the Guilds will take over (foreshadowed by Tales From The Infinite Staircase). This will require a *drastic* change in the way you run Sigil-based adventures. A serious criticism I have of Faction War is that it doesn't address this properly - the tone, mood, and theme of Sigil adventures will have to be changed, and most GMs will flounder without advice.

Backstory: One thing that I quite liked about Faction War, and that has been alluded to by my fellow Australians who have the book ;) is the development of Rowan Darkwood. *Finally*, we know what his plans are, and how he plans to execute them. And the plans actually make sense... Rowan's not genius level, by any means, but I have no problem believing that his plans would work (up to a point :)

But there is a *huge* problem with Rowan that isn't really addressed: motivation.

Exactly *why* is Roawn doing all this stuff? It's not made entirely clear. His stated intention (to conquer the Cage) isn't very benevolent; it's more CN than CG, maybe even evil. Maybe Rowan's trying to conquer the Cage for the good of Pruimes everywhere... maybe. In any case, his final fate and punishment is quite clever and well-deserved.

Do I like Faction War? Well... a qualified Yes. Do I ever intend to use it? The generic info on Sigil certainly, the adventure... not so sure. Only at the end of a long PS campaign, as a "Ragnarok"-style ending.

Overall, I like it, but I can understand and empathise with those who hate it. But I'd love to hear what MOnte, Ray and Michelle have to say on this!

James O'Rance

"That Clandestyne Guy"

http://travel.to/TheOuterPlanes.net

Date: Wed, 28 Oct 1998 23:21:28 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

Faction War - Why I hate it, in general (spoilers galore)

Firstly,

  Let me apologize for the 'chimps' comment.  I was ill (still am) and

pissed off.  Greyhawk and Realms fans aren't chimps.  They're at least

organg-utans.  :)  (which, as any Pratchett fan will tell you, is a

superior primate to the human being. ook!)

To business:

  Not all of Faction War is abysmally awful.  If the book ended at page

110, my complaints would be minor.  At that point it's just a silly

hackfest with some good ideas.  It could've been much more, but eh. 

It's not bad.

  In fact, the first 30 pages or so are incredibly splendid.  Those are

obviously the bits taken from Zeb's "City of Doors" product that got

canned in mid-construction.  Oh, to live in the prime where that got

published!

  This section provides more in-depth detail of the wards and the

inhabitants thereof, give the flavor of life in each section of the

city, and introduce new places, people and things to be encountered in

Sigil.  It's wonderful.  I'd have spent the $20 cost of this product

(begrudgingly) for that part alone.  But the astounding decision to

expel the factions from Sigil has got me thinking 'trade-in' for the

first time I've ever bought something from TSR.

  Let me say up front that I don't think that

Planescape=Sigil=Factions.  Otherwise, I wouldn't be posting these

adventures that take place on other planes.  Sigil isn't the be-all and

end-all of PS.

  But I *do* think the latter half of that equation is true.  Sigil

*does* equal factions.  That's its basic design feature and part of its

true originality.  Its leaders aren't simply powerful lords and

wizards.  They're folks great and small who believe in a cause (no

matter how barmy) and who've found the perfect place in existence to

promote that cause.

  Trashing that feature does the greatest disservice to this campaign I

can think of, short of declaring that the Krynnians are right and that

the only plane beyond their world is the Abyss.  Faction War offends me

so deeply because it demonstrates an incredible lack of respect for one

of the central design features of the campaign.

  It's as if TSR decided to torch Waterdeep and the Dales, or Greyhawk

City itself.  Sure, there's more to Oerth and Toril, but honestly, how

interesting are those worlds without their central city?  Those cities

and their political make-up define those worlds just as Sigil did for

Planescape.  They're each the campaign's center of gravity, an exciting

place where adventure and intrigue naturally flow.

  I fully believe Colin when he says that there was no plot to carve out

the heart of the planes just to make them more accessible.  But that

just makes this plotline more reprehensible.

  If I were Zeb Cook, I would feel that Monte and Ray had just slapped

me in the face and spat on my work.

  Monte has said that Planescape is about exploration and ideas. 

Faction War is about neither.  Faction War is about tearing down an

original idea for cheap thrills and sensationalism.  It's 'Batman 4' to

the PS Boxed Set's 'Batman'.  It's exactly what I feared when I first

heard about it.

  And lets face facts: Sigil *with* Factions is the only original idea

in the PS campaign.  Cities that reach across the multiverse are as old

as Moorcock, probably as old as the first legends of marvelous magical

cities.  And the rest of Planescape is just warmed over (and admittedly,

much better written and illustrated) Manual of the Planes and MC8. 

Blood War, powers, the Planes themselves; all those are old ideas given

new life with a heart transplant.

  That heart: Sigil's Factions.  Philosophers with clubs transformed the

Planescape from a monstrous munchkin playground into a battlefield of

ideas and beliefs.  And they need an impregnable base of operations to

function, or else they get shredded by the first fiend to walk by with a

bigger club.

  Sigil with factions is something new and exciting.  Sigil without

factions is just another trading town, with a particularly cruel despot

at the helm.  In fact, it's a lousy excuse for a trading town, because

its trade routes don't work reliably anymore and its leader's a psycho.

  Regarding change, and its uses:  I'm not against change. If Faction

War had simply juggled factions and factols about, then I wouldn't be

griping right now.  It's good to shake things up every now and then. 

Get the Ring-Givers to run the tax department.  Bring the Communals back

to sweep trash or something.  Kill off the nutballs that run half the

factions as described.  Throw the Mercykillers into their own dungeons

to teach 'em a lesson.  All that's cool.

  But *exiling* *all* *factions* from Sigil?!?  Have you *lost* your

*f$@#ing* *mind*?  Reading Faction War was like going to see a taut

spy-thriller and watching it turn into a stupid teen slasher flick

halfway through.

  There are some changes that go too far, and this is one.  This isn't

just change; it's a shift in storytelling genre.  Change would be

killing off your mystery-solving protagonist and replacing him with

another character to solve the mystery of his death.  This is the

equivalent of killing off your mystery-solving protagonist and replacing

him with an ape in a clown suit who performs at children's parties.

  It's the equivalent of ending the Blood War.  (which, given the hint

in FW about lawful vs. chaotic wars heating up, I now expect to see

within a year or two.)  It's the equivalent of killing Elminster and

having Joe-Bob the Tailor narrate Realms stories.  For all I know, it's

also the equivalent of the Greyhawk Wars, DL New Age, and Time of

Troubles.  I don't know how deeply those things affected those

campaigns, but if I liked them as much as I like Planescape, you'd hear

me bitching just as loudly.

  Geezerish?  Damn right I am.  Wear the badge with pride.  Smile when

you say that, berk.

