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TAL

TALE 2

EaLE 4: IN DISARRAY e, A T e 58
In which a Part of the Chaotic Planc of Limbg is overcome by an Orderly
Malaise, and the Heroes must discover a Secrel of the Slaad to prevail.

CHAPTER 6: THE DREAM WELL 3
In which the Scheming Survivors of a war-torn Githvanki Citadel struggle to
learn the Secret of Dreamt Dreams—so it behooves the Herees fo Discover it
First,




Oh, the River Stvx is a putrid stream,
Oceanus 1§ foo good for me,
Olympus takes too long

INTReDyC+HIeN :.0......

But the Infinite Staircase rakes you there.
The Grand Old Stair g

A [ew sharl steps will bring us home ... and _fulfill our ev'ry dream

s e rynher

—Unknown

The Infinite Staircase leads to all places. As such it provides an excellent basis for a

PLANESCAPE® campaign, The DunGeon Master literally needs nothing more than this

simple environment to take her game anywhere in the multiverse. Tales From the

Infinite Staircase makes full use of the Stair’s interplanar

reach. It allows player characters to embark on an

adventure that encompasses far-flung

locales throughout the planes without

warrying about

the mode of

travel. This

means that

players unfamiliar

with the PLanEscAPE

milieu, who don't know

the ins and outs of portals, canduits and

whatnot, can still get a feel for all reaches of the vast multiverse that the PLANESCAPE

setting offers. Using the adventures presented here together might be a good way to

introduce new players to the setting,

Yet, because of the way the eight adventures in the book are presented, a DM is

free to pick and choose from them and use only these that she wants. Tales From the
Infinite Staircase is nothing if not flexible.

4+ OVERVIEW +

No place is perfect. If perfeetion were achieved throughout the multiverse, adventur-
ers and planewalkers would have nothing to do.
Even the lillendi, who live in the beautiful and magical realm of the Gates of

HERE @N +HE PLANES the Moon, the domain of the moon goddess Selline, have their troubles. The lillendi
NYWE RESPECH watch over the Infinite Staircase, which grounds itself in Seline’s
KNOWLEDGE p EXPERIENCE, palace on nights with a full moon. The lillendi favor song, dance, and

art over all else. They are beings of creativity and new endeavor. Due

BU+ to their link with the Infinite Staircase {which leads to all places where the
WA N D @F FIREBALLS creative process is the strongest and thus to all locales where intelligent
youve G+ HHERE creatures reside), the lillendi have sensed that a dismal shadow has
DOESN'®E HURA+ EltHER, ., begun to fall over various portions of the multiverse. This malady
seems to be striking randomly throughout the planes, but where it

—MULDDE RASCULI, does, inspiration, molivation, and innovation die,
A PRIME WH®’'S BEEN While not a threat of the magnitude of a Blood War invasion, it has

the lillendi worried ahout what it portends for the future.

®N +HE PLANES The course of the adventure takes the player characters to some of the
A WHILE NeWwW locales in which the lillendi have sensed this occurrence (which they call the
Iron Shadow). The characters can travel to any of them in any order but they soon
discover that the places are linked and the spread of Iron Shadow isn't random at all.
During their forays they might discover a remedy that can fight the Shadow’s influ-
ence; they may also discover the identities of some of those who seek to spread it,
Once armed with such knowledge, the characters can halt any deliberate spread of
the Shadow. The PCs also come across victims of the [ron Shadow and must cope
with ather threats and preblems that arise as they investigate the situation.




USING
+ THESE ADVEN+URES 4

Tales From the Infinite Staircase is an anthology of
short adventures. Like other adventure anthologies, no-
tably Well of Worlds and The Great Modron March, these
seenarios can be inserted into an existing campaign as the
DM wishes. Further, the DM can pick and choose which ad-
ventures she wishes to use and which are inappropriate for her game. However,
unlike Weil of Worlds, the adventures in Tales From the Infiniie Staircase can be
linked together with a single plotline and theme and unlike The Great Modron March, they
can be played in any order.

More information on many of the monsters and places mentioned in these adventures can be
found in the PLANESCAPE MonsTrRous CoMpENDIUMS and the various products of PLANEscAPE source material
[specifically Planes of Law, Planes of Chaos, and A Guide to the Astral Plane). If a DM unfamiliar with
Planescape wants to consult a single source for information on the setting, the campaign setting boxed set
[TSR product number 2600) or even simply the Plancwalker’s Handbook (TSR product number 2620) will
probably suffice. However, this product is designed with DMs and players completely new to the PLANESCAPE
setting in mind—no other products are needed at alll

PLANESCAPE ADVEN+URES

For those DMs with little or no experience in running PLANESCAPE adventures, there are a few things to keep in
mind. These scenarios usually run a little differently than many other role-playing adventures, and are cer-
tainly different from a dungeon crawl. That's not to say that a body won't partake of a dungeon crawl on the
planes (or that there’s anything wrong with dungeon crawls), but it certainly won't be standard.

Smarl players know that bashing cverything in sight is not the way to get ahead on the planes. Why?
‘Cause there's always something out there, no matter how powerful a character is, that's going to be able to
hash back harder. Fiends, aasimon, slaadi . . . the list of powerful foes on the planes goes on and on. They're
not a bunch to mess with just for the sake of battle. Planewalking (adventuring on the planes) is for those
ready to think or talk their way out of a situation as well as fight. In fact, a good rule of thumb is this—if a
body finds herself having to fight her way out of Gehenna with dozens of yugoloths screaming for her
blood, chances are pretty good that somewhere, sumehow, she did something wrong.

Likewise, DMs should always design and run adventures so that there’s a way for a blood [a powerful,
experienced character) to get out of trouble if she’s quick and uses her wits—and maybe a little charm. This
doesn't mean things have to be easy, but let’s face it, no adventurer can he expected to fight off an army of
githyanki, and on the planes, such an encounter is possible.

Further, the mood in a Pranescare adventure is very important. Nothing should be exactly as it seems.
Planewalkers need to keep an open mind about everyone and everything, Enemies could be at any and
every turn—but so could allies if a basher plays her cards right. Nothing’s cut-and-dried, nothing's black-
and-white. One minute a planewalker could be fighting against the baatezu—the next, for them against
their foes, the tanar'ri.

For a planewalker, it matters less who and what a cutter is than what she believes, Events on the planes
are governed as much or more by belief than anything else. Belief literally is power. It's also what holds
everything together. The factions of Sigil are among the most important organizations on all the planes,
and they are based around beliefs—big beliefs, like those regarding how the multiverse works and the big
“why?* of everything. Factions, hoth as allies and enemies, are always important in virtually any adventure
on the planes, but they are also important because membership and adherence to their tenets may dictate
(or at least sway) the actions of the planewalkers.

Finally, don't forget the importance of Sigil, the City of Doors (also called The Cage). Even though no
adventures in this book take place there, it still is the most obvious place for planewalkers to base them-
selves. It's here, in the city that's said to be at the center of everything, that one can find the current chant
(rumors or information), a wide selection of equipment, important contacts and allies, and just about every-
thing else a planewalker needs. Additionally, with all the portals found there, it offers transport 1o virtually
any place the PCs need to go. DMs might encourage players to have their characters establish permanent or
semi-permanent homes (kips) there. Many of the adventures in this and other PLANESCAPE products are writ-
ten with the idea that the characters hail from Sigil. The Cage is where the action is—or at least the best
place to hear about it.



4 PREPARING FOR PLAY 4

One of the hardest, but mast important, jobs for the DM is
matching the difficulty of the adventure to the power of the
characters. Each scenario in Tales From the Infinite Staircase
was designed for a particular level of PC ability, but if the
characters being used are of higher or lower level (or PCs who
are extra-tough or weak for their level) the DM has to do
some modification. Likewise, changes are in order if the char-
acters are fewer or greater in number than average. While
everyone who has run published adventures is familiar with
this process, it’s still tricky sometimes. Many of the scenarios
contain notes to assist the DM with the task.

Just simply increasing or decreasing the number of ene-
mies the PCs face isn't always a satisfactory way te adjust the
challenges they meet. DMs will find the three PLANTSCAPE
Muonstrous CompenpiuM® Appendices very valuable resources
in expanding the adventures with alternate foes of a differ-
ent—and hopefully more appropriate~power level. Some-
times, however, the course of the adventure must be altered to
accommodate the level of the PCs. Canny DMs remember that
an iron door that is an impenetrable barrier to low-level
planewalkers is a negligible irritation to high-level bloods.
Likewise, while a high-up wizard might be able to read a foe's
mind, low-level cutters are going to have to ask for informa-
tion nicely. In short, the DM should be aware of differences in
power beyond just tougher or easier monsters to fight.

ADVEN+URE FORMA+

Each adventure begins with a few sections to make using it
easier. The first, the Overview, condenses the action and story
of the adventure (and how it is likely to progress] inte a fow
paragraphs as a summary for the DM. The next section, Ad-
venture Notes, contains information on how events in the
other Tales can have an impact on the events in the Tale the
DM is about to read.

Lach of these notes is presented as an “if/then” state-
ment. If the condition described is met, then the effects resuli-
ing from that condition take place in the manner described.
Sometimes, the effects have multiple layers; thar is ro say "if
condition X occurs in Tale 2, and condition Y occurs in Tale 4,
then such-and-such happens.”

Each advenrture also has a section detailing the modifica-
tions that the plane enforces upon those in its confines, par-
ticularly upon magic. Note that the restrictions listed affect
wizards and magical items, but not priest spells unless stated
otherwise. In general, the DM should keep in mind that while
on the Quter Planes, no summoning from or connections to
the Inner Planes or the Cthereal is possible, while on the Inner
Planes, summoning and connections with the Quter and As-
tral Planes are impossible.

Also, all clerics lose one spellcasting level for each plane
that lies between the plane that they currently occupy and the
one upon which their deity normally resides. For purposes of
“counting” planes, on the Quter Planes the DM counts around
the Great Ring of the planes, not across the Qutlands or the
Astral (which lie at its center). See the Pranescare Campaign
Serting or the Planewalker’s Handbook for more details if de-
sired, although all the DM and players really need to know

+6+

can be found in the adventure. The DM should feel free to dis-
count any of the alterations she leels are too strict or inappro-
priate to the Aavor of her campaign.

NO®NPLAYER CHARACHERS

While some NPCs and monsters receive full-blown write-ups,
minor NPCs in this book get only a one-line eniry to give the
DM the basics. These are presented as follows: Character
name or title (Origin*/gender** and race/class and level***/fac-
tion if any/alignment).

*  Prime Py}, Planar (Pl), Petitioner (Pe], Proxy (Px)

** Male (d), Female (%), Genderless (H)

*** A letter indicates class as noted below. A number indicates the char
acter’s level. So, a F2, T3 is a multiclassed 2nd-level fighter and 3rd-

level thief.

B Bard Specialist Wizards:
D Druid Abj Abjurer

E Cleric Con Conjurer

E Fighter Div Diviner

M Mage [generalis) Ele Elementalist
P Specially priest Engc Enchanter
Pal  Paladin m Nlusionist
Ps Psionicist Inv Invoker

g Thief Nec Necromancer
0 Unclassed Ira Transmuter
var  various wil Wild mage

THE @RDER ©F +HE TALES.
@R LACK THERE®F

The options involved in allowing the scenarios (sometimes
valled Tales here) to be run in any order and yet maintain a
consistent over-arching plot require some special attention,
but the payoff is most likely worth the effort, The ability to
run the adventures in any order truly lends itself to a non-lin-
ear plot line. There is no set course for the flow of play—play-
ers have the freedom to choose to go wherever and do what-
ever they wish.

To help the DM and to make the flexible plot work, each
ol the seven Tales presented after the first one has a set of con-
ditions listed at the beginning. The conditions pertain to events
that may or may not have occurred in previously played Tales,
If these conditions are met, the current Tale might be changed
in a small way (and sometimes in a big way). Because of the
changes that can occur to one adventure based on activities
conducted in another, it is quite possible that PCs can travel to
the location of one scenario, play through that Tale as well as
a lew others, and then return to the same location to find
things altered—possibly allowing for further play.

The concept of stages helps the DM organize the Tales,
For purposes of Tales From the Infinite Staircase, the stage is
the way of expressing the number of Tales a gaming group
has played. The first stage is always Planewalkers, the first
Tale. After that point, however, which Tale fits into which
stage can vary. The Lord of Worms might be stage o if the
players decided to go there after leaving the Staircase, but In
Disarray would be stage two if they go to Limbo instead.




Thus, at most, there are eight stages, the specifies of which
will be different from gaming group to gaming group.

The first stage, Planewalkers, takes place on the Stairway
itself and then segues into the other Tales, which can be
played in any order. The specifics within each scenario
change depending on what happens in the previous stages.
Further, some of the Tales can change depending on the stage
in which they are played. For example, if something happens
in one of the Tales that depends on something that might
occur “early on” in the over-arching plot, the conditions
might depend on whether it was played in one of the first
three stages or not. Thus, the stages can be used as a rough
measure of time. Nevertheless, even if the group plays the first
adventure and then goes off and adventures for an entire
game year before returning to Tales From the Infinite Stair-
case to play another adventure, that second adventure is still
only stage two (the measurement of time is vague, the stage
only conveys the order in which events occur in play).

Obviously, when dealing with the listed conditions, the
DM should use common sense to adjudicate and adjust her in-
dividual campaign’s situations with those listed in the adven-
ture. Each group’s course of the adventure is going to differ,
and thus the conditions arc general and can’t always antici-
pate all players' actions. For example, if one Tale has a condi-
tion based on the actions of an NPC in another Tale, but dur-
ing the course of the previous Tale that character died, the DM
must adjust the condition as she sees fit (perhaps the condi-
tion is ignored, perhaps another NP'C fills the role, and so on).

Of course, as with all adventure anthelogies, a DM
should find it easy to use just one or two of the adventures
found in this book. Further, the Infinite Staircase itsell is ex-
traneous to all but the first adventure, so the DM can even ig-
nore that aspect if she wants to. Thus separated, the scenarios
in this book become stand-alone adventures appropriate to
seven different settings.

CONDI+I®NS AND EVENTS
BASED S@LELY ©N S+AGE

Much of the action involving the spread of the Iron Shadow
goes an in the background of the adventure. While the PCs
use the Infinite Staircase to move from Tale to Tale (and thus
plane to plane), other participants in the events—Jazriul the
archon, the kytons serving Quimath [a powerful kyton), the
formian queen Hvix'mnagc, and others travel around as well.
The DM must keep track of where the other “planewalkers”
are during any given stage, as well as the changes that occur
in each Tale over time.

For sake of ease, the conditions in the adventure that
oceur at set stagles, regardless of PC actions, are listed below.
Of course, common sense must still prevail—if the archon
Jagriul is slain before Stage 7, for example, he cannot travel
to Maelost. For more details regarding each event, see the in-
dividual Tales.

STaGE |
4 The Iron Shadow already has fallen on the formian city
of Klictrik an the plane of Arcadia, the human city of
Blurophil on the plane of Air, the Rilmani city of Sum of
All on the Outlands, and the kyton city of Jangling Hiter

on Baator. The Shadow causes grave disruptions in three
of the cities, but the kyton leader Quimath of Jangling
Hiter considers the Shadow a great opportunity to
spread oppression throughout the planes. (In fact, Ky-
tons from Jangling Hiter inadvertently spread the
Shadow to the other three locales while trying to leam
more about the affliction.)

+ The PCs arrive at the Infinite Staircase, encounter the lil-
lendi and the Planewalker's Guild, and overcome (hope-
fully) the tanar'ri called Gerrzog.

4 The formian queen Hvix'mnac, ruler of Klictrik, travels
through a portal to Limbo, inadver-
tently spreatding the Tron
Shadow to the
Spawning Stone.

StaGe 2
+ Jazriul the hound ar-
chon arrives in Blurophil to investigate the Tron Shadow.

STAGE 3
+ The slaadi travel through a portal from Limbo to the
demiplane of Maclost, inadvertently spreading the lron
Shadow unless the PCs drove out the Shadow from
Limbo before this stage.
+ Jazriul the hound archon leaves the plane of Air and visits
Sum of All to investigate the spread of the Tron Shadow.

STAGE 4
4+ The slaadi travel through a portal to the Astral Plane, in-
advertently spreading the Tron Shadow (o the githyanki
citadel of TorNav'roc.

4+ Jazriul the hound archon leaves the Outlands and travels
to Klictrik to investigate the spread of the Iron Shadow.

STAGE 5
4 The kytons travel to Limbo to kill Cahm'Fel, a githzerai
planewalker, because they've learned that he might pos-
sess the secref of stopping the Iron Shadow,
# Jazriul the hound archon leaves Arcadia and travels to
Jangling Hiter on Baator to investigate the spread of the
Iron Shadow.

STAGE 6
4+ The slaadi invade Klictrik to get revenge on Hvix'mnac,
who brought the [ron Shadow to them.
+ Hvix'mnac arrives in the githyanki city of TorNav'roc,
4 Jazriul the hound archon leaves the plane of Baator and
travels ta the plane of Limbo to investigate the spread of
the Iron Shadow.

STAGE 7
4+ The hound archon, Jazriul, travels from Limbo to the
demiplane of Maelost to investigale the spread of the
Iron Shadow.
STAGE 8
4 The hound archon, Jazriul, travels from Maelost 1o Tor-
Nav'roc on the Astral Plane to continue investigating
the spread of the Tron Shadow.

+74




FOR DUTY & DEI+Y

In Tales From the Infinite Staircase, the Infinite
Staircase itself is both the initial setting for the ad-
ventures and a means to gain access to the locations
of mare scenarios. A resourceful DM can use this
springboard to create more adventures related to the
plat provided here or which bear no relation, For ex-
ample, the ForGoTreny Reaums® adventure For Dury &
Deity also uses the Infinite Staircase as a means to
reach the adventure’s main setting, That adventure
can casily be linked with Tales From the Infinite
Staircase to create a larger, grand adventure with two
plots—one which serves as a “subplot” of the other.
The For Duty & Deitv adventure involves PCs
from the prime world of Toril venturing onto the
planes via the Infinite Staircase in an attempt to rescue
the depowered goddess of trade, Waukeen, from the
clutches of the Abyssal lord Graz'zt.
During the Time of Troubles, when all of Toril's gods
were cast down onto that prime world and barred from
their home planes, Waukeen tried to smuggle herself
back to the Outer Planes. Even though she gave up her
divinity for the time she was gone, she still nearly suc-
ceeded. Waukeen was betrayed by Graz'zt, however, and
he holds her to this day, seeking o renegotiate the deal
they'd originally struck to let Waukeen pass through the
Abyss on her way to the Outlands and home.
Graz'zt has more on his demaonic mind than simple
wealth, however. He hopes to parlay his hold on Wau-
keen into a scheme to replace the goddess with a being
of his choosing and under his fiendish control, thus
gaining a foothold among the powers of Toril. Graz'zl
aims to one day gain enough power to pull Toril's en-
tire crysial sphere into the Abyss, gaining him a
fourth layer to rule.
In For Duty & Deity, the ForGoTTen REALMS PCs
must navigate the Infinite Staircase, reach the
Abyss, find Waukeen, and escape with her back to
the Staircase and beyond. Doing so will gain them
the gratitude of a goddess; failing may well allow
Graz'zt's foul scheme to proceed unimpeded,
If the DM wishes to run both For Duty & Deity
and Tales From the [nfinite Staircase, she faces two
major challenges. The first challenge isn't as diffi-
cult as it may seem—the intended character levels
for both adventures differ greadly, Overall, Tales
From the Infinite Staircase can be under-
taken by relatively low-to-medium level
characters, such as third to fifth. For
Duty & Deity is a difficult adventure
even for high-level characters. The
solution is to defer to the levels
needed to undertake the chal-
lenges of For Duty & Deity.
DMs reading through Tales .
From the Infinite Staircase g i
will notice that the adven- -
tures can potentially challenge
PCs of levels much higher than*




those for which the adventure is meant. Slaadi, mind Mayers,
kytons, baatezu—these are foes that can present a threat to
even very high level characters. In the various Tales these are
obstacles to avoid or simply hypass. Higher level characters,
however, can meet these foes head on and possibly survive. In
a few areas, the DM should consider increasing the

number of opponents, and in others the rela-

tive level or power of the foes and

threats should also be advanced.