  Does this change make Planescape 'better'?  Some people must think so,

arguably at least Monte and Ray and Michele.

  But there are two ways to become 'better'.  You can work and create

and stand taller than the guy's work you're trying to improve on.  Or

you can knock that guy's work into the toilet and stand at your former

mediocre height.

  It shouldn't be too hard to figure out what I think Faction War did.

  Congrats, guys.  You're taller than rubble now.  I hope you've got a

real warm glow of satisfaction.

  I hate Faction War because it doesn't create.  It destroys.  I now

have and will have fewer gaming options in PS than I had before.

  And before anyone mentions it, yes, I know I'm capable of running

whatever campaign I want, however I want.  But if I don't have the time

to create new details and adventures for the Planescape world I want to

run, I no longer have the option of buying more products that TSR makes.

  At the end of the module, Ray and/or Monte writes:

"... The DM should realize that all PLANESCAPE products published after

FACTION WAR will assume that the conflict and its consequences took

place as described in these pages."

  Guess what?  I won't be buying those products.  I and everyone else

whose campaign can't handle these kinds of (IMO, idiotic) changes won't

have the slightest bit of use for them.  Faction War renders everything

else TSR produces that touches on Sigil irrelevant.

  Here's an analogy.  Tom,Stan,&Rich make cool toy wagons.  They

invented the cool toy wagon.  And they make lots of 'em, trying to get

folks to buy them.  But you know what?  Once you've seen how they work,

it's pretty easy to make your own toy wagon.  So after I bought a couple

of Tom,Stan,&Rich's wagons to see how they were put together, I went

off, made my own, and played in it happily for years.

  Later, Tom,Stan,&Rich make the Toy Wagon PluS.  It's great!  It's got

fins and cool handlebars and does things none of their other wagons have

ever done.  It's so cool, I decide that after many years of playing with

my own wagon, I'll try theirs again.  And it keeps getting spiffier,

because they keep adding on more cool stuff!

  Then Tom,Stan&Rich burn their latest model.

 *While*

 *I'm*

 *riding*

 *in it*.

  They toss sand on it at the last moment so that it still runs, at

least.

  As I sit there in the ashes, they say "Don't worry.  You'll like it

better this way.  And when we come out with the new add-ons, you'll like

those too.  Wasn't that exciting?  Wasn't that kewl?"

  Ya know what?  I don't like getting burned.  I think I'll go back to

playing with my own wagon again.

  And it'll be a cold day in hell before Tom,Stan&Rich ever see another

dime of my money.

  Oh, and Crunch?  Get used to the complaints. I'm just getting started.

Next Post:  Why I hate Faction War in particular.  But tomorrow.  I

don't like me much with all this bile added, and I need to go shower or

something.

  It's that bad.

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Synjyn's latest Adventure Hook on Bytopia: The Greater Good!

Date: Thu, 29 Oct 1998 00:39:24 -0500

From: "Samuel Weiss" <samwise1@email.msn.com>

Re Faction War - Why I hate it, in general (spoilers galore)

Mr. Niceguy rants,

<snipped>

Well at least you just outright admit that Sigil=factions for you.  And I

have to say I plain don't agree with that. Further, when it comes to

"perversions" within settings, Greyhawk has seen more than its fair share

over the years, the opening of Vecna Lives! being one of the more egregious

ones. We were then treated to the joy of having Greyhawk's elves transformed

in to FR elves simply "because" in FTA and other core products.

And so on, and so on, ad infinitum, ad nauseum.

And you know what? Big freaking deal. I may engage in a variety of endless

arguments over meaningless points of GH trivia from time to time, but when

it comes down to it, IMC I don't have a clue as to what year it might be.

Whether I am pre-wars, mid-wars, post-wars, or now GH98 timeframe matters

not a whit to me. I employ plots and plans from products set in all those

eras, plus my own stuff, plus crossover stuff from wherever I choose to loot

it from.

And I will do the same in PS. Has the GMM started yet? Finished? Is

Tenebrous in the midst of his schemes? Has the Circle been Squared yet? I

don't really give a hoot about any of them, and I won't give a hoot about FW

other than how it serves my purposes.

While I have run several Faction-based modules and adventures already,

should I choose to run them again in the future in a Factionless Sigil I

will. A few changes here and there, and bingo, no real problem. And I have

the feeling that if I need to ram a faction or ten into whatever comes out

in the future, it won't be all that difficult.

This list has seen discussions as to some of these points and how they

affect long term gaming, and it seemd to me that most felt it was easy

enough to ignore or use such things with very little effort. It is really

somewhat shocking to me that something like this is causing so much

disruption. But then again, maybe I am somewhat jaded from the silliness

over such minutiae I encounter on Greytalk, as well as not having found al

that much use or gotten that warm a reception from my players in regards to

the factions in the first place.

But now let me hit some things more directly.

>Sigil with factions is something new and exciting.  Sigil without

factions is just another trading town, with a particularly cruel despot

at the helm.  In fact, it's a lousy excuse for a trading town, because

its trade routes don't work reliably anymore and its leader's a psycho.<

Actually, Sigil with Factions is just another overblown excuse for players

to always be put down by the powers-that-be. You turn around, and there is a

harmonium patrol to arrest you. You get some money, there are the Fated tax

assessors to take it away. Have to head into the Hive? Xaositects and

Bleakers to harass you just because.

It was more excuses than inducements.

Now Sigil without the Factions...

First off, the dang place is open to any and all beliefs and belief mongers.

The various Sects can head on in without facing that little bit of

discrimination because they weren't one of the 15. New groups can form

without worrying if they violate some limit imposed by the LoP. No more

arbitrary encounters based on the Factions virtually imposed on us in

supplements because they are there and the writers would not be true to the

setting if they didn't include them. More people can go about plotting the

ultimate overthrow, or at least scheme for their own piece of the pie

without having the ominous threat of the Factions and Factols looming over

their heads.

(As a note, while I will always condemn the stupidity as well as the stupid

way in which it was done of Zeb Cook killing off the Circle of Eight in the

beginning of Vecna Lives!, I also firmly advocate never hearing about them

again in another GH product ever. Why? I don't need someone else's

super-NPCs running about, trampling on my campaign. I put the Factions and

their Factols in the same category.)

Sigil is now empty. You can cry over the spilled milk, or you look at the

wondeful oppurtunity to fill the glass up again yourself.

Samwise

Date: Thu, 29 Oct 1998 13:58:55 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

Faction War - Why I hate it in particular (even more spoilers)

OK,

  Now to the nitty-gritty.  Last post, I explained why the philosophy

behind Faction War ticked me off.  This time, the design details that

bug me:

  1) The entire adventure is anti-thought, anti-ideas, anti-belief.  It

starts with a bar brawl, which perfectly sets the tone for the whole

thing:  "Let's get drunk and stupid and smash things up."