For the most part, high-level

characters making

their way through

these Tales simply

give the DM the LAW
freedom to “toss off the 2

AB®U+ +HE TR®N SHADOW

The Iron Shadow is an evil, ultimately destructive manifesta-
tion of Order. It drains away creativity, inspiration, and the
will te change. It leaves only lethargy, apathy, and stagnation.
The Iron Shadow resembles a discase, though its victims are
not people but rather places. It spreads slowly across the land-
scape, but it leaps through open portals, seeking o reach new
unaffected areas on different planes. It can spread into a

new area through a gate faster than it can seep out of

an infected area into the space around it, s portals

within the Iron Shadow are particularly dangerous.

However, because of the nature of the Infinite Staircase

and its antithetical nature in regard to the Shadow [see
below), the malady cannot spread through the con-

kid gloves,” so to speak. 7= T B nections made by the Stair.

For example, in Tale CAN'+ RIS+ Intelligent beings within the area in-
4, in which the PCs travel to ANY ef "EII. fected by the Iron Shadow become subject
the plane of Limbe, the DM to the draining ef-
might make the following —WILBAR+ UNNAY, fects if they are
changes: The number of dao PLANEWALKER within the area

and shad in the Dream Diver
doubles, the slaadi around
the Spawning
Stane make an
unprovoked at-
tack upon the
PCs due to their
belligerent malaise
(from the Tron Shadow) and
Phlegamor’s servants double in
number and hit dice (to 8+8).

The second, greater challenge in integrating the adven-
tures lies in lying the plots of both together. If the backstory

from For Duty & Deity is used (disregarding the beginning of

Tale 1), the PCs come ta the Infinite Staircase, but they do not
know the exact path to Graz'zt's layers of the Abyss. Once on
the Staircase, the PCs wander into the area of devastation
caused by Gerrzog (the number of manes can be increased
significantly, or another type of fiend can be chosen using the
Pranescare Monstrous Compenpiun Appendices—should they
be available—and Unthre's level should be increased to about
13 or 14). If they dispatch the fiend (and probably save the
trapped wizard's life), the lillendi come to them and present
them with the challenge of investigating the Iron Shadow—
just as presented at the end of Tale 1. As a reward, they
promise 1o show the PCs the way to reach Graz'zt's domain.

4 BACKGRO®UND +

For as long as space and time have existed there has been a
conflict between Order and Chaos. Order is the stability that

allows the multiverse to maintain existence, but Chaos is the |

force of change that keeps the multiverse from falling into
stagnation. There are as many ways to imagine and describe
the conflict between these two lorces as there are individuals
to think about them. Each force has Good and Lvil implica-
tions. Both are important to life and both can hring swift
death, =,

when the Shadow
first sets in (no saving
throw), or if they spend
a great deal of time
there. If an intelligent being
lingers in an infected area for
mare than two weeks, a suc-
cessful saving throw vs, spells
must be made each week to
avoid the Shadow's effects—magic
resistance does not help against the
drain of creativity and inspiration
caused by the Shadow. (Due to the way the infection works,
the likelihood of PCs becoming infected is low.) The exact ef-
feets of being drained depend a great deal on the target. The
very lawful and the very chaotic in nature face harsh effects—
the lawful are particularly susceptible, and the chaotic have
the most to lose (rilmani, being creatures of balance, are ex-
ceptions and are affected the greatest of all since it pushes
them so far from the center).

Weak (or weak minded) creatures seem drained of en-
ergy, won't volunteer ideas or creative concepts, and hecome
easily manipulated and led into whatever action seems easi-
est, or whatever seems appropriate. More powerful or more
intelligent creatures suffer a similar lack of energy and cre-
ativity, but tend to become brooding and hostile. A stricken
creature of any kind cannot use an artistic proficiency (such
as painting or music); craft proficiencies (such as pottery or
metalsmithing) still work, but anything the character pro-
duces will prove lackluster at best.

If a being affected by the Tron Shadow leaves an infected
area, she returns to normal in 1d6 days. If the Iron Shadow is
somehow dispelled, the effects vanish immediately.

I'wo planewalkers have made discoveries that can halt
the Shadow. Ghuntomas of Thorn, a bubber (drunkard) now
living in Blurophil, once wrote a book entitled Ever-changing
Order, a scholarly treatise on the complementary aspects of
Law and Chaos, In spite of the author’s present condition,
Fver-changing Order is a useful work that can provide impor-

+9+



tant insights to anyone determined to fight the Tron Shadow.
Cahm'Fel, a githzerai living in self-imposed exile on the plane
of Limbo, has distilled a substance he calls Navimas (a sort of
coneentrated essence of chaos). A party armed with both Nav-
imas and the scholarly insights in Ever-changing Order can
cleanse areas infected with the Iron Shadow.

Neither Ghuntomas nor Cahm'Fel is awarc of the Tron
Shadow when the adventure begins, but there a few beings
who have detected it. One of the first places the Shadow
struck was the Baatorian city of Jangling Hiter. The kytons,
natives of that evil place, studied the phenomenon. A power-
ful kyton named Quimath decided early on that the Iron
Shadow represented his own corrupt ideals—namely, the dom-
ineering, forceful suppression of the will of others. Thus,
Quimath has taken it upon himself to attempt to spread the
Shadow as best he can. Unfortunately for him, he hasn't yet
figured out how. He has, however, managed to garner the sup-
part of other kytons to help him in his quest.

Quimath's actions and desires came to the attention of a
hound archon named Jazriul. Thus, he also seeks to find out
more regarding the Iron Shadow, bul he intends to thwart its
evil-not anly is it a foul influence, but it gives order a bad
image that he perceives (rightly so) as being unjust.

To further complicate matters, a formian queen who has
seen the Iron Shadow nearly wipe out an entire city (when
warkers ceased maintenance on a dam, the city flooded) seeks
vengeance, Her actions inadvertently spread the Shadow to
Limbo and the Spawning Stone, and, eventually, the slaadi
strike hack at the formians on Arcadia. The evil of the Shadow
sparks many conflicts and disasters—it must be stopped.

The lillendi, custodians of the Infinite Staircase and fol
lowers of chaos and creative endeavor (the antithesis of the
Iron Shadow), detected the affliction’s presence as it spread to
places touched by the Staircase. Currently, they seek able and
hardy planewalkers to look into the Shadow-affected areas
and discover a remedy or defense.

THE INFINI+E S+AIRCASE

The Infinite Staircase grew out of the Gates ol the Moon in
Selfine’s palace when mortals were first appearing on the
Prime Material Flane. In fact, some tell the tale that the Stair-
case outdates the Gates themselves.

The actual force behind the Infinite Staircase remains a
mystery. A few explorers claim to have heard the sounds of
huilding far off, as though someone or something, farther
along the stair than anyone yet had gone, continued to ex-
pand the structure, Despite this, no evidence exists that the
Staircase doesn't live up o its name and stretch on forever.

One thing is certain about the nature of the Infinite Stair-
case, and that’s that the power that maintains it is rooted in
creativity and development. The different stairways that make
up the Infinite Staircase reach out like grasping hands to
wherever creative endeavor is exercised—painters,
writers, dancers, poets, architects, sculptors, singers,
musicians, planners, and designers of all sorts at-
tract the Staircase, and it roots a connection
close to wherever they can be found. Thus, al-
most all cities (with very few excep-
tions) have a connection to the *

Infinite Staircase, However, sometimes a lone figure in the
wilderness can draw the Staircase as well.

The link to the Infinite Staircase displays itself as a non-
descript doorway or arch. Beyond the opening lies a (usually
small) landing with some stairs disappearing into the un-
known. Typically, these accesses occur behind an old door
that no one pays any attention to in the cellar, or through an
archway near the darkened rear of an abandoned house. Very
rarely are these entrances to the Staircase commonly known.

JAZRIUL

The hound archon Jazriul learns about the Iron Shadow as it
first begins to spread. His primary mission is to investigate,
since he assumes that the problem is too big for him (o deal
with directly on his own.

As he passes through the planes involved in the Tales, he
may very well run into the PCs more than once (the DM
should feel free to alter his movement through the adventure
to make sure this happens). He should zof join the PC group,
even though his goals are the same. Jazriul is a loner and will
not accompany others. However, he can be used as a recur-
ring character who offers help to the PCs when they need it.

Jazriul stands over six feet tall, his body covered in well-
groomed fur. He wears only breeches and golden jewelry,
marking him as among the highest ranks of hound archons.
His sword is golden as well, and he carries it wherever he
travels, although his natural attacks serve him better on
planes far from his home.

JazrIUL, HOUND AktHON: AC 1; MV 15; HD 6; hp.37; THACO 15
(13 with sword); #AT 3 or 1; Dmg 1d4/1d4/1d8 (fist/fist/bite)
or 1d8+2 (long sword +2); SA shapechange into a dog or wolf,
cast continual light, detect evil, infravision, and teleport with-
out error all at will, protection from evil 10-foot radius and
tongues always active; SD +1 or better weapon to hit, aura of
menace causes opponents to save vs. spell or suffer a -2 at-
tack penalty until they successfully strike; MR 10%: SZ M (6
tall); ML fanatic (18); Int avg (9); AL LG; XP 2,000.

Special Equipment: long sword +2 (Mount Celestia
forged), ring of plane shift (grants the wearer the ability to
cast plane shift on himself and up to 250 additional pounds of
cargo or passengers; has 10 charges), 1,000 gp worth of gold
Jewelry (collar, earrings, rings, etc.)

C®NCLUDING
4+ +HE ADVEN+URE 4

The nature of Tales From the Infinite Staircase makes it diffi-
cult to tell when the adventure is really “over.” The PCs might
decide to take on the task of finding a remedy for the Iron
Shadow (using the Navimas from Tale 4 and the
book in Tale 7, or after talking to Ghuntomas of
Thorn in Tale 5). In this

quest, the end
comes after the
party has



dispelled the evil affliction from all the planes
that it currently infects—or when the PCs
choose 1o stop, whichever comes first,

Should the PCs remove the [ron
Shadow and return to the Infinite Staircase, a
lillend meets them on the stairs. She carries with her a
large bag. “You have done wonderfully—far beyond
our wildest dreams. Your skill and hravery shall be re-
membered among the lillendi for all times.” With
that, she presents the PCs with the bag, which con-
tains 1,000 gp and a small leather case holding a
single silver ring. When they look at the ring, the
lillend says “Use your ingenuity and skill once again
to think of how to use the potent power of that ring to
its fullest. [t can grant you a single wish.” It is indeed
a ring of one wish. The DM should also award the
group 10,000 experience points to divide among them.

Of course. all the lillendi asked the PCs 1o do was to
gather information. They may decide to learn what they can
regarding the Iron Shadow and return with that alone—still a
successful adventure. In this case, a lillend meets with the
PCs when they return to the Staircase. She asks if
they will write down the information that they
have gathered and present it to her in that
form. Immediately, however, to reward them
for their troubles, she presents them with the bag
containing 1,000 gp (but no ring). Upon comple-
tion of the written information, she can do any one of
the following:

+ Arrange to have any slain PC (or NPC) raised
# Grant all PCs an artistic talent proficiency
+ Give them 1,000 additional gp

The group should gain 5,000 experience points to divide
among them.

The DM should be apen to the paossibility that taking part
in one of the adventures presented here might lead the PCs off
on a “side” adventure related to something that occurs in the
scenario. Perhaps the PCs can persuade Jazriul to take them
back with him to Mount Celestia for healing, aid, or advice.
Perhaps they can confer with a noctral there or something
similar.

Whatever the case. the PCs may get off the track in a
small way or a major way. If they don't come back to the pub-
lished adventure until later, that's OK—even if they've gained
levels or power, cach adventure in Tales From ihe Infinite
Staircase is malleable enough to challenge PCs of differing
levels with little work.

The events within the Tales may lead to future adven-
tures, The Iran Shadow, unless completely (and quickly) erad-
icated by the PCs, continues to spread. The infected areas of
Blurophil and Jangling Hiter alone are filled with so many

portals the Shadow likely spreads before the PCs can infer- |

vene. The DM could easily come up with new adventures in
new locales (reached by the Infinite Staircase if she so
chooses) wherein the PCs must banish another infestation of
the Shadow in a new plane. Even Sigil itself could fall under
the Iron Shadow, wreaking ill upon the City of Doors until it
is banished. s
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The DM may also wish to develop an adventure for the
PCs in which the origin of the [ron Shadow is explored. Was it
created by some lawful evil fiend in Baator, or did it spring
forth on its own as the result of some horrible battle on
Acheron? Perhaps a malfunction of the gears on Mechanus
[caused by an evil rogue modron?) produced the Iron Shadow.
With the knowledge gained in Tales From the Infinite Stair-
case, the PCs can travel to the heart of the problem and de-
stroy it

Most likely, the PCs have made many new [riends and
enemies in their travels. When another, new challenge rises
before the rilmani of Sum of All or the formians of Klictrik,
they may turn to the PCs if they need help. The Planewalker's
Guild will remain a valuable contact wherever the PCs gn—
particularly if they joined the guild's ranks.

Further, the Infinite Staircase remains a secret that, once
discovered, offers the PCs a (fairly) simple way to travel the
planes. Once they've established a rapport with the lillendi
and begin to master the secrets and tricks to the Staircase,
they'll be planewalking masters soon enough—and the DM
will have a mechanism to create adventures throughout the
planes that the PUs can easily reach.

Lastly, foes like the kytons, the dao slavers, or a fiend like
Gerrzog are not going to forget the wrongs inflicted upon
them by the PCs. They're going to want revenge. They're also
going to continue committing their evil acts until heroes like
the PCs put a stop to them.
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You've seen the doorway, and you've wondered all your

life where it goes. It goes here. That's vight. The answers

to vour questions are found here, an the other side

l ALIE l: of the door. Sure, it looks like it just leads fo some

stairs, bul where do the stairs go? Have you ever

PLANEWALKERS it

The stairs go pretty far. No, not just to ihe
cellar or the attic.

They go fo places of creation, of artistic ex-

pression, and of grear endeavor. They take vou to your heart’s desire.

These stairs

g0 ... EVErVIEREre.

4+ OVERVIEW +

The player characters seek Oriam

Trascalia, a plane-

walker known

to spend time

with the Plane-

walker's Guild, an

organized group of

adventurers who base

themselves on the Infinite Staircase. During

their search the heroes become embroiled in events that threaten the Guild and the

caretakers of the Staircase, the lillendi. An insane sorceress has accidentally un-

leashed a destructive tanar'r, which has begun laying waste to the Infinite Staircase.

To find (and ultimately rescue) the individual they seek, the PCs must overcome—or at
least bypass—the tanar'ri and his servants, as well as the sorceress.

In the end, the lillendi reward the PCs with some information, and yet another

task that will rake them to various locations accessed by the Staircase.
This adventure is intended for characters of levels 3-5, although charac-
5 ters of higher levels will also be challenged—particularly if they normally
choose Lo fight their way out of difficult situations.

STAIRCASE,

' SHFRRGES 4+ ADVEN+URE NO+ES 4

ABBU+ MUCKING ak

WIdH ALL +HB If the DM chooses to use the underlying plot which ties to-
DDING R+ALS AND gether all the adventures in Tales From the Infinite Staircase,
; A B s this Tale should be played first. Thus, events of the other Tales
tielk +HRICE-DAMNED KEYS. do not have any cffect on this one, Whether or not the other
adventures are used, all that the DM has to worry about at this
—P®SEURE SPIEDA, point is getting the PCs involved. Once the PCs begin this ‘Lale),r leading them
PLANEWALKER into the other adventures is easy—in fact, the player characters themselves
will drive the plot from that point on.

S+AR+*ING +HE ADVEN+URE

F'rone il If the player characters base themselves in the City of Doors, the impetus
that gets them invalved in the adventure is a tiefling named Ghicena (PI] % tiefling/
W4, T5/Society of Sensation/N). If human, Ghieena would be considered plain—she
has dull eyes, bland hair, and a slightly flabby form. However, Ghieena is neither
human nor plain, because her fiendish heritage has bestowed upon her a crimson
hom julting nine inches from her forehead.

Ghieena works in Sigil as a woodcrafter while she studies the magical arts under
her tutor, an elven wizard named Fyn Longfingers. Ghieena's been given an assign-
ment by her teacher; she is to deliver the formula for a potion to a wizard named
Oriam Trascalia. Fyn's intentions were that her pupil would use spells she had learned
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fo summon a creature, such as a
mephit, to carry the formula to Oriam,

who was many planes away. Unfortunartely, under
the strange laws that govern the reality of Sigil, no sum-
moning spells function within the city. Nothing can enter
or exit the city except by the portals that make it famous,
Thus, Ghieena would have to leave Sigil through one of
the portals to cast a summoning spell. This is unfortunate
because Ghicena can't use portals, Through a unique and heretofore unheard of
quirk of her tiefling makeup, portals do not function for her. This means that she can
never leave Sigil—the name “the Cage” has special meaning for her, Further, because of

pride, Ghieena’s never revealed this secret to anyone (including Fyn) and she never intends to.

This is where the PCs (finally) come in. Ghieena has quietly let the word spread that she is
looking for planewalkers for hire to deliver the formula to Oriam. These rumors don't contain much in the
way of detail because Ghieena isn't very forthcoming with them. If the PCs track her down after hearing
the rumors, they'll find her at the Yawning Rat, a disrcputable tavern in an impecunious part of Sigil's
Market Ward—as far away from her normal stomping grounds as she can get.

As either an affliction or an affectation (no one knows for sure but her), Ghieena speaks only in a low
whisper. She'll tell all comers that she’s looking for someone to make a light delivery to the plane of Ys-
gard. She doesn’t expect the trip to be dangerous (the proper response is, of course, “that's what they al-
ways say, berk!”), If asked about the contents of the delivery, or why she doesn’t make it herself, Ghieena
will reply that such things are her business, and no one else’s, She'll go so Ffar, if pressed, as to state that
the delivery is but a scroll in a tube, and that her current circumstances prevent her from traveling at the
moment (which is true, so far as the statement goes).

The reason that there’s been no takers so far (although Ghieena won't reveal this) is that she can't af-
ford 1o pay much. She’s got 134 gp saved up. and she’s willing to spend it all. Her initial offer, however,
is only 100 gp. By the time the PCs reach her, she's gotten a little desperate. and so she'll resort to plead-
ing and falling upon the characters’ mercy if she has to. She's even willing to give them half of the pay-
ment up front and to go as high as 200 gp for the job—although she doesn’t have it all at the moment
lagain, she won't reveal this to the PCs), she hopes to scrape it together by the time they return.

II"the PCs accept, Ghicena gives them the formula in a sealed brass scroll tube and even provides di-
rections to a portal that leads to the Gates of the Moon. Of Oriam Trascalia, “Look for the Planewalker's
Guild,” she says, “he’ll be there.” That's all she really knows. The portal lies in Sigil's Guildhall Ward,
within a garden’s archway. The key is an ounce of silver (which can be a part of a larger mass of silver, al-
thaugh the portal consumes the key).

Frow tue Privie: Introducing PCs from the Prime into the adventure is fairly similar to the routine detailed
above. Instead of the tiefling Ghieena, however, the less obtrusive Torveir Kilnistoch (Pr/ 4 Human/F5/NG)
contacts them. Nevertheless, Torveir's means of contacting the characters makes the encounter just as
strange, if not stranger.

Torveir is a planar traveler from the prime world that the PCs hail from (or at least currently occupy).
He has been to a number of the Quter and Inner Planes as well as the city at the heart of it all-Sigil. While
in that City of Doors, Torveir met Ghieena and fell in love with her. When she could find no one to deliver
the formula, she asked Torveir to do it, although she really wants nothing to do with him (she does not re-
turn his affections).

Torveir, for all of his enthusiasm and good intentions, is what many planars (at least those from Sigil)
would call a berk. A leatherhead. A rube. A gully. A sodding dolt. That is to say, Torveir's not entirely
competent, Thus, rather than just using the portal that Ghieena told him about, he decided to take a “short
cut” through another series of portals and wound up on the prime material world of the PCs, In payback
for past debts owed to him, a local criminal named Erreth sent his thugs after Torveir upon his return to
his old homeland. Now, beaten and bruised, Torveir must find someone else to finish his mission.