  Here's a summation of the adventure, quoted directly from FW, p.37:

"They [the factions] focus entirely on political gains and losses,

temporarily losing sight of what's really important: belief."

  Of the six 'acts' of the adventure, two are mob brawls, two are

dungeon crawls (Act III is actually a mob brawl *leading* to a dungeon

crawl), one is the denouement of the deus ex machina driving the plot,

and one deals with a particular group's beliefs and ideas.  And the

'act' involving beliefs and ideas is the red herring of the adventure!

  ARGH!  I pity the poor deluded Eschaton, but at least they're faithful

to the theme of the campaign.

  2) Sigil is portrayed as little more than a dungeon with ravening

hordes roaming across it.  This image is certainly the basis for my

ill-mannered 'chimps' comment a couple of posts ago, for which I

apologize once more.

  Frankly, "Cities built on Dungeons" have been done to death.  The

first thing lazy PCs do when they hit a town is check the sewer system.

I build my fantasy cities on rivers and swamps nowadays, just so I won't

fall victim to this terrible cliche'.

  It saddened me immensely to see Sigil reduced to this lowest common

denominator.

  UnderSigil, the catacombs, the dabus warrens, the darkers, Nowhere,

and the Nightmare Shaft might be interesting locations by themselves. 

They're certainly worthy of a side trip, and for the die-hards who have

can't stand dwelling in a town without mucking about in its sewers,

maybe even an "UnderSigil" supplement would be useful.

  But these places have got nothing to do with belief, ideas, or the war

between same.  And they pale in interest when compared to the people and

culture sitting above them. (IMO, of course)

  And the mobs?  OK, there's a war on.  I'll grant a couple necessary

mob scenes.  But urban war is something that's far, far different than

roaming gangs attempting to take out each other's headquarters.

  Xan and other trained military folk can talk about this much more

cogently than I can, but you only have to look at the difference between

the uses of force in Bosnia and in Iraq to see what I'm talking about.

  In an urban war, streets get barricaded, every house contains a

potential enemy, refugees throng the exits, and atrocities multiply like

wildfire as every little grievance between neighbors gets played out. 

None of that is alluded to in Faction War.  I can think of a dozen

interesting ideas and themes relating to war and its consequences which

could have been used in FW, but they weren't.  A great storytelling

opportunity was totally missed in this product.

  If you want to portray a war in Sigil, fine.  Do it.  But give me a

war, please, not a dungeon and some staged battles.

  3)  The Lady is used as a deus ex machina to propel the entire

adventure.  Darkwood, painted as the adventure's villain, is just in the

process of stirring things up to his advantage when the LoP decides to

start mazing Factols.  I'm willing to state on record that without her

interference, it would have been business as usual in Sigil during the

timeline of FW.  Perhaps slightly bloodier, depending on how stupid you

believe the various factols and factions are.  But no wide-scale faction

panic.

  When the initial panic start to slow down, she then seals up all the

portals in town.  Total havoc ensues, obviously.

  Ostensibly, she does this to prevent a major fiend invasion.  But the

LoP has been described as having the power to move, elminate or alter

any and all portals in town, and the fiends were attacking only through

*2* of them.  Surely there was a less drastic solution than hitting the

city-wide 'reboot' button.  But rational behavior vs. plot requirements

is my next gripe.

  She's the one who provides Darkwood with all the method and means to

start the Faction War in the first place.  The silly time-loop that she

throws Darkwood into is the cause of the whole mess.  In fact, the time

loop is really what the whole adventure is about.  The factions are

sacrificed for no good reason and the war amongst them is a total side

effect of the LoP's screwing with time.  The whole adventure is nothing

more than an arrow aimed at achieving the epilogue on p.112-113.

  The LoP has three separate chances to break this godawful goofy time

paradox, but never does.  I guess I know why she hates chronomancers,

now.

  Finally, she's the one who ends the war, by re-opening the portals and

cruising past all the factions and telling them (via dabus interpreter)

to get outta town or die.

  Motive, start, escalation, finish: all the LoP's doing.  And the

authors have the gall to treat us to this little statement, on page 111:

>  "Needless to say, the Lady of Pain is... *displeased* with the 

>factions.  Be sending the factols to the Mazes, she meant to dissuade 

>them from their endless, meaningless political games.  But instead of 

>heeding her warning, the berks laid waste to her city and its denizens. 

> The Lady's determined to prevent that from happening again.  And what 

>she does about it marks the next great era in the history of the City 

>of Doors."

  Jeez.  If this railroad tie were jammed any farther up my butt, I'd be

getting splinters on my tongue.

  4)  All the characters and factions in Sigil (save two) act against

their described behavior patterns.  Factol Rhys walks away from the

ensuing stupidity on day 1 of the adventure, and I almost stood up and

cheered.  Arwyl Swan's Son takes the helm of the Mercykillers and

becomes the first paladin I've seen portrayed in Planescape that acted

like one.

  Everyone else sacrifices all for the sake of the Script. (use the

Script, Luke - the Script will guide you in what you must do) 

  Darkwood's a dolt.  Remember that 'defending the duke' thread?  Well,

I was wrong.  He's not good.  He doesn't have a plan.

  He jumps into the action of FW like the greenest of Cipher namers, for

purely selfish reasons.  Oh, and he marries Factol Nilesia before

selling her into slavery to fiends, to get her out of the way.  Later

on, his stats are altered and presented to you in the fashion that the

authors require him to act throughout the whole book.  He's CN, with WIS

4, CHA 5, not a ranger, and not a priest to Heimdall.  Guess Zeb didn't

really understand the Duke when he wrote him up back in the basic set,

huh?

  Ely Cromlich, the suave leash on Pentar's violence, decides that she

must have been right and random violence really is the way to go.  So he

starts the ball rolling on the (relatively minor) fiend incursion into

the city.  He's got major problems by this point, though, so I'm willing

to cut Ely a little slack for acting like a boob.

  Factol Hashkar really is a petitioner.  Somehow this makes him easier

to kill, regardless of his intelligence and formidable faction

abilities, so he's snuffed by the first berk with a grudge to get out of

the Prison.

  A'Kin is the Editor of the Factol's Manifesto.  Wha?  And he delights

in sending the PCs cryptic messages that portentous things are going on.

When there's no other method of getting the PCs into the final Act,

A'kin pops up to spill all.

  A'kin needs a sign around his neck that says "DM Puppet".

  Sarin is gay.  OK, I'm making this up now.  He's not gay.  But his

wife of many years, a 14th level high priestess, decides not to raise

him from the dead when he's assassinated.  They clearly had marriage

problems.

  MOST IMPORTANTLY, all the factions save the Bleakers behave like

chickens with their heads cut off when their factols disappear. 