Alter making his way to a nearby inn and gaining a room in which he can rest and heal. Torveir uses
amagical item [his only one) called the amulet of whispers, This item has 24 charges and allows the
wearer to use a message spell as though he were a 10th-level wizard. Further, the recipient of the message
does not need to be within sight of the user. Torveir begins to send out messages to all who are nearhy—
including a PC or two. Those contacted can reply with short whispers of their own, and Torveir attempts
1o convince those who respond o come to his room. DMs can use this strange approach to really catch the
PCs off-guard (Torveir isn't even canny enough to realize that this method of contacting peaple is weird).
Torveir's actions make most people suspicious, so no ane comes other than the PCs (il they dao). Torveir
always seems to pick the oddest way of doing things.
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When the PCs meet him, he’s obviously been severely in-
jured, although his wounds are well tended, [is sandy brown
hair is matted, but his injuries don't completely hide his bay-
ish good looks or the compelling gleam of enthusiasm in his
eye.

Unlike Ghieena, Torveir has a good deal of money. [le of-
fers those who come to him 100 gp each as well as the amulet
of whispers to deliver the formula to Oriam Trascalia. He'll
also tell anyone who will work for him where the nearest por-
tal to the Gates of the Moon lies (a reward in itself, in
Torveir's opinion).

Frone Anvwhegre Erse: If the PCs are anywhere else when the
DM wishes to start the adventure, the best way to incorporate
them is a variation on the method detailed above for PCs on
the Prime. Torveir has simply come to wherever the PCs are,
and a portal takes them from that plane to the Gates of the
Maoar.

¢ THE GA+ES ©F +HE MO@N +

No matter where the PCs come from, they’ll almost certainly
end up using a portal to reach the Gates of the Moon. The

portal takes them to a spot just outside Argentil, the palace of

Seltine, goddess of the moon and stars. Their first sensation as
they enter this realm is the sound of crashing waves, for Ar-
gentil is located on a rocky island lit by the bright glow of a
nearly full moon.

In the realm of the moon goddess Seliane, the Moon
Gates fluctuate as the moon does; the light here wanes and
grows very slowly, as the waters move in rhythmic tides. Like-
wise, the mood of the inhabitants also shifts from calm and
friendly (and even frolicsome] to dark and brooding (and oc-
casionally to anger or despair). Kind DMs will have the PCs
arrive during a bright time, when the moon's phase waxes
and the people and realm welcome travelers. Further, since
the Infinite Staircase is only accessible during times of the full
moon (a condition which lasts three full “days” out of a
month here), PCs arriving at other times will have to wait up
to a month, A recommendation would be to have the PCs ar-
rive shortly before the full moon, to give them a short time to
explore and experience the Gates of the Moon before ascend-
ing the stair,

The first living beings encountered by the PCs will most °

likely be the shards. These beings resemble human women but
are composed of moonlight and flame, the illumination of

which shines visibly in their eyes, their hair, and even from .

the tips of their fingers,

Shards have unpredictable temperaments. They try to be =

friendly and accommodating, yet they are quick to anger and

easily offended. Anything pertaining (o Seltine, the realm, the .

palace, the moon, or the shards themselves might enrage them
if phrased as anything but a compliment. If angered,.they
might attack characters for a round or two or they might just
leave, If treated well, however, the shards can relate that the
Planewalker's Guild has its headquarters on the Infinite Stair-

case. They'll even show the PCs how to get there and tell them

a little about its nature if asked nicely.
The shards and the Iillendi (see below) tolerate each
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other, but a body would not call them allies. The shards do
not go into those areas under the jurisdiction of the lillendi,
and vice versa.

Suarn: AC 6; MV 12; HD 3; hp 14: THACO 17; #AT 1; Dmg
14 [fist); SA casts light, darkness 10-foot radius, burning
hands, faerie fire and dancing lights each 3x/day (at 5th
level); SD immune to fire, can see in any amount of light,
darkness or shadow; 52 M (5" tall); ML steady (11-12): Int avg
(8-10); AL CG; XP 975,

+ THE INFINI+E S+AIRCASE 4

Deep within the palace of Seline herself, the Infinite Staircase
rises up and stretehes into myriad worlds. The palace itself,
called Argentil, is gigantic. Its entire surface, inside and out,
glistens with polished silver. Most of its long, echoing halls
stand empty with only an occasional shard or lillend carrying
out a task for the mistress,

Entrance into the palace isn't as hard as a newcomer
might think. The entrance is watched by a single golem made
of whitish silver [similar to an intelligent iron golem). A shard
or lillendi escort can get anyone inside. Further, the golem
stands aside for anyone who simply states he has business
within Argentil or seeks the staircase. Only those with no ob-
vious business in the palace—sightseers, for example—are
turned away. Fven people with foolish requests, such as those
seeking an audience with Selne, are permitted inside, al-
though they'll never actually be able accomplish such a task
[unless Seliine wishes it). See, this is the palace of a god, and
so security really isn't an issue. Seltine knows all that tran-
spires in her realm art all times and anyone meaning her ill
gets the Fate he deserves. Thal is to say, anyone stupid enough
fo enter the Gates of the Moon seeking to attack, steal from,
or even spy on Seline is instantly and automatically de-
stroyed—a fate one should expect in a god's own realm.

Once the PCs move beyond the entrance, a shard escort
appears to take the PCs where they wish to go. The path
through the palace is long and awe-inspiring, as only the
home of a deity can be. Finally, their escort brings the charac-
ters 1 a set of huge, intimidating doors, in the silver surface of
which is carved the symbol of infinity. When someone ap-
proaches the doors and comes within 25 feet, the symbol leaps
off the surface. A lillend with a golden mask that shows no fa-
¢ial features materializes behind the symbol, so that the sym-
bol now appears to be etched into the mask. She welcomes the
visitors, asking them their names and intentions upon the Infi-
‘nite Staircase. There is always one lillend stationed here.

Suver Gorem: AC 3; MV 6; HD
18; hp 80; THACO 3 (0 with scythe +3); #AT 1;
Dmg 4d10+3 (scythe +3); SA breathes poison gas once every
ven rounds, Strength 24; SD immune to weapons of less
‘than +3 bonus, immune to maost spells, magical fires heal 1 hit

point per die of damage; SW electrical attacks slow the golem
for three rounds; SZ L (10 tall); ML fearless (20); Int very
(12); AL N: XP 13,000,

Notes: gas hreath can be used in addition to a physical
attack. Gas fills a 10-foot cube directly in front of the golem
and lasts 1 round. Creatures within the cloud must save vs.
poison or die. This golem is immune to rust monster attacks.

THE LILLENDI

The lillendi serve as the guardians, custodians, and managers
of the Infinite Staircase. Complex and sometimes perplexing,
the Tillendi appear to be human or elf women (or rarely men)
with the lower torsos of multicelored serpents and the wings
of some strikingly patterned bird.

Each lillend belongs to one or more of the various mys-
teries of their kind—these operate more or less like secret soci-
eties (or, from a Sigilian point of view. factions), cach with its
own bit of eternal wisdom or knowledge. The more mysteries
that a lillend belongs to, the greater her status, which is then
reflected in the mask that each wears. All of those immedi-
ately around the Infinite Staircase wear fuceless masks of in-
[inity, although the lillendi stylize them in different, subtle
ways (the variations only hold meaning for the lillendi).

As lovers of music and art, nothing is more dear to the
lillendi than creativity. Thus, the Infinite Staircase is their
most sacred site. To harm, malign, or even threaten the Stair-
case is to do the same to them, and while the lillendi are gen-
crally peaceful, that doesn’t mean that they're not dangerous.
Once angered, these chaotic beings hold a vicious grudge.
They seek blood as payment for all transgressions.

Their respect for artistic expression means that while
gold and even [ood mean little to them, a song, a poem, or a
piece of artwork holds for them great value and meaning,
Canny characters would be wise to learn this fact, because at
some point in the adventure they might find it useful to give
the lillendi what Cagers call garnish—bribes.

DMs should note that while
the lillendi will admit
any who wish to climb
the Staircase (for
if they have
made it this

far, it must be the will of
Seliine), most of the snake-
women have a prejudice against
baatezu—and thus, tieflings with
baatezu heritage, which the lillendi can
detect—and modrons, rogue or otherwise.

iienn: AC 3; MV 9, FI 27 (C), Sw 15; HD 7+14; hp 42;
THACO 11 [10 with weapon); #4AT 2; Dmg 24d6 (tail)/ 1d8+1
(scimitar or long sword, plus Strength) or 1d6+1 (spear or
powerful bow, plus Strength); SA foes hit by tail automati-
cally suffer 2d6 points of damage a round fram constriction,
influences moods and casts spells as a 7th level bard, plus
casts darkness, hallucinatory terrain, knock and lighr (each
Ix(day), fire charm, Otio’s irresistible dance, pass plant, poly-
morph self (into humanoid form only), speak with animals,
speak with plants and fransport vig plants [each 1x/day); SD
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+1 or better weapon (o hil, immune to poison, nonmagical
fire, level draining, musically based magical effects, and en-
chantment/charm spells; MR 25%; SZ L (human torso and 20
tzil); ML champion (15-16); Int high (13-14); AL CN or CG;
XP 9,000.

Notes: Constricted foes can break free with a bend bars
roll, constricted foes of less than 250 pounds can be carried
aloft and dropped. all constricted foes suffer a -3 penalty to
attack, damage, and saving throw rolls, lillendi cannot inflict
constriction damage while carrying a foe in the air.

Special equipment: Faceless mask of infinity

Spells (3/2/1): 1st—derect magic, dancing lights, charm
person, 2nd—blur, hyprotic partern, 3rd—dispel magic

CLIMBING AN INFINI+E S+AIR

The bottom of the Infinite Staircase is a large (200 foot diame-
ter] circular chamber. The room rises up like a shaft as far as
anyone can see, with a singular spiral staircase made of silver
winding up the center, seemingly unsupported except at its
base. Green tendrils of ivy hang from the silver stair at irregu-
lar intervals. The curious will find it impossible to determine
where exactly these vines originate—they entwine this entire
portion of the staircase needing neither rain nor sun. Many as-
sume thal they are somchow rooted on a plane thart the stair-
case reaches at some point. The stairway is 20 feet wide and
the rest of the chamber and subsequent shalt appears empty.
The lillendi use the vines on this lower portion ol the
staircase for many purposes. Using their magical abilities,
they can speak with the ivy and even use their transport via
planis powers to travel from one large clump to another. Fur-
ther, lillendi with the faceless masks of infiniry can magically
hide themselves within infinity symbols just as did the
‘guardian at the door described above. This is a special form of
improved invisibility that they can access three times per day.
‘Whenever a lillend vanishes, an infinity symbol marks the lo-
“tation; however, lillendi are clever enough to make sure the
‘symhol is difficult to spet (not a hard task here among the
vy) when they truly wish to remain unnoticed. Once hidden
\in a symbol, a lillend cannot move, but can use spells and
spell-like powers. They also can make melee artacks against
‘any foe that comes with reach. The power works only for lil-
lendi and only for those with those specific masks.
Thus, while the room appears empty, it almost never is;
'1d4-1 lillendi reside here at any time, albeit hidden. These lil-
di spend most of their time silently attuning themselves lo
the essence of the Infinite Staircase, They hope to gain encrgy
nd awareness from the creativity that flows through the
taircase from all the other planes that it joins. They will shaw
themselves il the single guardian of the deors requires assis-
lance, hut rarely at any other time,
Before any newcomer begins to ascend the Infinite Stair-
e, the guardian lillend instructs them briefly on the ways
ind the dangers of the stair. Specifically, she tells them that
stair is a magical pathway that is drawn to great concen-
tions ol creativity. Thus, the Staircase mystically joins with
y area on any plane where intelligent beings have ex-
ed some sort ol creative spirit. While some might simply
that the staircase just goes to where intelligent beings
ell-and others just say it goes*to cities—the lillendi are

very specific about the Staircase’s link to creative enterprise,
thoughrs, and ideas. “Rising out of the day-by-day, well-or-
dered sameness, a creative idea is something from nothing,. It
is new and different. It is rhe ultimate expression of the
beauty of chaos.” Or so the lillendi say. when they're feeling
loguacious.

As the stair winds and twists to reach each of these
places, accessed through doorways found on numerous land-
ings, a wise traveler can tumble to—ligure out—a bit abour
where the doorways go. Stairway portions that lead to evil
planes are thick with shadow and spine-chilling cold. Those
leading to one of the Upper Planes appear generally clean,
bright, and warm. Connections to other planes are not so cas-
ily ascertained.

A side effect of the power of the Infinite Staircase is its
ability to sense a body’s heart's desire. Further, the Staircase
can take someone directly to his heart’s desire, for it lies on
the other side of one of the many doors leading off the stair.
This can be dangerous [in a manner of speaking), because
once a person finds his heart’s desire, he's not likely to ever
leave—he's happy, but any other plans or destinations that he
had while on the stair are for naught. He's gone for good.

This danger only rears its head when a planewalker travels
the Infinite Staircase alone, If this happens, he suddenly finds a
path on the stair that he probably didnt notice belore. He linds
himself presented, at the end of this new branch of the stair-
case, with what is obviously his heart's desire (the DM and
player must canfer to determine the exact nature of this). At
this puint, the decision as to whether the PC accepts his heart's
desire is really up to the player. However, if the DM wishes to
handle this through game mechanics, the character should at-
tempt a Wisdom check. This roll has a penalty of -4, but a +1
honus is awarded for each level of the character. If the check is
failed, the PC accepts his heart's desire and goes through the
doorway, never to be seen again. If the check is successful, the
PC can resist the remptation if the player so wishes, The DM
should permanently remove a character accepting his heart’s
desire, for once there, he will never leave (however, it should be
stressed that it is not a false temptation—the PC truly has
reached happiness and fulfillment). Once a character resists ac-
cepting his heart’s desire, the Staircase will never take him
there again. If he wants to one day reach the place he saw, he'll
have to use some other means to get there,

If treated wirh respect, the lillend guardian will also warn
the PCs that some of the locations connected by the Infinite
Staircase seem to be afflicted wirth some dire malady. She
warns them to look before they leap, so 1o speak. The lillend
reters (o the Iron Shadow, which plays a great part in the
other adventures [Tales) in this product. At this moment, how-
ever, she most likely does not trust any newcomers enough to
tell them more (that comes later—at the end of this Tale). She
will also tell them how to get to the Planewalker's Guild,
which lies high up on the stair.

When someone first begins an ascent, the Infinite Stair-
case appears as a spiraling silver stairway (as described ahave)
entwined with ivy. The first landing waits over a thousand
feer above the level of the base, which is no longer visible at
that point. The landing is a 200-foot dise, with numerous
other staircases, all of different appearance and composition,
extending off it like tentacles. Walls are no longer visible; in-
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stead, each stair simply disappears into hazy darkness (visibil-
ity is about 250 feer).

As characters follow the lillend's directions and proceed
up the Staircase, they traverse many different stairs and many
different landings. Often, they van see flights of stairs other
than the one that they tread. Semetimes, these staircases are
oriented in different directions from the one that the viewer
stands upon—up, down, left, and right are not the same for
travelers on those stairs as for the PCs, Nevertheless, a trav-
eler never notices a change in his own orientation (although it
does happen, as the Infinite Staircase impossibly rurns hack
upon itself like some sort of optical illusion),

These sights emphasize the sheer size of the place, It may
very well take a body two or three days of climbing (or possi-
bly descending, depending on where he starts) to get where
he's going. Considering that the terrain is stairs the whole
way, this can be an exhausting undertaking. If a character
climbs the Infinite Staircase for more than one day for every
six points of Constitution he has (rounded down). he must
make a Constitution check. A failed check indicates that the
character sustains 1d2 points of damage from the strain he's
placed on his body. The character can push on if he wishes,
but must repeat the Constitution check at a cumulative
penalty of -1 (and risk further damage) each day. Foolish
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peaple can literally climb themselves to death. A full day of
rest eases the strain.

Now, there's no map of the Infinite Staircase for
the DM to reference, and the place’s
name should suggest why. Thus, the

DM has to estimate “travel times”

between a traveler's des-

tination and his starting

point, This should usu-

ally be in terms of hours,

or at the most one or two days.

Longer trips are possible, but at that point a

canny cutter begins to wonder if there are bet-

ter means of traveling the planes. ‘Course, if

mast of the trip is

going down, it’s not
s bad...

During the

54 i L s L course of a trip be-

[ eet+s DELIVER A PACKAGE tween two points on the Infinite

+& same BASHERS en M@BUN+ CELESHIA. Staircase, a planewalker crosses
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BY +HE NAME AL®NE— slralght. wooden stair-

cases, spiral stairs
made of metal. wind-
ing curved stairs of
stone, and more. Landings are fre-
quent, and they usually have other
stairs connecting to them, so it's
casy for a hasher to get
lost it he doesn't know

where he's going.

If a character attempts to use magic (or other means) to
circumvent the travel time, the action results in its own set of
problems, Flight, magical or otherwise, is perfectly safe on the
Infinite Staircase as long as the flyer stays to the general path
of the stair and doesn’t fly more than 25 feet or so from it.
Flying off the stairs farther than that, or attempting to fly
from one portion of the stair to another (that is to say, with-
out following the normal progression) brings greater risk.
There is a 25% chance that the flyer accidentally passes
through an invisible fold in the space that the stairs occupy.
Such a character is flung into some random plane. Most such
travelers are never seen again. It's not hard to imagine why
most planars equate the word “lost™ with “dead.”

Teleporting from one location on the Infinite Staircase to
another runs the same risk with the same result—and this on
top of the normal danger involved with teleportation. Tele-
porting from a location on the stairs to somewhere off the
stair—even through a doorway—is impossible, Such a trip re-
quires a teleport without error spell, a plane shift, or some-
thing similar.

Falling off the stairs carries the same risk of slipping into
another plane, If that deesn’t happen, the poor sod will likely
fall 10d100 feet before hitting another stair below him (or the
base of the stairs in the palace of Seliine if he's that close to
the bottom). Falling off isn't a good idea. What's more, with
the shifting orientations of the Staircase, it's possible for a
traveler to see something falling past where he's standing, but
falling “up” as far as he's concerned.

[l AL, ]
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LANDINGS AND D@@®RS

The stairs and landings vary in size and composition. Many
are small, only big enough for a single door and one or twa
adjoining stairs. Others are huge, so large that a body can't
even lay eyes on the entire landing at once. Most such land-
ings have many doors and many adjoining staircases (and
many of the stairs are huge themsclves—some large enough
to lead an army up or down). Some landings arc dead-cnds,
with only a deor and no continuing staircase. Every landing
always has a door—the appearance of which can vary fram a
simple wooden portal to a metal valve to an open archway.

Obviously, focused adventurers will resist the urge to ex-
plore every branch of the Stairway and each door. However,
they might peek through the occasional doorway to see what
lies beyond or even pass through to rest for awhile in the
place on the other side.

Each door opens into an unobrrusive area in the location
beyond, Many are doors in some farsaken cellar, or doors in
abandoned buildings. In any case, it’s not a door anyone pays
much attention to. The vast majority of people on the other
side have no knowledge that a link with the Infinite Staircase
is nearhy. Most don't even know it exists at all. A few sugges-
tions to DMs for possible door destinations include:

+ The Ciry oF Brass on THE ELEMENTAL PLAKE 0F FiRe: This city
of the efreet offers no shelter for travelers, In fact, with-
out some sort ol resistance or immunity to fire, anyone
stepping through this open archway suffers 5d 10 points
of fire damage per round. Fortunately, berks are warned
hy a feeling of great heat around the arch, and the view
through it shows a metallic city filled with Mames.

A TINY VILLAGE ON THE PRIME WORLD OF OERTH CALLED CERTHIS:

The burg has a population of 230. The innocuous door-

way leads into the wine cellar of the village's only inn,

The Good Rest.

#* THE ABYssal CITY oF Broken Reacu: This is a dangerous
hurg filled with tanar'ri and evil creatures. Shadows
shroud the iron door that Ieads from the Staircase to this
place. A small storage room in a dank dungeon lies be-
yond the door.

#* Tue Gare-rtown oF TRADEGATE: A simple, wooden door
leads (o a forgotten cormer of a warchouse in this peace-
ful mercantile town.

# GUNTHIS, A SPRAWLING PRIME CITY: This vast metropolis

(population 100,000+) is found on the prime world of

Tuimuhva. The stone door slides open slowly to reveal a

back alleyway in the city’s lower class district. The door

is difficult to find from the Gunthis side.

MYTHENDSCA, MYCONID CITY: Located in a remote region of

Mechanus, this strange city is grown rather than built,

inhabited by the fungoid myconids. The door is a

strange, roundish, organic tube that connecrs with the

interior of one of these fungal buildings.

+

"

+

hills {on a prime world of the DM's choice], the ruined
foundation of an abandoned temple stands in silent
vigil, with an access to the Infinite Staircase for no one
to find. The door is a simple, iron-bound wooden valve,
obviously old and ill-kept, almaost falling aff its hinges.

Rumen Tempee oF Tarmos: On a desolate stretch of rolling .

S+AIRCASE ENCOUN-+ERS

For the most part, travelers on the Infinite Staircase find it o
be a loncly, desolate place. Encounters or even sightings of
other travelers are rare, Usually, a planewalker will climb the
stairs a whole day and never see another soul.

The chance of a random run-in with another creature on
the Infinite Staircase is about 1 in 10, checked at least once
per trip, but at the most twice daily. If the DM would like to
generate such encounters randomly, he can use the following
table or create one of his own, using this as a model:

1. DOMESTICATED ANIMAL: A cat, a dog, or even something as
strange as an cthyk accidentally passed through a doorway
onto the Infinite Staircase, leaving its owner far behind. Now
it wanders aimlessly, looking for food and possibly a new
OWner....

2. Wi animat: This animal also wandered anto the staircase
accidentally, but it's certainly not looking for a new owner.
Considering how scarce food is here, it's probably very hun-
gry. A herbivore might actually approach travelers looking for
food, while a carnivore probably just attacks (DMs can as-
sume a 0% chance of either if they wish).

i Lost coun: Like the animals, this child also wuandered onto
the Infinite Sraircase by accident, probably exploring some
place that the grown-ups never go. Although she's scared,
Lyyasna has a strong sense of curiosity. This strange and
somewhat [rightening place has her interest piqued—she’ll be
leery of the PCs, but not terrilied. She's also prerty hungry.

4. Geyast traverer: Winthrys [P/ air genasi/P4/Fated/CG), a
priest of Chan, is on a mission for his church, delivering a
message, He is distrustful of strangers and unlikely to interact
with other travelers.

5. Baganatoni: This fiend, a master of yugoloths, has business
ol'its own and pays no heed, for good or ill, to others it meets.
It literally will not pay attention to the PCs in any way. If at-
tacked, it uses its feleport without error ahility (risky as that
is) to escape.

6. Group oF TRAVELERS: This group of planewalking adventurers
consists of Gerindos (Pr/ < Human/F5/NG), Ferley Gildenstaff
(Pr/? half-elf{fF4, Wa/N), Namros (Pr/d gnome/T5/N), Kilder
Hon (P1/% human/Ps/Believers of the Source/CN), and Rean-
thinomon (PI/& bariaur/F4/Doomguard/CG). They seek a
doorway elf Lhe staircase that leads ro Sigil, and would be
willing to give up to 80 gp (o anyone who can direct them
toward one.

7. GrRUMPY pwake: Dernan (Pr/3 dwarf{F9/N) is completely
last, but he'll never admit that. However, the situation has
him in a foul mood. Although he won't ask for help he may
stop to speak with the PCs just to see if he can glean some
sense of direction from them. Overall, however, he's so
grumpy that it's unlikely that anyone will want to talk to him
for long.

8. Litenp: As one of the watchers/guardians/custodians of the
Infinite Staircase, she can give directions or provide aid fo
travelers if approached respectfully, but she can also hide
along the stair (with a faceless mask of infinity) to watch the
PCs’ progress and actions.

S. Manticokz: This monster has wandered onto the stair and
now angrily attacks all that pass by its makeshift, bone-filled
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lair on a small landing,. It attacks all that approach the land-
ing, as well as those on stairs nearby it {even those with dif’
ferent orientations) with its tail spikes. The manticare feeds on
what it kills.

ManTicore: AC 4; MV 12, FI 18 [E); HD 6+3; hp 29; THACO 13;
#AT 3; Dmg 1d3/1d3/1d8 {claw/claw/bite); SA flings 1d6 tail
spikes up to 180 yards (as a light crossbow), inflicting 1d6
points of damage; SZ H (15' long); ML elite (13); Int low (7):
AL LE; XP 975.

10. Baku: This good-aligned creature, like the baernaloth
mentioned above, has its own secret reasons for (raversing the
Infinite Staircase. Likewise, it uses probability travel to get
away from attacking foes rather than fighting. Unlike the yu-
goloth, it might stop and talk with good-aligned travelers,
giving them information (but nothing else) if they need it—
such as the way to the Planewalker's Guild,

DMs should note that only some of these encounters
occur with creatures on the same flight of stairs or orientation
as the PCs: 25% of the lime, a creature encountered randomly
will be seen making its way along a distant stair that might
not join up with the path that the PCs use for a long, long
time. Discussion might he possible with such encounters, but
little else unless flight or something similar is risked. Further,
509 of these distant encounters will be with creatures that
have a different orientation—perhaps even walking along the
underside of the very stairs that the PCs currently stand upon.

4+ THE PLANEWALKER'S GUILD 4+

The Planewalker's Guild began in Sigil over 900 years ago,
making it older than even most of the factions for which the
City of Doors is known, The organization formed as a protec-
tive society for planar travelers. At first, it was simply a
loosely organized social club of explorers that traded infor-
mation and advice regarding different locations on the
planes. It soon grew into a semi-formal organization that in-
cluded at least 3,000 members, The Planewalker's Guild pro-
vided its members with safehouses throughout the planes, fi-
nanced expeditions, and matched explorers and mercenaries
with potential patrons and employers. The Guild's Sigilian
headquarters hoasted one of the most extensive libraries and
map collections regarding planar locations in the multiverse.
After about 400 years, however, the Guild fell upon hard
times. As the factions grew stronger and stranger within the
City of Doors, the guilds within that city grew weaker and
weaker, Why? Because the factions, jealous of sharing their
membership with anyone else, often forbade those who be-
longed to join any guild or club. Soon, planewalker became a
general term, as opposed (o a sign that the basher
in guestion belonged to

the Guild.

Eventually, those loyal few who remained members of
the Guild realized that Sigil, despite its perfect location for an
organization like theirs, was no longer a hospitable home for
them. They left the City of Doors reluctantly, resentful of the
factions that forced them to leave. Not surprisingly, the
Planewalker's Guild became a nomadic affair for many years,
occasionally establishing temporary headquarters here and
there but never for more than a year or two. Losing member-
ship and money—and therefore most of its influence and abil-
ity to keep up its safehouses and even its library (much of
which was cventually sold off to various collectors and li-
braries)—the Guild faced ultimate dissolution until it stumbled
upon the perfect place for its headquarters. The Planewalker’s
Guild found its new home on a crossroads almost as good as
the City of Doors. It established its headquarters right on the
Infinite Staircasc itself.

Even by the standards of the planes, the headquarters is a
strange place. A large landing on the Infinite Staircase serves
as a site for numerous tents, buildings, and camps. As a body
approaches from one of the many adjoining stairs (either from
below or from above), he'll begin to experience the sounds
and smells of the people here long before he catches sight of
the place. All manner of food cooks over open fires, beer
brews in vats and cauldrons, and individuals of varying states
of cleanliness chatter, work with noisy tools, and even sing
sungs af distant places. All the activity creates odors and
sounds marking the place distinctly.

The tents and minor structures raised by guild members
often spill ever from the landing onto the stairways them-
selves, so it's not uncommon to come upon the edges of the
headquarters even before a body catches sight of the actual
landing. The landing lies about six hours climb up from the
base of the Infinite Staircase.

Although the Guild has maintained its headquarters here
for well over a hundred years, the nature of the place is tem-
porary. The members are, after all, planewalkers and any
given individual remains at the headquarters only a short
time. Even the administrators of the Planewalker's Guild de-
part fram time to time, leaving others to assume their respon-
sibilities in their stead. Their constant mobility means that the
headquarters, as well as the resident population, changes fre-
quently.

Due to their nature, the Guild members welcome strangers
and travelers. Those coming into the encampment can expect
to be fed and even presented with a safe place to rest if they
require it. They don’t look kindly on freeloaders (that is, a
wise traveler doesn’t overstay his welcome), but they under-
stand the importance of a rest stop.

If the PCs look around them, they
might notice all the torches in the
area never seem to burn
down. Belissan, or moon-
wood, is a special sorl of
wood found only in Sel{ine’s
realm. While on the Infinite Staircase, it burns
but is never consumed, always giving off a soft,
whitish glow. The Guild uses it for light, as do
other frequent travelers on the Staircase. Virtually
any Guild member would be happy to sell a new-
comer a helissan torch for only 1 gold piece.




J@INING +HE GUILD

Some player characters might be interested in joining the
Planewalker’s Guild. Doing so is fairly easy. An existing
member must recommend a new member, and the new mem-
ber must be able to pay a full year's dues ahead
of time. Each year's dues amount to 10 gp per
level of the member. Dues increase as a
character gains experience because the
benefits of being a mem-
ber likewise are com-
mensurate with the

five levels thar they have advanced [char-
acters of 10th level of higher can combine
their bonuses into a larger honus or

gain a smaller bonus on more than one
plane, as the player desires). This as-
sumes that the PC spends a
fair amount of

- time studying
the texts that

- the guild has ac-
cumulated in its
planar library or talking with more ex-
perienced members of the guild about their
travels and adventures or both.

Further, a PC joining the Planewalker's Guild has the op-
portunity fo adopt a Planewalker kit from the Planewalker’s
Handboak, even if the character has already advanced levels—
as long as the PC in question was not created with another kit.
Lastly, members of the Planewalker's Guild have the op-
- portunity to learn the plane-related proficiencies found in the
Planewulker's Handbook, including Planar Survival, Planar
‘Sense, Planology, Planar Direction Sense, Portal Feel, and
~even Spell Recovery.

GUILD MEMBERS

"Hav'run Thain (Pr/d minotaur/F12/Planewalker’s Guild/LN).
minotaur from the prime world of Krynn, currently leads the
Planewalker's Guild. His companion also hails from Krynn, an
avian humanoid (called a kyrie) known only as the Vagis (Pr/
kyrie/D3/Planewalker's Guild/N). These two unlikely com-
ns fled their home plane long ago after defying all odds
nd becoming friends. For a minotaur, Hav'run is relatively
ace-loving (although he still values honor and battle
wess highly), while the mysterious Vagis never speaks and
er Ieaves Hav'run's side.

Oriam Trascalia is a human wizard who spends most of
his time at the Guild's headquarters. He feels too old to do
h planewalking anymore. Since his presence is more con-
slant than other members, most know him with at least pass-
g familiarity. Thus, most members of the Planewalker's Guild

CEE'T\L-E!“F aF HDI[MNE
VERY SERIGUSLY.

—HAV'RUN THAIN

know of his past romance with another human wizard named
Shavanistra and of Oriam’s recent disappearance (although
few would he quick to realize that those two facts are linked).
With a little more asking around, the PCs can find
someone at the Guild with the directions to Shavanisira’s lo-
cation. This someone is a tiefling named Caert
P& tiefling/T2/Free League/N). Caert
had some dealings with Shavanistra
namely, she hired him to steal some
spell components for her a few
months ago. Caert can relate
that the sorceress was never a

level of the plane- THIS MAY |us+ BE member of the Planewalker's
walker, A PA+HWAY +o ELSEWHERE Guild, but often spent a good

Members af ’ deal of time in a nearby area of
the guild gain a +1 Te® You, the Staircase (the Blue Mush-
bonus to saving Bu+ +@ US I+'S HOME— room area). Perhaps, the tiefling thief
throws against the environmental AND a | LANEWALKER asserts, she is from a world accessed
effects of a given plane for every +AKES +HE near there.

If PCs ask about the
area, Caert shrugs and says
the place is full of hlue fun-
gus—he doesn't know why. If
asked for details about Shavanis-
tra, or il asked why she
wasn't a member of the
Guild, Caert simply says
*Shavanistra has a few ...
stability problems.” He won't elaborate,
and he doesn't know much maore, Caert, of
vourse, demands “a little jink for me trouble.”
1t'1l take at least 10 gp or its equivalent to get this
information.

If the PCs continue to ask around the Guild for more in-
formation about the Blue Mushroom area, they can find some
interesting details, Since even directions as simple as “up”
and “down” only work relative to the position upon which a
body currently stands, the Planewalker's Guild has adopred as
many specific names for specific areas of the Infinite Stair-
case as they can. For example, they call the bottom portion
either the Base or the Ivy, based on the plant life which lives
there. The Stone Columns is an area where strange, inexplica-
ble pillars of stone rise up and around the stairways in an ir-
regular pattern. No one’s ever seen their bases or what (if any-
thing] they support. The Blue Mushroom area is known for a
tiny fungus which grows on the underside of some of the
stairways in a certain region. Legend has it that these mush-
rooms spread from some miscast spell or malfunctioning
magical item. The area lies about nine hours’ journey from the
Planewalker's Guild.

In any evenl, a cutter named Ghiaridonna (PI{ § bariaur/
F5/NG) had a friend named Jardon Miriph who was headed in
the direction of the Blue Mushroom area to use a doorway

. there—he was ultimately bound for Bytopia, Jardon should

have returned a few days ago, but Ghiaridonna has neither
seen nor heard from him. Another guild member, Transhol the
Guarded (Pr/d human/B4/CG) heard from a lillend that some
sort of disturbance has occurred in the Blue Mushroom area,
and that il's become a dangerous place. No one seems to
know why.
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SHAVANIS+RA

Shavanistra, an insane sorceress, is indecd responsible for the
disappearance of Oriam Trascalia. The two were once lovers.
but Oriam grew weary of Shavanistra’s steadily declining san-
ity and finally left her. [n revenge, the barmy wizard con-
cocted an equally insane scheme that involved summoning a
glabrezu to the Infinite Staircase (y way of her prime world).
Unable to control the fiend, Shavanistra's tanar'ri “servant”
has begun to wreak havoe upon all he encounters. The details
of Shavanistra's original plans no longer hold relevance. Cur-
rently, she waits to see what the tanar'ri will do so she can use
that to her best advantage,

Gerrzog, the glabrezuy, likes to think of himsell as
from “the old school.” By that, he means that he
prefers wanton destruction over temptation. He
even prefers to be called a demon
rather than a tanar'ri, for he
knows that name brings fear
into the hearts of others,

Gerrzog would much rather

kill and maim than just about
anything else, but if there are no
living creatures about, he’s
happy to destroy inanimate
objects or even his
environment. [n this
case, unfortunately,
that means that he
has spent much Bar
of his time
destroying a
portion of
the Infinite
Staircase,

When the ad-

venture begins, Oriam
has managed to fend off the
demon’s attacks, but he is trapped on
an isolated and darkened portion of the staircase,
He knows enough aboul the Infinite Staircase to know that
the darkness means that any nearby portals lead to inhos-
pitable, evil places. He can’t get to any other portion of the
stairs because Gerrzog's rampage has destroyed all sections
that joined with the portion upon which he now waits.

After the uncontrolled Gerrzog began his attacks, Sha-
vanistra retreated through a nearby doorway leading to a
small chamber in a prime city called Abstemious, inhabited
almost entirely by illithids. Because ol the city's dangerous
nature, she deesn't go further than this small chamber that
the mind flayers seem to ignore. She intends to return to the
Infinite Staircase soon anyway.

Shavanistra cxhibits all sorts of mannerisms that make it
clear she is out of her mind. Clearly evil and chaotic, she
thinks of herself as a shining bastion of order and goodness.
She thinks thal she worships the goddess Athena devotedly,
although her real actions certainly do not fall within the
tenets of that goddess's religion. Shavanistra also believes
that she has three devoted sisters/followers who do her bid-
ding. Nevertheless, she is alone.

THE +HREE

WE'RE
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HE'S 4 VERY EVIL +ANAR'RI,
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—SHAVANIS+RA

S+FAIRWAY
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When Gerrzog first appeared on the Infinite Staircase, he used
his gate ability to bring in another tanar'ri, in this case a
chasme. The glabrezu and the chasme did not get along, how-
cver, and Gerrzog was forced to slay the other fiend. The
chasme gated in 19 manes before it died, however, and these
least fiends now serve Gerrzog.

The glabrezu uses the manes as sentries around his newly
formed lair. Gerrzog also has charmed a tighter named Un-
thre. Further, the tanar'ri's evil, fiendish presence has drawn
the attention of some giant spiders that had been wandering
about the stairs.

The area around Gerrzog’s chosen lair shows the
demon’s handiwork. The stairs bear claw and scorch
marks; broken hits of staircase litter the steps.

Even more dramatically, a visitor might
see broken steps, twisted frames, and en-
tire collapsed sections where gaps ol 3
10 10 feet (or more—see below) yawn be-
fore a traveler. Fven worse, the destruction of
the Staircase’s physical structure has caused an
instability in its magical structure, creating

areas of wild magic.
Once in the Blue Mushroom region of the

Staircase, there is a 10% chance per turn that

a traveler will encounter a physically unstable
area and a 209 chance per turn that he’ll find

a magically unstable one.
Physically unstable areas are fairly easy to
spot. The structure of the stairway is worn,
bent, and weakened. Some of the individual
steps are broken. Those looking carefully
have a 40% chance of noticing an unsta-
ble arca. Most of these unsafe places
are about 10 feet by 10 feet in size,
but they can be much larger (roll

(2d3-1)x10 feet to determine the size).

Walking across such an area carries with it a risk of great
danger. For every 100 pounds of weight placed upon the area,
there is a 25% chance that the staircase collapses. The imper-
iled adventurer has a moment, when he can hear the creaking
of the faulty materials and can feel the vibrations in the steps,
during which he can attempt to leap or run Lo safery before
the structure gives way. This requires a successful Dexterity
check. If a thief successfully made a detect noise skill roll, or
il a gnome made a detect unsafe construction check, the Dex-
terity check is modified by a bonus +2. A failed check means
that the unfortunate character falls, but another Dexterity
check is allowed to see if the falling character can grab hold
of some non-collapsing part of the stair. However, this check
receives a penalty of -1 for every foot the character is from
the non-collapsed portion when the stairs break. To determine
this distance, roll 1d10 and subtract one for every 100 pounds
of weight on the stairs—the result is the number of feet the
farthest character can get fram the non-collapsed portion of
the stairs before the unstable area collapses. If the second
Dexterity chevk fails, the poor sed falls 104100 feet before
hitting another stair, and most likely dies. Smart characters
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may rig up some sort of system in which they are con-
nected by ropes or something similar.

Magically unstable areas offer no abvious
signs of danger. In some, there might be a slight tin-
gling in the air or some other sort of minor sensation, if
the DM so wishes. The unstable magic zone is usually a
sphere 1d6x 10 feel in radius. The effects of the unstable
area vary wildly, and can be determined randomly:

1. Damage from spells is doubled in the area.

2. Damage from spells is halved in the area.

3. Spell ranges are doubled in the area.

4. Spell ranges are halved in the area.

5. Living creatures within the area are immune to
spells,

6. Spell effects become random (use wand of wonder
chart found in the DinGeon Masrer Guide) in the arca.

7. Staircase debris animates and attacks as an animate ob-
Ject spell for 1d 10 rounds.

B. One creature within the area is turned {nrisible for 3d4
rounds.

9. A character within the area can only speak backwards for
the next 24 hours, If a spellcaster, this ruins all spells
with a verbal component.

10. One creature within the area of effect is granted hill
giant strength (19) while within the area, but his In-
telligence score is reduced to 3,

The DM is encouraged to devise more effects than just
these examples. The wild surge results table in the Tome of
Magic may also prove handy in determining effects.

Within the heart of the Blue Mushroom area, explor-

- ers will find that even some of the doorways leading to
other planes have been damaged or destroyed, rendering
them useless. These doorways will eventually be restored
and repaired (with the rest of the area, assuming that Ger-
1z0g is driven off or slain), but for now they lead nowhere.

Once the characters enter the Blue Mushroom area, they
will most likely walk for 2-3 hours before coming upon the
location detailed in the Gerrzog's Lair map (page 24). Fach
of the locations on the map is described in the following
Sections.