Including the ones that *don't* *have* factols!

  Only the Dustmen, who've never had anyone else besides Skall, have any

reason to act like this.  The rest of the Factions are gigantically

sprawling organizations, with plenty of ambitious cutters ready to take

their place at the top.

  Why?  Why do the factions act so stupidly?  Aside from Avi's answer,

that TSR has no idea how to portray intelligence, (which I'm beginning

to agree with) the only answer we're given is on p.37:

>  "As the factions choose up sides, though, the DM should keep in mind 

>that few groups have a real *reason* to fight.  ...  They act on the 

>spur of the moment (which is unusual for some), caught up in the wave 

>of 'war fever' that's washing through the city."

  Hey, you know, I might believe something called 'War Fever' exists in

the planes.  A disease that makes you want to get drunk, stupid and

smash things up.  That might be pretty cool.

  But Sigil didn't catch that.  It caught that much worse malady, "DM

Decree".

  5) The infamous 'banning of the factions' in the Aftermath implies

that 'Factionhood' is nothing more than names, ranks, and serial numbers

after all.  Meaning, ideals and philosophy?  Nah.  It's the spiffy

uniform.

  Several factions "disband" at the Lady's command and are allowed to

remain peacably in Sigil.  (Xaosmen, Indeps, Bleakers, Sensates,

Ciphers, and Dustmen, for those who're counting)  They retain all their

faction abilities.  Except for the Ciphers, they remain in their HQs and

continue doing what they'd always done in Sigil.  (The ciphers step in

and form the new legislative govt of Sigil)  Presumably, their surviving

leaders are still looked upon with some respect.  They're not prevented

from spreading their philosophy.

  The only things factioneers can't do in these groups is gain new

faction powers or advance farther in rank.  Quote from p.116:

>Factioneers don't have to abandon their faith; they just can't rely on 

>having an official organization to protect it anymore."

  Excuse me?  Since when did that matter to any of these factions? 

Perhaps I was severely misled by every other PS product printed, but I

thought the importance of a faction was it beliefs and philosophy, not

its organizational structure.

  "A rose by any other name would smell as sweet."  Apparently, the LoP

can't smell.

  Oh, and the Aftermath reveals the Revolutionary League to be nothing

more than a pack of barmies.  They are arguably the greatest 'winners'

of the Faction War.  Everything they've striven for comes true.  So what

do they do in the Aftermath?  Continue with their belief system and

non-factionhood, and finally start to make that change they've always

claimed was going to come about?

  No.  They inexplicably light out for Carceri to plan what kind of

system they'll institute now that the former power structures are all

gone.  The revolution came, so the revolutionaries left.  Wha???

And the worst for last:

  6)  Player characters have no chance to make an impact on the War or

the events which follow it at all.  They can't stop the war from

starting.  The can't alter the course it takes across the city.  They

can't stop the war.  They can't save the factions.  The "Sigil Spell" is

worthless.

  This is actually the most appalling part of the adventure.  In a tiny

effort to give PCs a feeling that they're something more than witnesses

to a giant DM jerkoff session, they're allowed to get their hands on a

spell that fundamentally alters Sigil and the way it functions.  Hooray,

PC input at last!

  Pffft.  It's a crock.  I quote from page 111:

>  "... [The Lady of Pain] can stop the lowly PCs without missing a 

>beat.  Fact is, she knows full well the power that lies in their hands, 

>and she's decided to give them a chance to wield it wisely."

  (once again, I have to step in and shout, "Have you *lost* your

*f#@$ing* *mind*?!?  WHY????  The paragraph continues with the answer-)

>  "But if they settle on what she considers an unacceptable choice, 

>she'll quickly show them the error of their ways- and the berks won't 

>like it one bit."

  Elsewhere on the same page, it's noted that if the PCs don't use the

Sigil Spell to attempt to end the War, it peters out just as described

in the section which details what happens if they *do* use the Sigil

Spell.

  I can only hear Homer Simpson's loud "D'oh!" as the annoying kid in

the background laughs, "Hah-ha!"

  Faction War is nothing more than a blusteringly loud illusion masking

the pre-ordained finale.  It's a Bleaker holiday.  It has no point, it

has no meaning.  It is, to coin a phrase, 'sound and fury, signifying

nothing.'

  It's that bad.

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Synjyn's latest Adventure Hook on Bytopia: The Greater Good!

Date: Fri, 06 Nov 1998 21:52:08 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

Obsolete Material?

Jon mentioned that he thought very little is changed by tossing the

factions out of Sigil and went on to cite references in the main Sigil

books.

  I think factions account for about a quarter of what makes the City of

Doors a unique and interesting place.  (By my count, the other three

things are its closed-off environment, its portals, and the LoP)

  Does that number square up, page-wise?  As Jon mentioned, *half* of

the player's guide in the PS boxed set is devoted to factions.  Half. 

That's the equivalent of all the spells in the Player's Handbook.

  In "Sigil and Beyond", 38 pages are devoted to Sigil.  A lot of that's

artwork, but I count 4 pages devoted to faction summaries, 4 pages

devoted to Montgomery and Darkwood, and roughly 6-7 pages spent

describing faction headquarters.  That's about 40%.  Hmm, more than I'd

recalled.  That seems to me to be a fairly large hunk of the original

campaign description of Sigil that Faction War consigns to the dustbin

of history.

  Much has been made over the possibility of replacing the factions in

the various modules.  Sure, you could rewrite them to your heart's

content.  Make it the Harpers who run the Mortuary, or the Circle of

Eight who run Harbinger House, if you wanna.

  But I don't buy modules so I can rewrite them wholesale.  I buy

modules because I don't have the *time* to write full adventures

wholesale.  Modules are there so I don't have to make up HP, NPC stats,

maps, timelines and all the other intracacies that go into an adventure.

  FW makes Harbinger House, Doors to the Unknown, Eternal Boundary,

"Into the Light" from Dead Gods, and big chunks of Something Wild (the

Mercykiller stuff) unplayable as written.  Oh, I forgot "Umbra" from

Dungeon mag, and 'Misplaced Spirit' from the basic set.  Toss them on

the trash-heap too.  That leaves Dead Gods's "Out of the Darkness",

Modron March, Infinite Staircase (hum, all the later modules - what does

THAT tell you?) plus Deva Spark (I'm not sure - don't own it), Fires of

Dis and various parts of Well of Worlds playable.  So long as you ignore

all the faction affiliations written into the stat summaries for all the

NPCs in those modules...

  What else?  Uncaged, as I've said before, is excellent work and mostly

untouched.  You'll have to toss out the intracacies of the Will of the

One plot, but otherwise all the background characters who throw the

factions into relief remain viable.  Except 'Lu, naturally.  And Kesto's

faction affiliation.  And Wooly Cupgrass's.  And Iarmid's.  And Morvun

and Phineas's.  And...  Huh.  Guess they're not so untouched after all.

Most of the Uncaged derive no small part of their personality and

motivation from their faction membership.

  Next?  Factol's Manifesto is totally hosed.  A'kin's second edition is

gonna be mighty slim, mostly covering ruins and refugees.  There's 150

pages of work down the drain.

  In the Cage:  I count roughly 20 pages devoted to factions, faction

HQs and faction services.  Almost a sixth of the book.

  Planewalker's Handbook: another 18 pages or so, an eighth of the book.

(this is counting faction spells, character types and reactions in

addition to the basic pages describing them)

  I think I've made my case:  The factions as presented were a

*significant* part of Planescape.  Certainly not a quarter's worth of

the whole multi-inifinite playing field, but easily a quarter of the

Sigil-based material.  Probably more.  I'll even go so far as to say no

other aspect of the campaign has so much material written about it. 

Certainly no individual plane does.  *Only* the Blood War and all of its

ramifications comes close.

  Because of FW, the factions as presented are no more.  That was the

whole point of the supplement, after all.

  Hmm.  This next statement is pretty incendiary.  I've stared at it for

a few minutes and I think it's probably a bit on the unfair side.  But

in the spirit of Faction War, I'm going to leave it in and tell you to

ignore it if you don't like it.  But for all future planescape products,

it's the attitude I'll be adopting:

  While I can forgive the PS Team for running out of ideas for dealing

with the factions in Sigil, I can't forgive them for imposing their

imaginative bankruptcy on the campaign as a whole.

Faction War: It's that bad.

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Willem's Suggestions & the ride 'Necessary Evil' on Elysium!

Date: Fri, 06 Nov 1998 22:32:51 -0500

From: "Mr. Niceguy" <jtwright@sysnet.net>

The factions aren't gone
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  "This city tolerates your faction no longer.  Abandon it or die."

  That's the Lady's Pronouncement.  How much wiggle room does it leave?

Well, as our esteemed US president has noted, it all depends on how you

define your terms.

  What does 'faction' mean?  If it means just an organization, with

uniforms and ranks and offices, it seems that the 6 remaining

ex-factions in Sigil are OK.

  But I'd bet anything that *no one* on this list would've defined

'faction' to be just the organization.  Hell, lots of 'em don't *have*

organization in that sense.

  'Faction' has pretty clearly come to be thought of as equivalent to

'philosophy'.  Look at the derogatory cant term for them: thought guild.

Which is the more important part of that phrase?  "Thought" or "Guild"?

Ray's made it crystal clear that the ex-factions within Sigil survive

because the emphasis the Lady placed was on "guild", not "thought".

  I find this faintly ridiculous, but there it is.

  Who would have thought Planescape could be so Clintonesque? 

Especially in so timely a fashion.  I can just see the ex-factioneers in

Sigil now, pleading "The lady said only that they couldn't associate

with me; not that I couldn't associate with them!"

  In Sigil as in America, I guess:  "We hold these half-truths to be

legally accurate..."

  And while I like the metaphor about joining a church vs. joining a

political party, churches exert as much or more ruling power over a

society than political parties do.  Much of our law today stems from

ecclesiastical law.  Much of our law today is based on customs and

traditions first codified in holy books and writings.  

  I won't even mention the Christian Coalition and all the variants

thereof which *directly* affect the political process.  Theocracy is

alive and well in the world today, make no mistake.  And given the

examples of today's turbulent times, I'd say that trading a secular

government for a religious one, as the Lady apparently has, is almost

the opposite of a guarantee of peace.

  The power, and therefore the danger, of a faction lies not in its

organization but in its ideas.  The factions went ballistic in FW

because their ideas were threatened, in the form of their ability to

maintain a leader of their own choosing, and in their ability to

disseminate their ideas.  Altering the organization of a faction does

NOTHING to alter its power or dangerousness.  It only pisses them off.

  What should be happening in Sigil post FW?  Guerilla warfare, nonstop.

The Lady's pronouncement has turned every faction into the Revolutionary

League.  I like the idea of Harmonium missionaries grabbing people off

the street and 'culting' them.  The Doomguard will now be able to drop

all pretence at civility and just start lobbing bombs through the

portals.  The Guvners now know that at least one of their members had

done the impossible and incarnated as a petitioner within Sigil. 

They'll be looking for all the other loopholes they can use to bring the

city under their control.  Etc.

  When ideas are outlawed, only outlaws will have ideas.  Or something

like that.

Faction War: It's that bad.

Mr. Niceguy

jtwright@sysnet.net

Visit the Cage at http://welcome.to/the_cage

Now with Willem's Suggestions & the ride 'Necessary Evil' on Elysium!

Date: Fri, 6 Nov 98 21:45:29 -0600

From: Planewalker <fleschneab13@uwwvax.uww.edu>

The 'new' Sigil

> But *as* *written*, Sigil post-FW is very anti-faction,

Yup

>anti-trade,

Ehhh...yeah, i can see that.

>and anti-beliefs.

No, just anti-faction. Remember that the churches spring up in Sigil now.

>If you're not there to grease the palms of the crime

>lords or search for the new portal-patterns, there's no reason to go. FW

>deliberately breaks Sigil into a hollow shell of its former glory.

Hmmm...the factions are gone, the Lady has scared everyone, Sigil lies in 

ruins...yup. Sounds like a shell to me.

But I *like* this shell. Before, Sigil was jam-packed and ready to do 

anything at any time. Then a war comes along, torches half the city and a 

bunch of landmarks, and ends by having the people that ran the show 

leave. To me, that's cool, and I'll tell you why.

Before FW, my characters owned a house in Sigil (I haven't ran this 

adventure yet, but I will, don't worry.) They sat around and worked for 

thier factions. I played up faction tensions. One of my Free League 

characters was accosted by a Harmonium patrol in the Lower Ward. They 

were really getting into the politics of the whole thing. They tended to 

see Sigil as a haven of sorts, a wayfarer's stopping point, where they 

could relax for a while before busting some skulls and being heroes.

Now I get to rip that out from underneath them. Everything they thought 

they had is gone, and my PCs and the rest of Sigil stand amidst the 

debris and have to make sense of the whole deal. That's why Sigil catches 

"Faction Fever" after the war, to rationalize and explain what happened, 

kind of like the same way we study wars.

You mentioned that it was "imaginative bankruptcy" on the part of the 

designers to take the factions away. You say that anyone with an 

imagination could find tons to do in pre-FW Sigil. I say the same can be 

done in post-FW Sigil. The adventure put the characters into the heart of 

some of the largest conflicts of the Faction War. What happens when the 

smoke clears? Do you think that people are going to let them simply crawl 

off to the nearest tavern and drink in peace? Heck no! Historians and 

scribes will want to know what happened from thier point of view. They 

might be seen as leaders and be asked to help reorganize the government. 