SPIDER LAIR

Nothing exudes evil like a fiend. Sadly, il's a truism
that evil begets evil—and it draws it as well (like moths
some black flame). Gerrzog's mere presence has subtly
un attracting evil creatures to his proximity, and a
of giant spiders were the first to arrive. These mon-
s, having wandered in from some doorway long ago (or
haps their ancestors did), have constructed a web be-
two portions of demolished staircase. This portion of
stairs is relatively straight and made of wooden steps
beld together with an iron frame.
This gap in the stairway, created by Gerrzog's ariginal
npage, spans approximately 50 feet across and down.
webs extend 10-15 feet up and down the extant
as well. Usually, one spider remains at the center
of this web watching with its multitudinous eves all
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around for potential prey. The other spider hides on the un-
derside of the upper stair, hoping to attack with surprise and
perhaps even drive prey into the web.

Once the hiding spider attacks, the other also moves in to
strike, If hard pressed (meaning if they both sustain more than
12 points damage), both spiders flee to the underside of the
web or stairs, They flee farther up or down the underside of
the stairs if the webs are burned. The absence of these foes
does not, however, solve the problem of getting across the gap
filled with webs.

Burning the webs might very well be a bad idea in this
particular case, because it is actually the webs that hold te-
gether the edges of the broken staircase, Each edge of the gap,
therefore, is extremely unstable without the webs. If 100
pounds or more is placed upon the last 10-foot section of each
end of the broken stairway, it collapses. A successful Dexter-
ity check indicates that the victim(s) catch the edge of the
stable part of the stairs and save themselves. However, this
check receives a penalty of -1 for each foot the character is
from the non-collapsed portion when the stairs break ko de
termine this distance, roll 1d10 and subtract one for every 100

pounds of weight on the stairs—the result is the number of

feet the farthest character can get from the non-collapsed
portion of the stairs before they collapse, to an obvious max-
imum of 10 feet). .

The spiders, heing somewhat crafry, have planned on this

contingency, however. Rather than let falling prey get away,
they have constructed another web, 20 feet below the level of
the stairs, which hangs limply like a net. Characters falling
into this web are trapped as though they've had a web spell
cast upon them (saving throw allowed], The spiders, il they
still live, then lower themselves down into the net to prey
upon the fallen victim(s). Since it is not connected to the
other web, this net is not burned along with it. Characters
have only a 5% chance of even noticing this second web, and
then only if they are looking for it.

Once the spiders are dealt with and the webs burned,
characters may attempt to string ropes or even swing on lines
to get to the other side. While there are many places to tie a
rope around the stairs (around the steps themselves works
pretty well], DMs should remember that the other side of the
stairs is just as unstable, which might cause serious problems
for those attempting to gel across.

The hest way to get across, most likely (flying notwith-
standing), is to use the webs themselves. They are certainly
strong enough to carry the weight of many adventurers—in
fact the webs might even be stronger and sturdier than the
stairs themselves, This can he accomplished in many ways. A
spider climb spell allows a wizard to cross without much
problem. Normal objects could be thrown on the web to cre-
ate non-sticky spots where a character can step or hold an.

If the PCs' levels average higher than 4, the DM may
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want to add another spider (or possibly two, although the dif-
ficulty in the encounter lies in crossing the gap more than in
the combat strength of the spiders).

Giant seivess [2): AC 4; MV 3, Wb 12; HD 4+4; hp 20, 16;
THACO 15; #AT 1; Dmg 1d8: SA bite slays unless saving
throw vs. poison is successful; SZ L (9" diameter); ML elite
[13); Int low (5-7); AL CE; XP 650 each.

THE GUARDIANS

The manes make their lair on a relatively intact landing be-
‘tween three sets of stairs. Those positioned here (usually 13 of

them] can hear loud noises generated in the spider lair and are

Just smart enough to figure that such noise means that trouble
is probably headed their way. At the very least, the noise
“means something interesting is going on, so two or three of
the nasty creatures move up (o investigate, These tanar'n are
afraid of the spiders, but hunger to see or even take part in
-some sort of carnage, That said, the manes won't attack any
group larger than their own. Instead, they warch from a dis-
tance to see what any invaders might do. If threatened, they
flee back to the main lair of the manes so that they can fight
from a position of hetter strength.
Newcomers who approach these manes with a bribe of
meat or something shiny have a chance 1o communicate with
them, at least after a fashion, These creatures cannot speak,
tif given something like meat or some bit of treasure (or
ven something that looks like a bit of treasure), they'll pause
ora moment while they study the garnish and the one giving
it. If, during this time, the PCs ask the location of Oriam, the
manes laugh evilly and run back to their lair. Of course, if the
s mention virtually anything, the manes will laugh evilly
d run back to their lair. They are extraordinarily evil but
ally as stupid and uncommunicative.

The rest of the manes wait in their lair for the others (o
, or for something interesting to happen, such as the ap-
nce of foes to fight. They do very little to pass the time,
mindlessly gibbering, drooling, and excreting (making the
fanding upon which they lair a filthy and disgusting place).
One of manes keeps a strange sct of pipes once called the
Jluges of enchanted harmony (plucked from the still-warm
of a traveler on the Infinite Staircase). The little fiend is
paware of the pipes’ name, but it's quite cognizant of their

ver. The pipes, when played, reflect the playing skill of
using them, as well as the player’s nature to a degree, 1f
st playing these pipes is a skilled musician with a good
art, the music produced possesses extraordinarily beautiful

ties unmatched by a normal, nonmagical instrument.
¢ bard who used to own them used the flures of enchanred
ony to entertain at some of the finest venues on the
s, for his skill was great.
Af someone of either little skill or an evil nature plays the
uf enchanted harmony, the sounds produced are discor-
sinister, and unpleasant. If the player is of both a dark
and completely without skill (like the manes who uses
tm now). the pipes produce an eerie, disturbing sound that

ld pass for music only in the darkest reaches of the Abyss.
The manes plays the instrument often (about 60% of the
L If it knows that someone approaches, it most certainly

will play
the pipes.
Those within hearing distance
(about 100 feet here on the Infinite
Staircase to make out the low, disturbing

sounds) must make a successful saving throw vs.
paralyzation or face one of the following effects (roll 1d100):

01-40 Unease: The victim feels jumpy, ill at ease, and pen-
sive. NPCs suffer a -1 penalty 1o their morale ratings.
The effect lasts while the pipes play.

41-70 Agitarion: Besides feelings of unease (described
above), the victim feels agitated. If put in a situation
where he might feel at all threatened or angry, the vic-
tim must make an additional successful saving throw
vs. paralyzation or physically attack the cause of his
fear or anger. NPCs suffer a further -1 penalty 1o
morale (for a total of -2). The effect lasts while the
pipes play and for 1d6 rounds after they stop.

71-00 liness: The victim becomes physically ill at the
sounds of the pipes. Besides the effects listed above,
he suffers a -1 penalty to attack rolls, damage, saving
throws, and ability checks. The effect lasts while the
pipes play and for 2d 10 rounds after they stop.

The negative effects of the pipes of enchanted harmony
only affect mortals, so the manes and the glabrezu are im-
mune. The spiders and Unthre the General are susceptible to
the detrimental sounds, however, so they usually avoid
spending much time near the manes. IT he must work with
them, Unthre orders the manes to quit playing. Unthre’s actu-
ally been driven to artack the manes duc to the music of the
pipes, but of course they just re-formed on the next day.

The lair of the manes is a landing about 40 feet to a side.
The manes, commanded by Gerrzog, remain on the landing
most of the time to fend off any potential invaders into his
twisted lair. Usually, however, Unthre positions 6 of the 19
fiends at the area on the stairs marked with an X, to guard
that area as well. The manes have orders to kill everything
that comes their way other than the other residents of the
area,

When fighting the fiends, PCs may soon discover thal
because slain manes become noxious clouds that remain until
the fiends reform, tossing, pushing, or otherwise flinging the
manes off the stairs or landing is an efficient way of dis-
patching them (although those with strong consciences may
be bothered by the idea that some of them might appear
someplace where they can do harm to unsuspecting victims).
Maneuvering around slain manes’ noxious clouds will prove
difficult on the stairs.

A doorway off the manes’ landing leads to a strange
desert on a prime world where the sand has an odd dark-
greenish hue. The doorway looks to be a dark cavelike en-
trance. Beyond it are some rough stone steps naturally formed
in an unlit cave, The cave opens into the strange desert. Near
this cave, another cave served as the home of a hermir who
created bizarre sand sculptures. The hermit now lies slain,
killed recently by the fiends coming from the Staircase when
they discovered and explored the doorway. His rotting corpse
lies sprawled in front of his cave, desecrated and eviscerated
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with unthinkable atrocities only a fiend can
commit. His sculptures lie about the cave,
smashed and distigured by the chaotic evil
tanarri. Nothing of value is left, and the
desert itself offers little in the way of food or
water—hut it might be a safe place to rest.
PCs of greater than 5th level should
face an additional manes per level above 5
{per character).

Manes (19): ACB; MV 6; HD 1; hp 8, 8, 7, 6,
6, 5.5, 5, 4, 4, 3, 2, 1; THACO 20; #AT 3; Dmg
1d2/1d2/1d4 (claw/claw/bite); SA if destroyed,
becomes a 10-foot radius cloud of noxious
vapor that inflicts 1d6 points of damage unless
a saving throw vs. poison is successful; S0 im-
mune to mind-affecting spells, electricity, and
normal fire, half damage from cold, magical
fire, and gas; SW hit from holy water inflicts
1d4+1 points of damage; MR 10%; SZ S (3" tall);
ML fearless (20); Int semi (2-4); AL CE; XP 975
each.

GENERAL ®F +HE VaID'S
GREA+ ARMIES

Enthralled by Gerrzog's inherent charm ability,
Unthre the warrior believes that he will become
a general in the glabrezu's armies, which will
amass here an the staircase and one day in-
vade the planes of the multiverse, conquering
them one by one. In short, Unthre’s become a
little detached from reality—but what can a
body expect when a mortal becomes the close
friend of a savage fiend? Although once good,
Unthre has embraced Gerrzog's love of destruc-
tion, and his alignment has altered to fit his new
outlook (Gerrzog has some ability to tempt mor-
tals afier all). Unthre is no helpless innocent
magically controlled by a villain, though the
PCs might assume him to be.

Unthre's not as stupid as the manes,
and uses strategy to combat enemies.
He's cven smart enough to know how
to use the manes to their (or his) best
advantage. In fact, he thinks of them

as his army, and they'll obey him
most of them time, out of fear of
Gerrzog,.

If Unthre becomes aware of
the sounds of trouble (fighting or the abvious
noise of invaders into the area), he prepars
for battle. The manes’ lair is out of sight from
his hiding place (see below] or even the
nearhy landing. However, he can still make
out sounds of normal combat.

To prepare, Unthre calls what-
ever manes are nearby (like
those stationed at the X) and
positions them on the stairway
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between himself and the oncoming foes. He knows that when
they are slain, the manes become acidic ¢louds of vapor, and
hopes 1o use that to block or slow down enemies. He then uses
the magical items in his bag to set up blockades.

Unthre possesses a bag of magical icons that serve as his
primary offensive and defensive weapons, despite the en-
chanted blade he wears ar his side. There are two types of
icons, The first and most simple appear to be tiny gray cubes.
When thrown to the ground, they become 10x10%10-foot
granite blocks for 20 rounds plus 1d20 rounds. It takes a full
round for them to “grow,” so they are not much use offen-
sively (dropping it on some berk's head won't crush him—he's
got plenty of time to get out of the way of the growing
block). They serve as temporary blockades on the stairs very
well, and their rough texture means that they don't slide eas-
ily—even on the incline of a stairway. Unthre’s bag holds
seven of these stone cubes. each of which can be used only
ance. The other icons look like tiny golden globes. Called ser-
pent spheres, these single-use icons activate when cast into
the air. Upon activation, the spheres grow to a diameter of
one fool. This happens immediately, but for a round the
globe simply tloats weightlessly in the air. After that, 1d6
giant serpentine heads emerge from the globe, on ten-Ffooi-
long scaly necks. These magical creatures each attack once as
HD creature with a THACO of 13, inflicting 1d10 points of
damage upon a successful hit. They attack anyone within
their range—even the ene who cast the sphere. Unthre owns
¢ of these items.

The warrior likes to position the activated stone cubes on
10-foot-wide staircases so that creatures wishing 1o use
have 1o climb over the cubes. Not only does this slow
m down, but it makes them prime targets for Unthre's
trosshow.
Unthre’s made a strange little home for himself. In a
ight iron-wraught stairway, Gerrzog's rampage created a
e. Unthre took the twisted metal and fashioned a basketlike
dle long enough for him to lay down in and 7 feet deep. He
ps there, stores what little possessions he has there (mostly
hie carries his equipment with him, but he keeps a few days’
worth of food and water in the cradle), and hides there to
spring upon enemies in ambush.
- Ifput in serious danger—and anly then—Unthre will call
Land artempt to warn his master of invaders. It is up ta the
to decide whether Gerrzog is sleeping or awake to hear
‘warning. In any event, the evil fiend will not leave his lair
help Unthre.
Unthre should be at least ane level higher than the high-
tlevel PC. to a maximum of 14th level [DMs should add 3
points per additional level and alter THACO, experience
ints, etc. appropriately).

iiHE (Pr/d human(F7): AC 0 (splint mail +3 and shield);
2; hp 62; THACO 14; #AT 3/2 or 1; Dmg 1d8+3 (long

ML elite (14); AL NE: XP 1400.

516:D 11;C 18; 111; W 13;Ch 9

Special equipment: Splint mail +3 (Ysgard forged) long
+2 (Ysgard forged). 121 gp, 203 sp.

+2, plus Strength) or 1d4 (light crosshow); SZ M (6 1" .

A FIEND'S CROGKED SMILE

Within the most twisted and wrecked portion of the stair, Ger-
rzog makes his own foul lair, He's taken a portion of a 20-
font-wide wood and iron staircase and twisted it untl it's be-
come a crooked chamber of bent metal, broken boards, and
spent rage. The glabrezu, finished with his rampage of the last
few days, now spends his time sleeping or brooding in this
cavern of his own creation.

A single dead human male hangs from a hook-like bro-
ken metal bar in the place’s ceiling. Gerrzog attempted 1o skin
this poar sod alive but only got halfway through hefore his
victim expired. His name was Jardon Miriph. Jardon's posses-
sions lie scattered below his body, all bent and broken (a
sward, a shicld, some chain mail, and other miscellancous
things) covered in their owner's blood and flesh. If searched,
his 124 gp, 67 sp, and a 10 gp gold ring can be found amid
the grisly clutter.

Canny planewalkers may choose to leave the fiend alone
[usually the best course of action when it comes to tanar'r),
but unfortunately, the PCs' goal of finding Oriam the wizard
can most likely only he accomplished by going into Gerrzog's
lair (see below).

Obviously, unless the PCs possess a great deal of raw
power, confronting Gerrzog in straight combat will probably
result in their quick deaths. Unless they've got Unthre's
sword, they may not even have a weapon that will harm the
demon. Fortunately, other methads of dealing with the fiend
exist.

First, tricky or sneaky adventurers can slip into the lair
while Gerrzog sleeps, or samehow lure him out. Gerrzog isn't
stupid—what a planar might call an addle-cove—hut he is
lired and distracted, thinking of how best to further his cam-
paign to conquer or destroy the Infinite Staircase.

The PCs can also use the Infinite Staircase itself against
the tanar'ri. Gerrzog doesn't yet realize that the Staircase can
take him 1o his heart's desire. If convinced of this, he might
very well take the opportunity. This requires some good role-
playing and fast talking—more probably to keep Gerrzog from
killing the PCs before going off to his heart's desire. O course,
Gerrzog's heart's desire certainly consists of something truly
horrible, and good-aligned player characters may have a bit
of trouble living with being a part of his reaching it...

Lastly and most dramatically, the PCs could destroy the
lair of Gerrzog—potentially with the demon in it. The fiend's
hastily and crudely shaped home cannot support much more
weight than what it already holds. PCs entering or even ob-
serving can attempt an Intelligence check at a -3 penalty (no
penalty for gnomes, dwarves, or characters with the Engineer-
ing proficiency) to notice the inherent instability. Qne hun-
dred points of damage inflicted at the base of the lair (where
it connects with the landing) or an addition of 4,000 pounds
(6,000 if Gerrzog isn't in the lair) will collapse the structure. If
the PUs think of it, one of the stone cubes is more than
enough Lo send the whole thing crashing down, Gerrzog [and
anyone else inside) would be trapped in the falling construct,
eventually plane shifiing to get away. Plane shift being fairly
inaccurate, many days would pass before he could return—if
he chose 1o return at all, He could, however, show up later in
the campaign 1o exact revenge from the characters.

+ 27 +



Gerrzot, GLargezu; AC -7; MV 15; HD 10; hp 38; THACO 11;
#AT 5: Dmg 2d6/2d6/1d3/1d3/1d4+ 1 (pincer/pincer/claw/
claw/bite); SA grabs opponents of 150 pounds ar less (Dexter-
ity check to avoid] reducing attack rolls by -4 unless a
Strength check is successful, casts darkness 15-foot radius,
infravision, burning hands, charm person, confusion, dispel
magic, enlarge, mirror image, reverse gravity and plane shift
all at will, power word stun (7x/day), true sering and detect
magie (always active), can gate one greater tanar'ri with a
50% chance of success; SD +2 or belter weapon to hit, im-
mune to all nonmagical attacks: MR 50%; SZ H (15" tall); ML
fanatic (17); Int exc (15); AL CE; XP 12,000,

A SORCERESS IN HIDING

Hiding in a tiny, unused chamber in the city of Abstemious,
Shavanistra watches the activities within the area now con-
trolled by Gerrzog by peering through the doarway that joins
the city and the Infinite Staircase. She’s literally been hiding
here for days without much food or sleep, making her even
more desperate and deranged than usual. The door to the
chamber where she skulks is made of iron—she keeps it open
just a crack when she’s spying.

If Shavanistra sees that the PCs have entered the area,
she might move out to watch them more closely. Outside the
chamher, Shavanistra casts invisibility and follows the PCs, If
they look to be competent, and she takes a liking to them, she
decides to join them. Revealing her presence at a time when
no danger presents itsclf, she introduces herself to them as a
priestess of Athena (which she belicves, so derect lie does not
reveal any deception, although know alignment or detect evil
will). She also introduces her three sisters, who of course don’t
exist.

If asked about Gerrzog or the desolation, Shavanisira
tells them what she knows—that the tanar'ti showed up about
a week ago and began destroying things. She's likely to let it
slip that she summoned him at some point. She claims no
knowledge of Oriam if asked, but offers her help in finding
him or doing whatever task the PCs wish to accomplish. She
really will try to help if her offer is accepted, but her true evil
nature and her over-the-top insanity almost certainly make
themselves known and probably end up bringing more woe
than weal. If refused, rejected or turned away, she shouts
something like “You're all alike! Oriam rejected me and now
you. You'll all pay!" She follows this with an insane attack.

If for some reason she doesn't initially like the look of
the PCs, ar if they seem to be weak, she just attacks.

If, however, Shavanistra initially

sees them coming toward the

doorway of her hiding
place, she renders her-
self invisible with a
spell and continues
ro hide. The cham-
ber is only about

15 feet to a side, and there's nothing in it except for a single,
empty crate made of wood that shows great age.

Abstemious is inhabited almost entirely by illithids. Be-
cause of this, Shavanistra hides as much from the dwellers in
the city as she does from Gerrzog. Fortunately for her, the
mind flayers pay little attention 1o this tiny side room and
have no idea that the door leading off it leads to the Infinite
Staircase. Most likely, they are unaware that the Staircase
even exists.

If the sounds of battle come from the room that Shavanis-
tra inhabits, this warns a nearby illithid that something is
gaing on. It sends in a unit of grimlocks—blind, stupid crea-
tures that the illithids use as warriors—to destroy whatever
causes the disturbance. Once they've completed that task, the
illithid comes in to discover what it was. If the threat over-
comes the grimlocks, the illithid investigates, prepared for
battle. Trrevocably evil, the illithid destroys any non-illithid (or
non-illithid servant) it finds, without negotiation or parley,
The mind Hayer treats Shavanistra and any other intruders as
pests, not as something to talk to. At best, it renders the PCs
unconscious and takes them off to a pen somewhere as though
they were livestock, to eventually be slaughtered for food.

While the PCs can flee through the doorway back to the
Staircase to escape the grimlocks or the illithid, their activities
almost certainly bring the access to the Infinite Staircase to
the attention of the mind flayers. Potentially, this could be 2
very dire turn of events, for the illithids certainly investigate
this new area and most likely use it, eventually, to access new
areas to subjugate. DMs may wish to have an encounter on
the Staircase later on with an illithid explorer, continuing this
dangerous side plot into other Tales in this product.

Spavanisira (PI/ € human/We): AC 9 (Dexterity); MV 12; hp
12; THACO 19; #AT 1; Dmg 1d4 (dagger): SA spells; SZ M [5'
tall); ML unsteady (7); AL CE; XP 1,400.

S9;D15C12;116;Wo6;ChB

Special Equipment: wand of paralyzation (10 charges),
scroll of two spells [monster summaoning I! and cacofiend), po-
tion of flying

Personality: Completely insane, deluded and vengeful

Spells (4/2/2): 1st—armor, color spray, hold portal, magic
missile; 2nd—forget, mirror image; 3rd—hold person, sugges-
fion

Note: Cacofiend is a 7th level spell that can summon a
true tanarri (or other major fiend). This spell summoned Ger-
rzog, but since the scroll spell is so far beyond the skill of
Shavanistra (only a 6th-level wizard), it failed spectacularly.
If the DM does not have access to this spell, found in the
Pianewalker's Handbook and Planes of Law, ignore the spell
(the scrall has only one spell in this case)

GriMLOCKS (10): AC5; MV 12: HD 2
hp 16, 14, 13, 12, 12, 10,9, 8, 5 4
THACD 19; #AT 1; Dmg 1d6 (claw)
or 2d4 (broad sword); SD immune o
spells and attacks involving visior;
SW loud, continuous noise assesses a -2
penally to attack rolls; SZ M (5-6" tall); ML Steady
(11); Int avg (9); AL NE; XP 35 each.
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UrmMLOCK LEADER: AC 43 MV 12; HD 3; hp 18; THACO 17; #AT
1; Dmg 1d6 (claw) or 2d4 (broad sword); SD immune to spells
and attacks involving vision; SW loud, continuous noise as-
sesses 4 ~2 penalty 1o attack rolls; S2 M (6' tall); ML steady
(11]: Int avg [10); AL NE; XP 120.

litmin: AC 53 MV 12; HD 8+4; hp 38; THACO 11; #AT 4: Dmg
2 each (tentacles): SA Mind blast stuns all within 60-foot-
long cone (5" wide at base and 20" wide at end) for 3d4
rounds unless a saving throw versus wands is successfil, ten-
tacle attack holds victim (four successful attacks slay in ane
round), requires bend bars roll to remove, casts suggestion,
charm person, charm monster, ESP, levitate, astral prajection,
and plane shift once per round as 7th level caster [saving
throws versus these abilities suffer a -4 penalty); MR 90%; SZ
M (6" tall); ML champion (15); Int genius (18); AL LE: XP
9,000.

@GRIAM TRASCALIA,
+HE TRAPPED WIZARD

Lured to this location about a week ago by a trick of Sha-
vanistra, Oriam Trascalia was trapped on a landing when Ger-
rog began his rampage. The tanar'ri destroyed the stairs con-
necting Oriam'’s landing; the single doorway leading from the
landing offered some hope of escape, but the door leads to
Carceri, Oriam’s single foray through the door almost led him
into the fangs and claws of a gehreleth (a particularly nasty
fiend), and Oriam barely made it hack to the landing with his

=%

Whatever supports the various landings of the Infinite
Staircase still holds this one up, so thar it appears to be mys-
teriously suspended in space. However, because it is so cut
. the landing (or the portion of it that remains) can only be

from Gerrzog's lair. At the far end of his cave of twisted
al and wood, anyone peering through one of the many
upenings can see the strange, seemingly floating landing
remnant. Fifty feet higher than Gerrzog’s lair, the landing can
be reached Tairly easily with ropes or through some magical
s if the PCs have such at their disposal. The DM should
e it clear 1o & player whose character is viewing the land-
that it seems utterly cut off from the rest of the staircase.
should be intriguing enough to tempt them to investi-

If the PCs destroy Gerrzog’s lair, the noise and activity

ftracts Oriam's attention and he begins o call out for help.
dventurers will be able to communicate with him through
5, but getting to him will be very tricky. Shavanistra's
otion of flying might come in very handy at such a time.
If the PCs rescue Oriam, he thanks them and offers (o re-
them. In fact, he'll give them all the valuables and mag-
ems that he has in gratitude. He has no spells currently
rized and his time without food has left him greatly
ened. If he had not brought a little food and water with
m, he'd certainly be dead now. e is grateful that the PCs
ht him the delivery, but he'd be much more appreciative
they helped him back to the Planewalker's Guild. Once
i, the Guild rewards the PCs with food, lodging, and of-
of memberships without dues for a year.

Okriam TrascaLia (P1/& human/W9/Planewalker's Guild): AC 4
(bracers AC 6, Dexterity bonus); MV 12: hp 28; THACO 17;
#AT 1; Dmg 1d6 (staff); SA spells; SZ M (5’ 67 tall): ML steady
(11); AL NG.

$6;D16:C8;117;W14:Ch 1

Special Equipment: bracers of defense AC 6, ring of
warmth, potions of water breathing and treasure finding, 4
100 gp gems, 37 gp, 45 sp

Personality: Friendly, grateful, gencrous

Spells (4,3,3,2,1-but all are cast)

4 LILLENDI “REWARD” 4+

At some point, either as the player characters make their way
back to the Planewalker's Guild, or on their way back home, a
lillend comes to them, She says that the PCs have earned the
lillendi's gratitude and respect by ridding the Staircase of the
tanar'ri, who had done so much damage to it. Heroes as capa-
ble as they hold great worth in the eyes of the lillendi and
Seliine herself.

Now the lillend reveals a secret to the player characters—
what many planewalkers would call “the dark of ir.” She 54y,
“It has come to our attention that something hegins to taint
various places in the multiverse, Certain Iocations, once vi-
brant and alive with art. music and creative endeavor, now
grow dull. Soun, such places will become so bland that the
Staircase will reject them and sever its connection to them. At
the rate at which this is happening ... well, it is a cause for
concern. Qur time is consumed by the maintenance of the In-
finite Staircase. We need someone to investigate and deter-
mine what occurs on these planes, You are capable and intel-
ligent. Will you go to these places to learn what malady be-
sieges them and if any remedy can be performed? Our grati-
tude will be great should you bring us useful information.”

If the PCs accept, the lillend gives them directions to
seven doorways on the Infinite Staircase. Through these door-
ways, she explains, something strange affects the very
essence of the location. She can offer only a tiny bit of infor-
mation about each door, just a name for each:

The Queen’s Domain (Tale 2)

The Ridged Land (Tale 3)

The Swirling Realm (Tale 4)

The Place of Wind (Tale 5)

The Silver War (Tale &)

The Unclimbable Mountain (Tale 7)
The Jingling City (Tale 8)

More than that, she doesn't know.

The doorways lead to the locations of the other Tales in
this product. It is up to the PCs to decide in which order to ex-
plore them.

Alert DMs will note that during Stage 1, two lacations the
lillend mentions have not yet become infected with the Iron
Shadow: Maelost (The Ridged Land) does not become infected
until Stage 3, and TorNav'roc (The Place of Wind) stays free of
infection until Stage 4. Nevertheless, the lillendi's connection
to the Staircase is so intimate and profound that they have de-
tected future infections that the party might very well prevent.
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TALE 2:

LeST SeVEReIGHTY

ARCADIA—
FH MELL
of +REES GRBWING
DERLY ROWS,
¢t SGBUNDS @F
S@LDIERS DRILLING,
+HE S1GH+
aF FORIMIANS
WBRKING—
| L&VE +His PLACE.

—PHILIAN TH®BIS,
HARMO®NIUM
DFFICER

You leok down the !

discerning the black
Weary, you wondering when y

of day again.

I see the light
ou has become a

The movement all aroin

res has bect

touchsione of familiarity, the droming of the ¢ 1e a comfort.

Is this what it means to be in Hell? Did
you actually choose to come here? Is fate im
ntrol it? Thes

are

artial, or does someone

the questions you ask—if for no other reason

than to find someone to blame. That always
makes it easier.

rkness passes into blinding light. The movement around you

Suddenly, the
ceases—yeu look up as your eyes clear away the blindness of too much sight.
This isn't what you expecred
These aren't the tortured catacombs of Par

lemonium,

In fact, they couldn’t be farther from those.
These are the well-ordered

under Arcadia. The
ant-centaur formi-
ans make the
sounds around you=
not some bedeviled]
wind. Ahead of you, a city

so beautiful in its alienness

that your mind can't take it all in, and 5o

serene in its structure that you want to seep into its soothing curves and disappean

inta irs soundless, one-note melody.

Everything's al
Right?

ight again.

4+ @VERVIEW 4

In this adventure, the party travels to Arcadia and encounters the insectile formians,
The Iron Shadow has spread to the formian hive/city of Klictrik, wreaking havoc as the
workers lost all their incentive to keep up their duties. A neglected dike on an under-
ground river bursl, allowing the city to flood. Now the formians struggle to survive
Waorse, these events sent Hvix'mnac, the formian queen, over the barmy cdge, and
she’s completely disappeared-leaving behind her a city in disarray and confusion.

As the PCs arrive and tumble to the situation, some seemingly desperate and cer-
tainly hostile formians attack. These crazed individuals carry a magical scepter. Un-
beknownst to the PCs, this scepter holds the key to temparary rulership of i
formian city—a position that must be filled if order is to be restored (and on Arcadia,
order must be resiored). Yet, as one formian strives to take that position, the PCs dis
cover that it's no formian at all, but a polymorphed wizard bent on using the fornis
ans and their city in her own selfish bid for immortality.

This adventure presents interesting challenges for the DM since the actioni
quite open-ended, depending entirely on the PCs™ actions. The main antagonist m
react to the PCs as much as or more than the PCs must react to him (her). PCs shou
be of at least 3rd level to successfully complete the adventure, although if the slaa
invasion occurs (see below), PCs of even 7th ar 8th level will be challenged.

* 4% ADVEN+URE NO+ES ¢

4 If the PCs bring the Navimas cure (see Tale 4), using knowledge gained fro
Ever-changing Order or Ghuntomas [see Tales 7 and 5, respectively), they ¢
dispel the fron Shadow from Klictrik and Arcadia. If this oceurs, the affected in
dividuals—the formians, Hannock Ringfinger (see area 8), and sa on—return
normal immediately and reorganize themselves over the course of 1d4 hou
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This, of course, doesn't
help the dead formians or stop the
fload, but it does mean that the formians will
begin to repair the damaged dike once they get
some good leadership (the missing queen or a myr-
march with the Mantelavian scepter in her place).

lo rid Arcadia of the Iron Shadow, a hady must
take a drop of Navimas and seal it within a metallic
sphere (any size). The sphere must then be rolled in a straight line for one mile.
This must be done on the surface of the plane—not underground in the formian
city. Research needed to determine this process takes (19 minus Intelligence scare) days
of reading Ever-changing Order.

Should the PCs accomplish this task, Hvix'mnac (assuming that she returns alive) re-
mains forever in their debt. She has no means of rewarding them directly, but she assures them that
they can return as favored guests of her people at any time.

Without the queen, the new formian ruler (presumably a myrmarch) has little time for pleas-
antries. The PCs gain no “thank you" of any kind, let alone a reward.

Ghundarania, an opportunistic bariaur who has infiltrated Klictrik on an errand of her own [see
page 42), neither understands nor cares about the Iron Shadow. Should she gain control over the city,
she pays the PCs no heed, whether they rid the place of the Iron Shadow or not.

Al Stage 6, the slaadi from the Spawning Stone (whether the PCs deal with the Shadow there ur not)
invade the formian city to retaliate once they've been able (o determine that it was the formian queen
who brought the Iron Shadow to Limbo.

If this oceurs, the slaadi come through the gate in the main city-nest (area 14), which means they
come into Arcadia and immediately find themselves underwater. Frog-like, they have litile difficulty in
adapting ro the environment, however, and swim into the mound-nest chamber (area 13). At first, the
slaad invaders consist of 30 hlue slaadi. The formian warriors and myrmarchs hold them off (barely) ar
the tops of the mound-nests only because of their su perior numbers.

When mare slaadi begin to arrive, however, the formians realize they need to flee. The coordina-
tion of this effort is strained due to the lack of a queer,

While the PCs move about the hive, potentially any place with water could produce an encounter
with a blue slaad. Considering how powerful these creatures are, this probably means that the PCs need
to be particularly wary. The slaadi will make initial attacks up from under the water ar anything that
moves. They won't, however, follow the PCs if they flee, as they don’t have much interest in anything
10t a formian. Flight, then, is the heroes’ best optian.

Good-aligned PCs, or those sympathetic to the formians might attempt to help them against the
marauding slaadi—if for no other reason than to aid an already beleagucred people. One way to help
lies in hiding the formians or helping them escape from the slaadi. The mines below the city (area 12)
offer places to hide, for example, It may take the slaadi a long time to find the formians down there,
and eventually, they'll give up the attack and g0 home (as slaadi, they are easily distracted). The formi-
ans on their own, however, can't think of this sort of strategy under the influence of the Iron Shadow,

Another tactic that PCs can attempl is the straightforward one of persuading the slaadi to leave—
discovering that they're looking for the queen and letting them know that she's not here. If the PCs
have been to the Spawning Stone and helped things there, their voices actually might carry weight in
the slaadi's ears.

Since the slaadi are quite powerful and can use passiwall, scaling up the portal—even by collaps-
ing the cavern that it lies within—probably will not stap the creatures. The PCs might have access to
spells like partal lock that will make the portal unusable for a time. That would work.

If the invasion occurs after the PCs have taken part in this Tale, they might very well be brought
into things anyway. Hannock Ringfinger, if he lives hut does not accompany the PCs when they leave
the hive, travels (o wherever the PCs are during Stage 6 via the Staircase. Once he finds them, he begs
the PCs to return to Arcadia and help defend the last few formians against the angry, vengeance-seek-
ing slaadi. y

SLAAD: AC 2; MV 6; HD 8+4; hp 40; THACO 11; #AT 5; Dmg 2d6 (x2)/2d6 (%2)/2d8 (claw (x2)/claw

bite; A Bite has a 109 chance (v infect the vietim with a rotting disease, casts hold person (one per-

only), passwail or telekinesis once per round, can gare 1d4 red or 1d2 blue slaadi four times per day

40% chance of success; SD +1 or better weapon to hit; MR 40%; SZ L (10" tall); ML steady (12); Int
I; AL CN; XP 9,000,
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+ If any of the PCs gained valgoss worms from Maelost in
Tale 3, the hosts learn that the creatures have an unex-
pected effect on slaadi. Valgoss possess some qualiry
that makes them appear threatening to slaadi. When-
ever the host meets a slaad, there is a 50% chance that
the slaad respects and submits fo the host. The rest of
the time, the slaad reacts with hostility and rage. seek-
ing to destroy the host hefore the host can destroy it.

If the PCs arrive here (or return here after being here
once) with the formian queen, Hvix'mnac, a number of .
different contingencies can oceur.

1F the Iron Shadow still infeets the area, the best
Hyix'mnac can hope to do is relocate the Hive. This en-
tails a monumental elfort, and probably a fair number of..
rafts to get the populace to the surface, Many lives will &
probably be lost. Ghundarania will not leave; she hopes
to figure out a way to usc the Chamber of Deep Magic
larea 11) while it is underwater.

With the Shadow dispelled, the queen can mntwate&
her people to repair the damage, expel the water, and
rebuild the city. This is also a great deal of work, but in
the long run probably a much maere positive option than :
any of the altematives discussed here. :

If the slaadi have mvaded the formians can ﬁth,

+

their queen. However, the baﬂle changies because the i
slaadi focus their attacks on Hvix'mnac herself, Without -
the PCs guarding her, the formians probably do not pos-
sess the power io keep the slaadi from killing the queen. |
If the slaadi have not invaded but have reached the
Astral Plane, and the PCs bring Ivix'mnac from the As-
tral, or if the PCs bring her right from Limbo, the slaadi
follow and attempt to slay her (this is not an invasion
scenario as described above, but a direct artack against |
the queen). Once again, without the PCs guarding her, thé
formians cannot keep the slaadi from killing Hvix'mnac.
If Demansiq (Ghundarania) has taken over when the |
queen returns, the bariaur's plans are ruined, If she's been
implicated in wrongdoing or exposed, Ghundarania flees
as soan as possible, giving up on this attempt to get at the
Chamber of Deep Magic. If not, she attempts to lie low— )
nonchalantly waiting for the flood waters to recede so that
she can get back in the chamber and continue her work.

Al Stage 4, Jazriul the hound archon leaves the Outlands
and travels to Arcadia to investigate the spread of the
Iron Shadow. He stays until Stage 5, at which time he
leaves for Baator. Jazriul uses his humanoid form in this
Tale. His lang sword +2 becomes only +1 on Arcadia.

>

we THE ADVENTURE [npEPENDENTLY. IF it becomes desirable to
use this adventure without the others in this product, perhaps
the hest way to the get the PCs invalved is to start things at a
planar crossroads such as Sigil, the City of Doors. The PCs
averhear that the slaadi of Limbo are preparing for war with
the formians of Arcadia (which is only a slight exaggeration).
The Harmonium, a faction with strong interests on Arcadia,
warls fo help defend the farmizns, but has no idea where the
invaders will strike first. The Harmonium will pay hand-

Rt somely |

Aanyore
the formian communities and discovering the dark of whais
behind the conflict.

If the PCs aceept, the Harmanium assigns them to Klic-
trik, the community in this adventure, where they're likel
both to discover the reasons for the conflict and to be on the
front lines when battle is joined.

4+ INSEC+ILE CUL+URE +

This adventure deals with the formians. a race of centaura
native to the plane of Arcadia. Nestled in hetween Mechanus
the plane of law, and Mount Celestia, the lawful good heaver,
Arcadia epitomizes some of hoth. It and its inhabitants arg
strictly ordered and regimented, but lean a little more toward
generosity and forgiveness than selfishness and cruelty.
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+ 34+

Four types of creatures make up the formians’ race and
culture. The asexual workers live a single-minded existence,
performing most of the menial tasks within the community,
The warriors protect and police the formian cities with sharp
claws and specialized weapons. The myrmarchs act as the
planners, architects, craftsmen, and leaders of the race, with
an clite group of myrmarchs serving the queen herself, acting
as advisors, guardians, and fertilizers of her eggs. Only myr-
marchs and queens (male and female, respectively] possess
actual gender among the formians.

The queen rules over the formians, usually with a single
queen over each community. Some gueens spend all their
time in administrative duties and laying eggs—their sedentary
lifestyle causes them to grow bloated and their legs to atrophy
over the centuries of their long lives. Not all queens allow this
to happen, however.

All formians form from specialized eggs—they are bom
into their station and never aspire to be more than they are.
The myrmarchs keep special queen eggs in a secret cache so
that when a new leader is needed one can be fertilized and de-
veloped into a new queen. Until the young queen is ready 10
rule, one of the myrmarchs acts as a regent. Often, a myr-
march regent carries a symbol of his office so that the queen-
less formians can recognize him as their ruler; in Klictrik, this
symhaol is called the Mantelavian scepter.

Formian warriors, myrmarchs, and queens can speak a
form of the common planar trade language, but are much
more comfortable with their own clicking, sereeching tongue
[which the workers also speak). When they have the time fo
spare, formians don't communicaie verhally at all, but rather
approach one another and rub their antennae together. The
two communicators can exchange vast amounts of informa-
tion in this way, as it is a much more detailed and precise sort
of communication than specch. Strangely enough, this anten-
nae communication is not impossible for humans (or demihu-
mans). Formian myrmarchs know techniques which, through
touching their antennae against a body’s face and neck, cang
gather or (ransmit a great deal of information. The drawback
is that the formian accesses the human's subconscious in this
sort of information transfer, and since humans do not have
the sort of informatinnal access to their subconscious minds
that formians do, information gleancd usually manifests itself
as dreams or stray thoughts that come while resting. Most hu-
mans find this manner of communicating distasteful and un-
pleasant, and object because the formian almost certainly
gains more from the exchange than they do.

4+ IN ARCADIA EGO® ES+ +

The mysterious forces (hat created the Infinite Staircase bull
the landing, doorway, and door leading to this portion of Ars
cadia from stone, polishing it to an almost liquid sheen. Bes
vond the door lies only utter darkness.