Factol Rhys needs solid people to help be on the Council, or council 

members will need the help of "someone who was there." 

You say that Sigil becomes anti-trade. Well, yes, trade would drop if 

allof the sudden you realized that everything you did was dependent on a 

magic portal that you don't really control, but *everything* needs to be 

imported in Sigil. Traders aren't going to miss that opportunity. And you 

can't argue the fact that Sigil is still the best way to get around. 

Sure, for a while, trade will drop, but I'd be willing to bet that once 

the ferver dies down, trade will resume as normal. I'd even bet that a 

Merkhant or three will have at it in Sigil. What will happen when that 

feud rages out of control?

You also mention that crime becomes powerful. I agree. I think it should. 

The City of Doors in cinders, and you expect a yugoloth to sit on her 

hands? Shekmensta will grab everything she can. Estavan will probably try 

and stop her. But maybe the PCs decide to get involved. Maybe a friend of 

thiers is being called in on a debt to Shekmensta. Maybe they're 

appointed by the council to find the source of the conspiracy against the 

Council and stop it at all costs. There's a good deal of advcenture to be 

had there.

Now, you argued in an earlier post (it might not have been you, but I'm 

pretty sure someone said this) that while there's a lot of adventure, 

Sigil seems to have been turned into a Prime city because of it and that 

the factions were what made Sigil Sigil. I don't buy this. Sigil is a 

crossroads. That's what made Sigil Sigil. The factions were nice, yes, 

but I don't believe that the factions made it everything it was. Night 

Hags still sell larva on the street, baatezu and tanar'ri still plot and 

scheme in the shadows, grand religions have thier personal feuds with 

each other, and the Lady of Pain is still ruling with an invisible fist. 

To me, only the faces and motivations have changed. 

You also say that a lot of books are made obselete. I don't agree there 

either. Factions still exist, along with thier powers and followers. The 

buildings (for the most part) still exist, so you could use the 

descriptions and maps and such. No, you cannot use every iota of 

information as given. The factols are missing, and you need to make up 

some facts, that's all. Same thing with Uncaged. How are Morvun and 

Phineas useless? They aren't Bleakniks anymore? Yeah, right. They may 

have lost thier title, but they'll still be around. I don't think 

anything needs to be "fixed" at all, just tweaked a bit.

I know you said you don't like it and that you don't have time to change 

everything over. Okay. That's you. I like Faction War and I'm glad they 

put it out. That's me. Sometimes life isn't fair and people don't do what 

you want them to. You can have your opinions, and you can keep posting 

them on the board and I won't whine about it, but I've got that right, 

too, and I think that Faction War is a worthwhile book.

Planewalker

"Dance like no one's watching, and love like it's never going to hurt."

                                                         -Unknown
Date: Sat, 07 Nov 1998 01:13:39 -0500

From: Robert Underwood <runderwood@kih.net>

A fiendish idea (long)

Hey guys,

    I am working on an idea for my next campaign. I would like to bounce

this idea off of you all. Basically it deals with how an adventuring fiend

gains new abilities and skills. It will also concern his alignment, seeing

as it is related. So if this discussion has no further interest, feel free

to tune it out. Those of you interested I would like some critiscism of my

idea.

    I am going to introduce a character into my next campaign who is a

half Baatzu. He will be created along the same lines as a Marquis Cambion.

He will not be adventuring with the PCs. But he will be in more of a

mentor role towards the PCs. Now I wish him to be able to gain skills,

abilities, HD, etc as the campaign progresses. The PCs might come into

conflict whit him towards the end of the campaign. 

    Now if he adventures and gains XP like normal adventurers there will

be three problems. 1) It would strain credulity because his skills would

grow faster than most every fiends. 2) He would still be much more

powerful than the PCs if conflict did come, because he would not be

sharing XP with others. 3) His hit points would not increase because he is

a monster.

    What I would propose for him to gain power is to take it from people

he kills. He would first have to kill the victim with a special sword that

allows him to eat souls before they escape towards the outer planes. Then

he would have a 5% chance of gaining one of the abilities of the recently

departed. He would be able to "digest" no more than one soul a week. He

would have an equal chance of aquiring one skill, inborn ability,

attribute, natural AC, or HD from the deceased. If he rolls an area that

is greater than his current abilities it would go up one "notch". He would

gain one HD, skill level, AC, 10% on an attribute, 30' on infravision, 5%

on magic resistance, etc. If he did not have this ability he would gain it

at its lowest level.

    There are also restrictions on this ability. Some have been previously

elaborated. First he has to use his sword, which is currently equal to a

+1 long sword. If he ever looses the sword, or it is borken, he must

replace it. This takes 3d6 weeks with a good quality magical sword. He

must implant one level into the sword to give it soul draining ability. He

can never have more than one sword of this type. 

Secondly his sword can gain ability as he does. It has a .1% chance,

checked before the fiend checks his chance. If the sword eats a soul it

can eat one of the characteristics of the deceased at random. If it eats

Wisdom, it gains .1 ego points. If the sword can not use an ability it can

not roll for a useful one. 

Other restrictions: 1) the fiend can eat no more than one soul per week,

but the sword can. 2) every week the fiend goes without a soul counts as a

day of starvation. 3) souls eaten are permantly destroyed. 4) the soul

must be from a sentient creature.

    I was thinking of making this character a LN character. This is

because having him be a LE character would make it difficult for the party

to deal with him. One know alignment spell and the cat is out of the bag.

The way that he compensates for the evil acts of stalking and killing

sentient creatures is twofold. First he tries to remove as much evil from

the world as possible, by trying to make his kills powerful evil creatures

and people. Secondly he tries to be as good as psooible. He does many good

deeds, such as sheltering poor and travelers. He also has appointed

himself guardian of a small town.

Qustions, comments, suggestions, ideas, flames?

Crunch

- -----------------------------------------------------------

Robert Underwood <runderwood@kih.net>

OS/2 Warp 3.0 and MR/2 Internet Cruiser Version 1.50 

An Unbeatable Combination

- -----------------------------------------------------------

Date: Mon, 9 Nov 1998 20:53:32 -0600

From: "Alchemist" <yalcon@midwest.net>

Somniomancer's Corner

Greetings again....

Some more power and deliverance of mindstalking fun!

I often here from that player or this DM that certain Psionic powers are

overwhelming.  Too Powerful.  The delight of the Knights of the Dinner

Table.  A major turnoff for use in certain campaigns.  Etc.

When I DMed a campaign a couple of years ago, I ran into that very problem.