Light reveals a rough-hewn cavern. A tunnel exten
deep into the rock away from the onlookers, the damp pas
sage quickly turning out of sight. Once the PCs pass through
the doorway and into the cavern, they'll notice that the air
very damp. In the distance, the sound of running water mak
its presence known.
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inflicts damage each round, prey suffocates in 1d4+1 rounds; SZ
H (20" diameter); ML steady (11); Int non (0); AL N; XP 2,000.

THE RIVER +HA+ WASN'+

The air grows noticeably more damp as a body maves down
the passage toward this area. Suddenly, the passage opens
wider, and water rushes through most of its widrh. A shelflike
upper arca allows an explorer to travel alongside the rapid
underground stream.

When the Iron Shadow descended upon the small city of
Klictrik, it sapped the work ethic and motivation inherent
within formians. These formians had a city built entirely un-
derground, unlike many of the much larger communities
which have an above-ground portion that resembles a strange
human burg. To keep the city safe from a nearby underground
stream, the formians built a sophisticated dike, which in-
cluded a complicated system of pipes and valves from which
water could be drawn to supply the city.

When the workers ceased their careful, attentive mainte-
nance of the dike and valve system, a terrible accident occurred:
the dike broke. The rushing water flooded the city and filled
most of the surrounding chambers and passageways with water.

Until recently, the ledge alongside the “river” was just a
raised area near the main passage, 3-5 feet below. Now. the
water fills the lower portion of the passage, flowing with a
fast and powerful current.

Many remnants of the formian city float and bob in the
rushing water filling the tunnel. The formians use a variety of
things for their tools and equipment—stone, metal (particu-
larly bronze), a hardened secretion that they produce and
shape from their bodies, and even the carapaces of dead
formians (and the chitin of other large insects as well). Except
for those things that are mostly metal or stone, these debris
float. The PCs can see all manner of goods rushing by—broken
furnishings, building materials, artwork, tools, weapons, and
mare. Almast all were hroken or damaged in the flood.

Worse, every now and again, a cutter'll see a dead
formian floating in the water, whisked away quickly by the
raging currents, A careful observation of the walls reveals
that they obviously are not eroded by water. That and the de-
tritus floating on the surface should tell a smart explorer that
the tlood has been recent.

10w e mivek - One: While the characters look at the newly
formed river ar make their way along the ledge, a small band
of formians floats by on a raft. They made the raft hastily out
of the carapaces of a few large insects (they kept a species of
giant beetle like cattle) lashed together.

These three formian workers, still affected by the lron
Shadow, want nothing to do with the PCs. They simply float
an by, carried by the rapid current. Shouts or pleas from the
PCs engender no response beyond a bug-eyed glare.

FormiAN WorKERS (3): AC 3; MV 18; HD 1+1; hp 5, 4: 3
THACO 19; #AT 1; Dmg 1d4 (bite); SZ § (4’ tall]; ML fearless
(19); Int Tow (6); AL LN; XP 35 each,

2. A Rarr: At the end of the ledge lies a small cavern, which
once served the formians as a storehouse., [t still contains bun-
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dles of grains and plants (soggy and covered in black mildew
from the dampness) as well as some chitinous beetle shells and
other parts that were meant to be used as tools or furnishings.

An almost-finished raft like the one mentioned above
waits near the edge of the river. Someone has partially lashed
two thin but tough shells together. A successful Wisdom
check allows a character to realize how to go about finishing
the task, if desired. Near the raft, however, its builder lies
dead. A formian worker corpse rests near the construction, a
bronze-headed (secretion-shafted) spear protruding from its
chest. This poor creature was slain by the servants of Deman-
siq as they passed by looking for the Mantelavian scepter, The
worker has been dead for at least an hour.

Characters using the raft find it fairly sturdy and water-
proof. Those with navigation or seamanship proficiency can
handle it with ease, and those without such training quickly
tumble to the knack of it. Going with the current requires a
proficiency check only on the sharp turns and the small falls
(see area 6). Anyone controlling the crafl withoul one of the
required proficiencies must attempt a Wisdom check with a
-3 penalty at these times. Failure means that the craft tips. All
on board must make successful Dexterity checks to keep from
falling off. A second Wisdom check (also at a -3 penalty] or
proficiency check is immediately required. If it results in fail-
ure, the raft overturns and all on board fall off.

At the falls (area 6), the raft automatically tips; only one
check is required and that's to keep the raft from overturning,

Those who fall off must make another Dexterity check if
the water is less than 10 feet deep [see the notations on the
DM map) to avoid striking something solid—those who fail
sulfer 1d6 points of damage. In any case, characters in the
water must attempt to swim until they can leave the river hy
some means. The DM should be familiar with the swimming
and drowning rules in chapter 14 of the Player's Handbook,

Fighting on board the raft incurs a -2 attack roll penalty,
and cach time a combatant suffers damage a Dexterity check
is required to stay on hoard.

Characters not using the raft either need to supply their
own boat, fly, or swim to get anywhere. Swimming against the
rapid current found in the river requires a swimming check!
each round. Only a successful check allows a PC to gain any,
distance (at half normal movement rate), and two failures indi-
cate that the character has actually lost ground (1d6x5 feet].

3. On 1HE Riviz—Two: Later, when the PCs are on their ow|
raft or still on the ledge, more formians pass by on a raft. Un-
like the formians encountered previously on the river, th
creatures attack anyone they come upon immediately. Th
are larger. warrior formians. They show signs of previo
fights and have a look of utter desperation on their insectilé
countenances.

These warriors serve a myrmarch named Demansiq, w
secks to be the new ruler of the formians left in the area. T
accomplish this, these formians have stolen the Mantelavi
scepter from the myrmarchs serving Hvix 'mnac, the ol
queen. This scepter signifies to any formian that the mys=
march holding it currently serves as the ruler of Klictrik.
warriors truly believe that what they do is for the best and
good of their people—and thus harbor a willingness to sl
anyone that gets in the way of the completion of their mi



n. Demansiq, however, is actually Ghundarania, a paly-
prphed bariaur (see page 42).

The desperate and nearly dead formians attack the PCs im-
mediately, assuming that they are foes. Both carry bronze-
gaded spears for ranged combat and wear bronze claw tips
t improve their claw damage by +1 (and act as magical
apons in regard to creatures they can affect). One warrior
s the Mantelavian scepter, a dented rod of rulership of
nished bronze with no charges. Their job is to take it to the
ber of Deep Magic (area 11), recharge the scepter, and re-
it 1o Demansiq. The passage from the nest-mound cham-
farea 13) was Nooded and they hoped to get to the Chamber
Jeep Magic by the longer route. While it has no charges, the
gepler has no power at all, even as a symbol to the formians.
The formians fight to the death, but the PCs should have
tle trouble defending themselves. If they take the tarnished
[not knowing its worth, most likely), later in the adven-
Ire certain NPCs can recognize it for what it is.

AN Wakrinzs (2): AC 2; MV 15; HD 3+3; hp 3, 7 (down
18 each); THACO 17; #AT 4; Dmg 1d4/1d6+1/1d6+1/2d4
(claw with claw tip/claw with claw tip/sting); SA Poison
g reduces opponent’s attack rolls by -2 for 1dé turns
ess saving throw vs. poison is suceessful; SZ M (57 tall):
L fanatic (17); [nt avg (10); AL LN; XP 420 each.

(i Breowew s This chamber once held the valve system
fid the dike that held back the water of the underground
yer known as the Darkflow. Because the bronze valves were
te complicated and very precise, even just a few days’ ne-
gleet resulled in the water pressure building up, so that even-
jally the valve system burst.

Now, only vestiges of the pipes and valves remain, as well
ithe copper pipes which mun along the wall and into the main
nest. The water here is not deep, but it pours from the hole
he dike with great foree. If characters can get past the rush-
water [this requires a successful Strength check—the water's
shallow to swim and the force is too strong to navigate a
, they find a door made of plates of chitin held together
h the hardened secretion made by the formians. The portion
¢ chamber near the door is high encugh so that the water
sn't run this way at all. The door is locked with a bronze key
ick (the key lies lost somewhere in the flood).

Behind the door stand two chambers once used by the
fntaur ant workers who maintained and watched the valves
nd the dike. One formian worker remains here. Tts limited
ind is overcome by the lethargy induced by the Iron Shadow
id the fear brought on by the last few days' events, This
ymmian, assuming that the PCs can communicate with it
how, relates that the accident occurred in what equates
ut three days ago (these formians, living all their lives
erground, don't use terms like day and night). It has no
ea why it and its fellows suddenly lost all will to work
ortly before that. If the PCs assure it that they mean no
rm, the worker becomes very relaxed and susceptible to
gestion, as though it has no will of its cwn. It can describe
the layout of this area used to be like roughly, but it has
idea what's happened since the dike broke—it's hidden here
g1 since, while its comrades fled to the city nest. If pressed
twon't suggest this on its own), it does know that sometime

between its loss of enthusiasm for its job and now it heard
someone say something about the queen disappearing. It
knows nothing more of inferest and alone could not possibly
fix the hole or describe how—even if it managed to get up the
initiative to make the repair (or help the PCs do it), which it
can'l while the area falls under the [ron Shadow,

The outer chamber has a few soft earthen mounds (the
preferred “hed” of a formian), a stone table with a half-eaten
loaf of bread, some discarded fruit rinds, and a jar of nectar.

The formians used the rear chamber to house their pets,
the giant crayfish, Most of the chamber is a freshwater pool
fed by a pipe from the river. Only one of the creatures remains,
the rest having fled when the formians did as the dike broke
(they can be found now in Area 7). Like the others, this cray-
fish has designs etched into its shell and piercings of bronze
rings and studs. Tt will attack anything that gets into the pool
except a formian, since it hasn't been fed in quite some time.

Giant cravrisn: AC 4; MV 6, Sw 12; HD 4+4; hp 18; THACO
15; #AT 2; Dmg 2d6/2d6 (claw/claw); SA -2 to [oe's surprise
rolls; SZ L (10° long); ML elite (13); Int non (0); AL N; XP 175,

5. Hinpew Rocks: There is a 1-in-b chance that any raft passing
by these barely submerged rocks strikes them. If this happens, a
proficiency check, as described on page 36, is required o keep
the hoat from capsizing. Whether or not it overturns, the rocks
tear a hole in the carapace rafts used here (or similar craft),
meaning thal the vessel sinks in 3d4 rounds unless someone is
able to repair it (unless fixed by spell, this requires stopping
and using materials that the PCs most likely do not have).

O THE SMaLl Farls: These two areas are sharp drop-offs where
the river plummets 4-8 feet. As noted in the description for
area 2, the character responsible for directing the raft must
make the appropriate rolls or the raft overturns.

Just below the first set of falls, the water has forced apart
a fissure in the rock, creating a passage to the Chamber of
Deep Magic (area 11). Characters hold enough to swim below
the falls and into the sinkhole beneath find themselves carried
into the chamber, borne by the current. Only man-sized or
smaller creatures can fit in the hole,

None of Klictrik's residents know about the passage [it
was just an inconsequential crack in the wall before the
flood), and most of them are too big to fit through it anyhow.
The opening isn't visible from the surface of the river, but the
PCs can locate it with a pole or plumb line,

7. Giant Crayrisi: This chamber is home to some pets of the
formians. The centaur ants discovered these beasts in the river
and domesticated them. Because it struck their fancy, the
formians inscribed delicate designs into their shells and stud-
ded them with bronze rings and semiprecious stones.

On the shell of one of the beasts, the formians inscribed

Jhe lineage of the queens of Klictrik, and how 378 years ago,

the greatest of the regent myrmarchs wielded power by right
of the Mantelavian scepter, an object that drew its power from
the Chamber of Deep Magic. Unless the planewalkers can read
formian, however, a comprehend languages or similar spell is
reqquired (o decipher the writing (a successful use of a rogue’s
read languages ability works, too). And, of course, the cray-
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fish has to hold still long enough to be read, which probably
won't happen while it's alive.

The crayfish won't attack formians, hut virtually anything
else is fair game, Overturning a raft is easy work for them, re-
quiring only a successful attack roll against AC 9. When their
victims are in the water, they attack in earnest. Once they have
slain their desired prey, the crayfish drag it down into their
new lair, the completely submerged chamber heyond.

8. Hannock Rinarincer: This gnome hails from the plane of
Bytopia. Once a merchant who traded with the formians, he
eventually took up fairly permanent residence among them as
a liaison and ambassador.

Hannock fell under the influence of the Iron Shadow
when it first came 1o Arcadia. When the dike broke, he was on
his way down this passage toward the city nest but the water
trapped him here with no means of escape. Only luck allowed
him to get oul of harm's way when the water initially rushed
down this passage. Hannock can't swim. Days without much
food have weakened him, and the Iron Shadow has made it
impossible for him to initiate a plan to rescue himself.

Hannock's a likable fellow, dressed in dapper clothing
that is now wet, dirty, and slightly tattered. His goatee heard
and long hair are white, and now as mussed and dirty as his
clothes. The Iron Shadow's effect upen him has made it al-
most impossible for him to think of something new or initiate
an action on his own. Once someone else suggests an idea,
he’s fully capable of carrying it out. If he leaves the area, he
recovers from the effects of the Iron Shadow within 1d6 days.

Having been privy to much of the formians’ rather sim-
plistic politics, Hannock can recognize the Mantelavian
scepter with ease. Due to his Iron Shadow affliction, however,
he won't mention it unless asked. He knows where the Cham-
ber of Deep Magic lies, although he doesn’t know how to go
about recharging the scepter, or even that the item needs
recharging. He also knows about the uncharacteristically am-
bitious Demansiq and does not trust the [seeming) myrmarch.

Hannock knows much ahout the formians' city and soci-
ety, but nothing about what's happened since the dike broke.
He's a little upset with the formians right now—upset about
them letting their dike burst and upset that rwice since he's
been trapped here he's seen formians in rafts go by and they
haven't helped him. Hannock thinks there might be some
large and dangerous creatures in the water, but he hasn't seen
them in a while nor does he know what they are exactly (the
giant crayfish).

If rescued, Hannock gladly goes wherever his rescuers go.
Once he sees that Klictrik has heen so terribly devastated by
the flood, he'll gladly leave the area once and for all, hoping to
get back to Bytopia one day—after he’s worked hard to repay
his rescuers. If the PCs don't desire his ecompany, he attempts
to get back to his home plane immediately, but tries 1o keep
apprised of the events surrounding his friends on Arcadia as
well as his planewalking rescuers. (Bytopian gnomes actually
maintain a fairly impressive information trafficking network.)

Hanwock Rincrncer (P1fd gnome/T4/Believers of the Source):
AC 6 (leather and Dexterity); MV 12; hp 19; THACO 19; #AT
1: Dmg 1d4 (dagger) or 1d6 (short swaord); S7 S (3" rall): ML
steady (11); AL NG.
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S9;D16;C10;114; W 12;Ch 16

Special Equipment: ring of insect influence (as & ring of
human influence, but affecting intelligent insects instead),
ring of jumping, 25 10 gp gems, 13 gp, 98 sp.

Personality: Kind, long-suffering, intuitive

Thief Abilities: PP 30, OL 38, F/RT 35, MS 35, HS 38, DN
30, CW &0, RL 29

9. INVESTIGATORS: At some point, when the PCs explore these
lower portions of the river, they encounter a group of investi-
gators working for the powers of Arcadia to determine what's
going on in Klictrik, since no one's heard from the community
for many days. The Sphinx, a proxy of Ra himself, gathered
together three capable bloods to investigate. Delos, Carvagnin,
and Rea travel through the tunnels under the influence of po-
tions af flving. They've just come up from the mines below and
so they've already figured out that there's been a flood.

When these three see a group of non-formians wander-
ing around the area, their suspicions immediately rise, Such a
group, they reason, is likely to he artackers, looters, or the
saboteurs responsible for the flood. Carvagnin, in particular,
is suspicious to the point of paranoia.

These cutters are likely to be more obstacles than allies to
the PCs. Unless one among them owes allegiance to the Harmo-
nium, Carvagnin insists that any non-formians that she comes
across surrender their weapons and allow themselves to be se-
questered in a nearby cavern until the investigation is over.

Hannock, if present, attempts to defend the PCs, but his
argument carries little weight—his presence is just as suspi-
cious as thar of the planewalkers.

If the investigators’ “captives” do not agree to their de-
mands, the trio will use force—but they will not intentionally
kill or attempt to kill anyone. These folks are hard-headed,
suspicious, and quick-to-accuse, but not evil or cruel.

Dieios (Pl 4 einheriar/F5): AC 5 (chain mail and shield); MV 12;
hp 50; THACO 16; #AT 1; Dmg 1d10 (two handed sword); MR
50 SZ M (6" 2" tall); ML elite (14): Int avg (10): AL LG: XP 270

Personality: Noble but egotistical

Carvaonrd (P € human/F4/Harmonium): AC 2 (plate mail and
shield); MV 12; hp 31; THACO 17 (16 with sword]; #AT I}
Dmg 1d8+1 (long sword +1); 57 M (5" 117 tall); ML champion
(15); Int avg (9); AL LN; XP 175.
Special equipment: long sword +1 [Arcadian forged), 25 gp
Personality: Quick-to-judge, hasty, stubborn

Rea, Acarimon: AC Q; MV 15; HD 8; hp 30; THACO 13; #AT |
or by form assumed; Dmg 1d6 (mace) or 1d4+1 (sling) or b
form assumed; SA shapechange to different form [but keeps
current hit dice, THACO, ete.), casts spells as 7th level cleri
plus aid, augury, comprehend languages. clairaudience, clair-
vovance, cure serious wounds (3x/day), detect evil, dete
magic, ESP, hold person, know alignment, read magic, tele:
port without errvor (at will); SD +1 or better weapon to hi
save as 14th level priest, immune (o energy draining, deat
spells, disintegration, gas attacks, poison and energy from th
Positive Energy Plane, half damage from acid, cold, and ele
triciry; SZ varies bur usually M (67 tall]; ML steady (11); T
avg (9); AL CN; XP 5,000.






Spells (5/5/3/2): 1st—cure light wounds, light, purify food
and drink, remove fear, sancruary; 2nd—detect charm, eathrall,
Jind traps, heat metal, silence 15-foor radius; 3rd—dispel
magic, cure disease, water walk: ath—free action, lower water

10, Tue Guaknian, The formians placed a beast to guard the
Chamber of Deep Magic long ago. The beas! seemed a natural
choice, for it was drawn to the chamber all by itself. The
guardian is a very young bronze dragon—hut no ordinary
bronze dragon. When this creature was hatched an the Prime,
it had birth defects. The shape of its head shows that it didn't
develop entirely right. Its mother knew that it would never
become a fully functional dragon.

Dragon law on that world decreed that the mother should
slay any such rare, deformed specimen, but the mother
dragon couldn't find it within her soul to kill her child, who
she named Talleax. While handicapped, he scemed (o have
some sort of affinity toward magic—not in its use, which was
far beyond him, but in its very presence.

Talleax’s mother could only hide him for so long. Even-
tually, she hid him away in a deep cavern, hoping to keep him
there for a few years, at least unril he'd developed more, How-
ever, Talleax's love of magic (and his inherent ability to sense
it) drew him even deeper inta the caves where he was to hide,
There, he discovered a portal long forgotten hy the branze
dragons [although their ancestors had used it often in older
days). The portal brought him to Arcadia. Following his nosc,
so to speak, his desire to bask in the presence of great magic
led him to the Chamber of Deep Magic.

The formians fed him and guickly hecame friends with
Talleax, who was happy as long as he could remain in the
Chamber of Deep Magic. Recently, however, the myrmarchs
who used the chamber (influenced by Demansiq) became fed
up with how difficult it was to use the power within the cave
with the ever-growing dragon in it. Thus, they tricked Talleax
into entering this antechamber and then shackled him with a
thick bronze chain.

Talleax yearns to get into the Chamber of Deep Magic
again, but is sad rather than angry that his friends tricked
him. The Iron Shadow has had practically no effect upon him,
since he was never an originator of new ideas or concepts to
begin with.

The dragon can communicate with any intelligent crea-
ture, but only on a very rudimentary level using the simple
words of his limited vocabulary. The formians hope that his
mere presence will drive of7 most intruders—and so far, that as-
sumption’s been correct. Those that don’t immediately run
from the dragon's presence must face his repulsion breath
weapon, which he uses when someune threatening comes near.