Alright my half giant fighter/psionicist will go time dilate and then

accelerate to wipe out several foes within mere rounds.  The bodies came up

a heaping.  Summon planar energies had a similiar wronging to it.  So I went

through and changed the description of powers, how they worked, etc.  So

over the next several posts, I will divulge with my changes and

suggestions --- and you the list and digest them.

I assume that you have certain references to which these powers refer to.

First section:  Psychoportation or Apportation.....

 Phase:  There is a preparation time of one round in fairness to ectoplasmic

form which has similar abilities.  This ability is like that of the phase

spider in which the spider and the psi goto the border ethereal realm.

While in the border ethereal, the psi does not really have complete

existence in either plane (the ethereal or the prime).  The psi is invisible

to those of both planes; however, a detect invisible or etherealness will

reveal the psi as a smoky shade.  While phased, the psi cannot verbally

communicate to those of near planes.  The psi can see into the other planes

though.  The psi also cannot use equipment, items, or spells to attack

individuals in the plane that they border.  Likewise inhabitants of the

border plane cannot attack the psi.  Three things ban movement of those that

are phased - spells banning etherealness, dense metals, and living objects.

If one stops maintaining the power while in an object, the psi must also

save vs. death magic or be hurled into the deep ethereal.  the other effects

given in the Will and the Way about being stuck in an object still apply.

The only spells or psionics that can effect those in adjacent planes are

certain divination spells and Clair sentience powers.  So ignore the Will

and the Way rules about contacting minds.  The use of this power takes 1

round for the psi to slowly fade away into the border ethereal.  It also

takes one round to come back.  While phased one cannot cross through a

curtain into the deep ethereal and the beyond (the inner planes). That power

is ethereal traveler.

 Ethereal Traveler:  The prerequisite of ethereal traveler is phase.  The

traveler has all the same abilities of those phased as well as their

limitations but now one can traverse the curtain into the deep ethereal and

explore the inner planes and demi-planes.  Unlike the Dragon King's entry,

when this power is stopped maintained while the psi is in the deep ethereal,

he does not rematerialize back on the prime but is instead stranded in the

ethereal.  Even if the psi is in the border ethereal, the psi doesn't

reappear automatically or in the same spot.  It takes one round and where he

stopped maintaining this power.  Once in the deep end of things, the

maintenance cost reduced to 2 PSP/turn rather than rounds.  For information

regarding ethereal travel at the deep end refer to the Manual of the Planes

or the DM Guide of the Planescape box set (or even Guide to the Ethereal

Plane).  Preparation time is one round to fade away into the border.

Remember these are my suggestions which are used in my campaign.  If you

have differing ideas, please relate them kindly.

From the h'rack'nir 's vault

greybeard

Date: Mon, 9 Nov 1998 20:56:45 -0600

From: "Alchemist" <yalcon@midwest.net>

Somniomancer's corner 2

This stuff could put you to sleep...

Nah!

I have been thinking to expose this list to some of my home brewed psionic

powers, rules, alterations, views, etc.  These range from new disciplines

(pyromancy, somniomancy), add-ons to other powers, new powers (like my

temporal powers based upon chronomancy that I promised to certain list

members but never delivered - communications failure), etc.

So I'll submut things from every day to every week -- depends what I feel

like doing.

If list members wish to discuss any of these things directly on the list

fine, as long as no blunt attacks about "what is this guy thinking" or other

such matter should be kept off the list.

So no further comment here are two of my player's favorites:

Disclaimer:

The following rules are modifications to the existing rules of psionics in

Dungeons and Dragons.  The problem is that psionics have been greatly

incorporated into many existing campaigns only during the last five or so

years with little thought or play testing of these new ideas.  These rules

were put together in a rush order to sate the appetite of the AD&D populace.

With my experience as player and DM dealing with psionics on a regular

basis, it has come time to clarify many of these powers and rules for a more

balanced and exciting supplement to the game.  These modifications are being

setup as to be used in a play testing situation to investigate their

worthiness.  This means that these modifications can be changed at any time

(within reason) or new modifications added to these.  You will notice that

some powers have been moved around, combined with others, definitions

changed, and a slew of new powers added to expand the horizons of the class.

And with luck and time a new discipline will be added called somniomancy,

the psionic art of dream mastery.  Read and review.  And may the force be

with you always.

Blah..blah.blah....There is no intension to wrestle any control from TSR or

violate any of its property rites.

Mangar's Psychic Blade:  This power combines many powers (enhanced weapon,

dimensional blade, psi-sword, psychic blade, etc.).  This power could be

called light saber or a force weapon.  This power is one of the primary

powers of a jedi or a cerebral knight.  The psi creates a semi-tangible

manifestation of the force (the will) shaped like a sword blade and can be

wielded as such.  The sharp blade is infinitely sharp.  It can be used to

cleanly sever inanimate objects.  Objects must save vs. disintegration to

not be sliced.  Against foes, a critical hit can cause a severing of a limb

or worse if a save vs. death is failed.  This saber is considered a +1

magical weapon for purposes for hitting foes immune to normal weapons.  Also

for every 5 levels gained, the saber is considered to be an equivalent of

additional +1 weapon (6th lvl - +2, 11th lvl - +3, 16th lvl - +4 (max

plusage)) for hitting foes with higher resistance vs. greater weapons.

There is a catch.  The psi needs something to focus his force to generate

the saber.  The psi needs to construct or have constructed for him a handle

for the saber and a gem.  The costs of the handle and gem stone must be

equal to a metal weapon of exceptional quality (*3 cost).  The gem must be

half the value of weapon's cost.  The handle constructed is the same handle

type of an equivalent blade.  So if the psi wanted a scimitar blade, a

scimitar handle would be constructed of exceptional quality and then a gem

worth 22 gold and 5 silver.  For Athasian characters, the amount of 45 gold

is a king's ransom.  So for Athasian characters only (if the DM allows),

other materials can be used but the limitations of the materials are also

still equivalent except the blade will not break.  This weapon would still

have to be of exceptional quality though.  This cost of the exceptional

weapon is only for a +1 equivalent saber.  If a +2 equivalent saber is

desired by a 6+ level psi, the costs are doubled.  If +3 equ. desired,

triple costs and +4 quadruple the costs.  So a +4 equivalent saber that does

two-handed sword damage would cost (if made from metal) 300 gold for handle

materials and a 300 gold value gem to top off the handle to focus the psi's

will into the saber.  For Athasian characters, say an obsidian two-handed

sword equivalent as well being equal to +4 weapon, cost is 45 gold for

handle creation and topped off with 45 gold value gem.  BUT then weapon

would be at a -2 to hit and -1 damage, since obsidian material doesn't

properly channel the will of the psi as metal does.  Since these weapons are

primarily made of nothing, the weapon's weight is considered 50% of normal

and speed factors are reduced by half rounded up.  The saber stays activated

as long as the weapon is in the hand of the psi.  If it ever leaves his hand

(via telekinesis, disarmed, or etc.), the power is dropped and the weapon

becomes deactivated.  The handle can always be regained and reactivated.

Score is CON-1 per plus equivalent (or MAC 9 minus 1 per plus equivalent).

Cost is 6 + 4 PSP/round.  Area is personal.  This is a metapsionic devotion.

Note the damage of the blade reflects the sword-type hand construction.

Two -handed sword handle that is activated will deliiver two handed sword

damage.  The weapon functions as per its weapon type - two handed sword -

sf10, takes two hands to wield, etc.

Mangar's Mindwrecker:  This new attack is based upon the telepathic power

from the Forest Maker module.  This power is aimed at the defender's sanity.

Does d8 PSP damage.  If 3 tangents or contact is established, the open mind

will suffer hallucinations as per the telepathic science for d2 rounds plus

the d8 PSP damage.  The attacking psi directs the mental illusion, but with

bare minimum concentration since the psi is just pushing the buttons of the

defendant's own worse nightmares.  The level equivalent of this attack is

equal to one half the power check rolled for determining the potency of the

phantasm.  Unlike the hallucination power, the psi cannot carefully

construct the illusion to make he subject to fully believe in it and thus

the subject is entitled to resist the effect.  However, since the image is

the subject own imagination playing against itself, the resistance roll is

penalized by one half the power check rolled times 5% (the attacker  rolls

14 for a power check, 14 / 2 = 7, 7 * 5% = 35%, so -35% to resistance roll

(i.e. -5% = to -1 save).  Do to the power level of such an attack, the

effect is short lived.  While the defender is stressed, all psionic scores

are at half and spells cast are at half effectiveness.  This brutal assault

upon the defender keeps all of his attention on the illusion.  To react to

something else (that is assuming that the subject failed to resist the

image), the defender can attempt to resist roll vs. the level of the

phantasm.  So if the subject wanted to attack the psi instead of worrying

about the image, he would need to avert the compulsion to deal with the

immediate danger.  If the subject runs out of PSPs, the subject then suffers

pseudo~realistic hallucinations.  The image takes the form of a shadow

monster or shadow magic or whatever the DM makes a ruling on.  Also the

subject must make a resist roll again to avoid permanent insanity.  The

power score is WIS-4 (or MAC 6).  Cost is 15 PSP per attack attempt (8 PSP

for a failed power check).  Range is 150'.  This is a telepathic devotion.

If you are interested in the effects of mental defenses against this

attack - please email for further information.

from the h'rack'nir 's vault

greybeard

Date: Thu, 29 Oct 1998 17:31:04 -0800

From: Pol Jackson <pjack@efn.org>

Faction War -- What All the Fuss is About

There are a lot of opinions flying around about Faction War

right now, and those of you who haven't seen it yet probably

don't know what to think. I'd urge each of you to look

through the book for yourselves, and try not to base your

preconceptions from what you hear on this list.

That being said, you probably want to know What All the Fuss

is About. I'm happy to give you my own take on it, right

after the obligatory spoiler space. In brief, My own opinion

is that people are focusing too narrowly on the negative

aspects of Faction War. The negative aspects are there, but

I believe that they're far outweighed by the positive.

[Obligatory Spoiler Space]

Faction War is a big, big book. 128 pages, chock full of

adventures, plots, and background info. The Sigil

background, taking up 24 pages, looks to be an excellent

reference for anyone running a Sigil campaign. The

adventures, taking up a whopping 80 pages, are everything a

Planescape DM could hope for. All of the hints, teases, and

story hooks that we've been subject to over the last...what,

three years?...finally come to a head. There is nothing in

the Sigil background or even the adventures that drastically

changes the Planescape setting -- they could comfortably be

placed in any Planescape campaign.

The last 14 pages, entitled "Aftermath", proposes some

sweeping changes in the governance of Sigil in the aftermath

of the Faction War. (These changes affect only Sigil -- the

rest of the Multiverse couldn't give a yawn.) Basically, by

decree of the Lady, the Factions are no longer allowed to

have any political power in Sigil. This means either

disbanding the structure of their Faction, or leaving Sigil

completely. It's worth stressing that this doesn't mean a

basher can no longer have /beliefs/; there's just no formal

faction to belong to in Sigil any longer. The body count:

one faction ceases to exist, six factions move out of Sigil,

two factions merge and move out of Sigil, and six factions

stay in Sigil, but formally disband.

Even this is no big deal. The Faction War book itself

reminds us that DMs are always free to run their campaigns

as they wish. It would be quite easy for a DM to restore the

status quo; there's nothing in any of the adventures that

forces this particular Aftermath.

What All the Fuss is About, then, is the last paragraph on

the next to last page. After reiterating that the DM is free

to pen his own ending, it goes on to say: "On the other

hand, the DM should realize that all PLANESCAPE products

published after Faction War will assume that the conflict

and its consequences took place as described in these

pages." Yikes.

This means that some of the old Planescape material is now

obsolete. Much of the original Planescape Campaign Setting

concentrated on the Factions, and it goes without saying

that the Factol's Manifesto is now just an interesting

history text. Well, perhaps "obsolete" is the wrong word.

"harder to use" would be better. There's a lot of good PS

material out there that has nothing to do with the Factions,

and there will be again. But a DM who doesn't use the

Faction War Aftermath in his campaign will have to modify

any future supplements that feature Sigil.

Let me make this plea right now, in case anyone from the PS

writing team is reading this. For any future book that

touches on Sigil in any way, please, PLEASE, include a

section on how it can be modified to take place pre-Faction

War. It's my firm belief that any DM who owns the Planescape

Campaign Setting should be able to pick up any other

Planescape product and enjoy it fully. However, the Campaign

Setting stresses using the Factions, whereas a future Sigil

supplement won't have any. Some guidelines from the author

on how to handle the discrepancy, even half a page, would be

a godsend. (And for those of you submitting Sigil-related

material to this list or to the Mimir, this plea applies to

you, as well.)

Now, I'm not saying this is even necessarily a /bad/ change.

On the plus side, we're no longer bound to 15 Factions in

the city; now that the factions have no political power,

hundreds of sects could spring up. I quite like the idea of

being able to create a character from dozens of sects,

instead of being restricted to one of fifteen Factions. And

personally, I never got the hang of running Faction

politics, anyway. This change preserves the "feel" of Sigil,

and also leaves things wide open for players.

What's bad about it, as I've already stated, is the fact

that this is an /enforced/ change. Still, there are ways

around that, especially if future supplements are written

flexibly enough to encompass both pre- /and/ post- Faction

War. I highly recommend Faction War; I have a feeling that

most of its detractors would as well, if they could just

look past the one thing that they don't like.








Pjack