1f someone is able to withstand thar attack, Talleax gives
them a pathetic stare, although with his misshapen head, it's
likely to be taken for a threat. He responds o threats and
hravado with a blast of his lightning breath, but any attempt
at speaking with him with civility gains his confidence sather
quickly (a flaw in their guardian that the formians haven't yet
realized). As best he can, Talleax explains that he “just likes
the warm, sparkly room,” meaning that he wants Lo gel back
to the Chamber of Deep Magic.

What makes him a good guardian still is his jealousy

ood g
over anyone going inta the Chamber of Deep Magic without
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him. The myrmarch formians who used the chamber ap-
proached from the other direction, for since their play to put
him under restraint, Talleax reacts badly to them as well, If
anyone tries to get by the dragon, he slaps his tail near the
exit s a warning. "Nobody go there without Talleax,” he bel-
lows. “Just like the warm, sparkly room,” he says again. If
anyone ignores this proclamation, he attacks as the intruder
attempls (o pass.

His recent betrayal by the formians (from his point of
view) taught him that no friend is completely trustworthy.
Thus, even if the PCs have been very kind to him, he's likely
to be watching out for them to turn on him—what some pla-
nars might call “peery against them turning stag.” Talleax
uses his repulsion breath at the first sign of anger, violence, or
derision from the party. If anyone's ever so foolish as 1o at-
tack him, he'll fight to the best of his ability, He's obviously
no tactician, but his bite, claws, and lightning breath are
weapons of quick destruction,

To free Talleax, his bronze chain must be hroken. The
chain can sustain 100 points of damage before parting—it's
too massive for a bend bars/lift gates attempt. It has to hold a
dragon, after all. Once freed, Talleax immediately goes into
the chamber beyond. He pauses only momentarily at the pres-
ence of water in the chamber, and then dives in, a natural
swimmer,

Hannock knows the recent history of Talleax, although
his knowledge comes from the myrmarchs—he's never spoken
to the dragon directly and is most likely terrified of the beast.

TALLEAX, VIRY YOUNG BRONZE DRAGON: AC 0; MV 9, F1 30 (C), Sw
12; HD 10; hp 59: THACO 11; #AT 3; Dmg 1d8+2/1d8+2f
4d8+2 (claw/claw/bite); SA Breathes lighting up to 100" (5"
wide) inflicting 4d8+2 damage (save vs. breath weapon for
half) or repulsion gas in a 20'x30"x30" cloud that causes
those within to flee for 1d6+2 minutes unless a saving throw
is successful, water breathing and speak with animals at wil,;
detect magic always active; SD Immune to lightning; S7 H
(18’ body); ML fanatic (17): Int low (5); AL LG (N); XP 8,000,

11, Citavper oF Deep Masic: The formians built Klictrik wherel
they did, despite the dangers posed by the underground river
for two reasons: the proximity of the site to the copper and (i
mines below, and the nearess of the mysterious Chamber of
Deep Magic. This place is a natural node of magical power-
particularly rare on Arcadia, which isn’t known for its magie

Filled with natural crystals, the chamber seems to have
faint light of its own that plays off the facets of the crystl
As Talleax described, the room also possesses a warmtl
within it not found in the other caverns in the area. Charac
ters do not need detect magic or similar aid to discern that this
place contains greal power.

The room quickly overwhelms spellcasters of any typ
with its abundance of power, Any attempt to cast a spell drav
in too much of the ambient energy and renders them uncon
scious for 1d6 turns. A successful saving throw vs. spells indj
cates that the spell wasn't lost before the caster was overcome

Those not casting spells can stay within the room, al
though the experience can be a heady one. The magic of th
room causes a body’s skin to tingle and produces a gidding
in those who remain for more than a round or two,



saNNA GO SPARKLY

If a character focuses all RB@OM 9 Fortunately for anyone on

0f her will into a magical i e r R@am a rali, the nearby raised ledge
in the Chamber of Deep I jus+ LIKE ‘\. PA P\r KLY R@oem. that they pass before they reach the

gic. she can direct the sur- lus+ LIKE |+, long plummet down lies within
unding power into the object. Magical FEAH. view of the waterfall. Thus, the char-
with charges gain an additional acters have plenty of time to get off

harge per round, up to their normal max- —TALLEAX the river and to safety if they don't

nums. The natural danger in this process

that 100 much power can averload an item. There exists a
mulative 1% chance per charge given an item that the
bject becomes overloaded with power and shatters, The

e is ruined, and the character focusing her attention

upon recharging it suffers 1d10 points of damage.

Artifacts cannot be recharged in this manner. The Man-

vian scepter cannat be overloaded, and—what's more—us
recharged the dents and tarnish vanish, transforming it
into a beautiful object.
Now hat that Chamber of Deep Magic lies underwater,
he challenge facing would-be rechargers is greater than ever,
warrior servants of Demansiq hoped that the chamber
'l entirely submerged as they made their way here to
arge the Mantclavian scepler. They were wrong. To use its
er. the PCs may need to dive down fram the nearby cave
the Chamber for as long as they can hold their breaths
ig¢ the chapter 14 in the Player's Handbook).

Further, Talleax's presence in the room makes it difficult
meentrate when recharging an item, because the dragon
one to fidgeting and moving about (distracting enough),
as bothering the recharger with questions about what
doing, why she's doing it, how she likes the warm,
ly cave, and so on. Every third round, a recharger must
empt a saving throw vs. spell; if the attempt fails, the char-
fer loses her concentration, The item gains na charge, but
e recharger still must roll for overload as the flow of power
ies awry (unless recharging the Mantelavian scepter). Tal-
ik can breathe underwater and remains there for good.

The possibility remains that other uses for the Chamber
Deep Magic could exist, but the formians have never
Ved into such matters.

Mis: The river eventually plummets down into the mines
the city. Although the formians could climb up and down
ide of the shaft, a pulley-driven elevaror existed for non-
ans and for carrying ore. The ropes and pulley still hang
the ceiling above the shaft, but the platform of the cleva-
long gone. Anyone taking the fall on a raft suffers 5d6
s of damage from the 100-foot drop (the damage is halved
e presence of the water to help cushion the fall).

he water is particularly dirty in the mines, filled with
e and detritus caused by the mining process. Further,
ebris and dead bodies from the upper city collect in the
so they are filled with even more broken materials and
formians than the tunnels above.

No map shows the layout of the mines, as they extend
miles in all dircctions. Many are completely submerged,
few tunnels are only flooded (a few are high enough to
Eventually, enc joins a shafl that leads all the way to
ace of the second layer of Arcadia, near the desert-like
n called Heliopolis. The shaft has a functioning elevator
ing non-formians and ore,

want to risk the fall.

THE CI+Y NES+

The main portion of Klictrik has two parts: the main city-
nest, and the mound-nests. Although the formians built the
mound-nests first, the city-nest grew to be much larger, pro-
viding homes for most of the city's inhabitants, Most of these
formians, however, died in the flood. The rushing water
trapped and drowned them. A few managed to get to the
mound-nests, and a few others escaped to the surface.

13. Mounp-Nest ChaMper: The entrances to this, the “old city,”
lie in a tall, narrow cavern with spires built up within it. At
the top of each spire is a hole with a shaft leading down. The
mound-nests lie within the spires.

When the flood came, this deep cavern filled with water
but the mounds themselves saved those within by keeping the
entrances above the water level, The mound-nests now house
all the surviving formians of Klictrik—those whe hid in the
mounds and those able to escape from the main city-nest be-
fore it was completely flooded. The population of the nest
now stands at 224 workers, 137 warriors and 24 myrmarchs
(including Demansig).

Chambers within the mound nests vome in a few basic
types—sleeping chambers, storage chambers (food, tools,
other supplies), and common areas. Each chamber is dug out
of the rock and furnished with items of stone, metal, and
hardened insect secretions.

Within the center mound-nest lies a portal to the gith-
yanki city of TorNav'roc on (he Astral Plane, but none of the
formians possess any knowledge of it.

Formiay WoRkER: AC 3; MV 18; HD 141; hp 5, THACO 19; #AT
1; Dmg 1d4 (bite); SZ S (4' tall); ML fearless (19); Int low (6);
AL LN; XP 35.

ForMian Wakzior: AC 2; MV 15; HD 3+3: hp 18; THACOD 17;
#AT 4; Dmg 1d4/1d6/1d6/2d4 (bite/claw/claw/sting); SA Poi-
son in sting reduces opponent's attack rolls hy -2 for 1d6
turns unless saving throw vs. poison is successful; SZ M (5
tall); ML fanatic (17); Int avg (10); AL LN; XP 420,

Fogvian Myrmarcii: AC 1; MV 15; HD 6+6; hp 30; THACD 13;
#AT 2; Dmg 2d4/3d12 (bite/sting); SA Peison in sting 3d12
points of damage paralyzes foe for 1d4 turns (successtul saving
throw vs. poison indicates half damage and no paralysis); SZ L
(7" rall); ML champion (15); Int exc (16); AL LN; XP 2,000.

4. Mane Cir-Nesi: Like the mound-nests, this area comprises
sleeping chambers, storage rooms. and common areas hewn out
of rock—enough for hundreds of formians to live within com-
fortably. Now, however, all of these chambers have filled with
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water from the flood. Bodies and debris also float in the nest
chambers, forming hazanls and ohstacles throughout the city.
Within this dark, underwater maze lies hath a portal to
Limbo and a passage leading up to the surface of the plane
(the myrmarchs know about both, but can't reach them now).

15. DEMANSIC navirk: When the myrmarchs moved the
dragon Talleax out of the Chamber of Deep Magic, he guarded
only one access (o the chamber. Demansiq volunteered to
guard the other path himsell, and thus he used this tiny
chamber as his own.

Demansiq is no formian. “He" is a female bariaur wizard
from Sigil named Ghundarania. The wizard learned of the
Chamber of Deep Magic through rumor and came to Arcadia
to see it for herself, She thought the chamber would be the
perfect place to perform a ritual she was preparing; she be-
lieved the rite would grant her complete immortality. Realiz-
ing that the formians would never give her the long-term ac-
cess thal she needed to the chamber (to finish the creation of
the ritual, let alone the performance of it, would take months
of effart within the Chamber), Ghundarania polymorpied her-
self into the form of a myrmarch, She quickly manipulated
events so that she would be among the queen's clite, whose
duties included recharging the community's small number of
magical items and performing some quasi-religious cere-
monies in the Chamber of Deep Magic.

Knowing she also needed some devout allies, Ghundara-
nia used friends and suggestion spells o gather a small cadre
of formian warriors loyal to Demansiq. They weren't charmed,
as such, but rather she just used magic over a long period of
time to convince them that following her would result in the
greatest good for the community.

Everything went very well for the wizard over the first
two months. Then, disaster struck.

When the Iron Shadow caused the Nood and the result-
ing havoc, Ghundarania's plans were thwarted, because the
water cul off her easy access to the Chamber of Deep Magic.
Her only hape, she believed, was to gain complete control of
the remaining formians and force them to repair the dike. For
that, she needed the nearly forgotten Mantelavian scepter.
Not understanding the Iron Shadow, Ghundarania never real-
ized her plan wouldn't wark,

While Demansiq distracted the other myrmarchs, “his”
servants stole the Mantelavian scepter and attempred to
recharge it in the Chamber of Deep Magic. Ghundarania knew
that their chances of getting past the dragon were slim, but
she had to rely on luck at this point. Unfortunately, her Tuck
was even worse than she thought, for her warriars were seen
(formians make poor thieves} and attacked. Although they
fought their way out and slew most of those who had seen the
theft, their numbers were decreased and those that remained
alive were wounded. Then, the PCs (presumably) came along
and obtained the scepter (although she doesn’t know that).
Now her plans truly begin to tall apart.

If Ghundarania learns of the PCs’ actions, she wxll do
anything she can to get the scepter away from them—includ-
ing outright violence. Using spells, she can still reach the
Chamber of Deep Magic and recharge the scepter. She’s also
willing to use her influgnce as Demansiqg to persuade the
formians to atfack the planewalking outsiders. Only a suc-
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cessful "unmasking” of the bariaur wizard or proof rhat she
lies hehind the theft of the Mantelavian scepter will persuade
the centaur ants to stop obeying her. Even the other myr-
marchs respect Demansiqg enough to do as he says (within res-
son) until they are shown his obvious treachery.

Thus, if the PCs obtain the scepter, they're sure (o be at-
tacked eventually by Ghundarania or by formians manipu-
lated by her. Hannock Ringfinger would be a useful ally in
calming attacking formians, since they know and trust the
gnome (and because of his ring of insect influence). The chief
way that the formians have for moving around remains their
crude rafts, so centaur ants hunting for the PCs will use the
craft, two or three warriors to each.

If the PCs recharge the Mantelavian scepter they can
force any formian of Klictrik to cease attacking and even
ohey limited commands (assuming that they can communi-
cate). This effect won't last more than 10 or 15 minutes, for
only a myrmarch formian (or & polymorphed bariaur wizard
in that form) can utilize the long-term effects of the irem and:
be accepted as the replacement *queen.”

As a last resort, Ghundarania will forget ahout the
scepter, use water breathing or polymorph seif to allow her to
dwell underwater safely, and then go to the Chamber of Deep
Magic to continue her preparations at an accelerated rate. The
dragon (if he's there) might hamper things, forcing her to take
action against the beast—including attempling to trick hi
into thinking that the PCs are his enemies to eliminate bof
threats at once.

Even if Ghundarania succeeds in her quest and complet
the necessary ritual, the worst that can happen is that she
comes immortal. Such an event does not spell certain doom
for the multiverse—or for anyone, actually. She's not out o
intentionally hurt anyone, she just wants to make sure sh
never ages. Her devotion to this goal (she has an overpower
ing fear of death) means that she won't let anyone get in
way. Her fear of death won't let her put herself al any re
risk, however, and she's likely to flee when in danger.

GrunoarRANIAJDEMANSIO (PLf @ bariaur/Trag/Fated): AC 6 [Dex
terity, ring of protection +2); MV 15; hp 16; THACO 18; #
I; Dmg 1d6 [staff); SA Spells, alteration spells impose a -
saving throw penalty; SD +1 saving throw bonus vs. alter:
ation spells; SZ M (6" tall); ML steady [11); AL N; XP 2,000,

512;D16;C8;116; W 14;Ch 9

Special equipment: baistaff, ring of protection +3 (Oue
lands forged, +2 here), 200 gp necklace

Personality: Self-indulgent, detached

Spells (5/4/4/3): 1st—change self, friends, magic missi
shield, spider climb; 2nd—alter self (x2), invisibility, wel
Ird=hiink, lightning bolt, tongues, water breathing; 4th—poly
maorph self (x3)

Ghundarania uses polymorph self to appear as Demans
(3 spells memorized each day with a duration ol almost
hours each takes care of most her needs) but also has sol
alter self spells prepared as hackup if she needs it. Since she
a bariaur, alter self and change self allow her to change
appearance into that of a centaur-like creature as opposed €
a humanoid creature.

The batstaff is a magical staff, 5 feet long, made of bla



dion and topped with a stylized hat with wings outstretched.
Ine wielder of the staff can use three different powers:

* Suikiom: This power calls forth a number of flitting,
black energy shapes which dart and swarm around the
stalf. These shapes obscure the vision of anyone within
5 feet of the stafT (except the wielder), effectively blind-
ing them and forcing them 1o take a -4 penalty to their
attack rolls. Those aulside the radius of these darting
shapes still have difficulty in making out the exact posi
tion of the staff wielder, and subtract -2 from all artacks
against the staff" wiclder. This power remains active for 1
turn per charge expended.

# Suumon pars: The wielder can summon 3d 10 normal hats
or 1d4 giant bats. These obey the will of the wielder im-
plicitly and remain until slain or for 1 tun per charge
expended, whichever comes first.

# Sonc siii7: The wielder can perceive things around her,
with a radius of 50 feet, as though through a bat's
sonarlike sense. That is, she can perceive shape and
movement in the dark, but not color. This ability lasts
for I hour per charge expended.

When used in conjunction with a cleak of the bat, the
atstaff’ gains the ahility (for a cost of two charges) to change
up to 4 other man-sized figures inlo bats (as per the cioak of
the hay). Further, anyone with both the cloak of the bar
and the baistaff will never be attacked by a bat
or a batlike creature unless the item-
ser attacks first.

-

4+ LEAVING ARCADIA +

(Once the PCs decide (o leave Klictrik, they can use the door
way back to the Infinite Staircase or—if they've discovered
them—the portals to either Limbo or the Astral Plane. They
can also use ane of the two paths that lead up to the surface
[from the mines or the completely MNooded main city-nest).

[T the planewalkers take the Mantelavian scepter with
them, eventually the formians of Klictrik follow. Once they've
relocated or reorganized, the centaur ants will realize that the
scepter is missing and search for it—even if it means scouring
the multiverse. Woe to the player characters if the searching
formian warriors catch up with them, for they will not rest until
the thieves are destroyed and the scepter returned. Most likely,
however, this won't happen for many weeks or even months.
Further, fast-talking PCs can explain their way our of the situ
ation, although the formians may request that they return 1o
Klictrik with them to explain to the myrmarchs [of which De-
mansig might still he one if "he” still hasn't been discovered).

If the PCs were instrumental in the uncovering of Ghun-
darania/Demansiq’s plot, the myrmarchs reward them with a
magical item called the helm of the insect. This magical hel-
met grants the wearer a natural Armor Class of 8 (hardening
the skin to an insectile carapace) and allows the wearer to
climb walls as though under the influence of a spider climb

spell. It does not allow the wearer the ability to
navigate on webs, however,
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4+ OVERVIEW ¢+

Arriving in the demiplane of Maelost, the PCs must face harsh weather and extremely
difficult terrain—as well as unknown and bizarre monsters—just to survive. Eventis
ally, they meet with the Hanim, the people who live on the plane. The Hanim hold &
valuable, secret lore that enahles a wizard or a priest fo cast his spells more efficienty
on the planes, but the lore requires & painful sacrifice and a distasteful action. The PG
LIVE. spellcasters must make the choice on their own.
THa+'s ENGUGH _ The Lord of the Worms can e viewed as a divergent sort of adventure, becausg

) B it is presented more as a strange location rather than a plot. Mainly, the plot involves

— ERRID, the PCs expllnring and adapt[r;g tar!r;“e iharsh rcali;y of the dcg:ipiane. Us]edIas il
portion of the overarching plot of Tales From the Infinite Staircase, the Ion

A HANIM WARRI®R Shadow eventually appears here, making things even worse, providing more in=
centive for the PCs (hopefully). Player characters of 4th (o 6th level are most ap=
propriate tao the Tale.
Even though it is a dark, inhospitable place, nothing about the plane holds an
inherent evil (with one notable exception). Maelost is harsh and indifferent, but n
malevolent. s inhabitants range the gamut of alignment and outlook. The Dif
should keep these facts in mind as he presents the locations and denizens of the plag
to the players.

4+ ADVEN+URE NO+ES +

+ At Stage 3, the Iron Shadow descends upon Maelost by means of some blue slaad
coming to the demiplane through a portal from the vicinity of the Spawning
Stone. When this occurs, the Hanim of the nearby city of Aml fall into a dark§
broading lethargy that keeps them from producing their art, tending to thel
mounts, or anything clse. Worse, their rivals from a nearby tribe/city plan on
ing advantage of their weakness. While the PCs visit Aml, raiders mounted o
giant flies attack, and the inhabitants of the city find themselves unable to ae
quately defend themselves. Use the statistics for typical Hanim warriors if the PQ
decide to help defend Aml.

Most devastating of all, however, is that the valgoss (symbiotic worms natig
to Maelost) begin abandoning their hosts once afflicted with the Iron Shadow. Na
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only do the hosts lose all
powers given to them by the val-

goss, but their personalities hecome trapped in
whatever haody that they were using at the time
[later sections explain these references in greater de-
tail). Worst of all, the absence of the valgoss grants
the Taker of Life (a malevolent entity of great power)
the freedom to attack and kill the abandoned Hanim.

The Hanim don’t understand the coming of the Iron Shadow, and see the
entire thing as a dire curse that has come upon them. The valgoss leave their hosts
one by one, and the Taker of Life comes quietly to those it attacks, Fear ripples through
the ciry of Aml. but there's little that any of the Hanim can do with all initiative and cre-
ative thought taken from them by the Shadow.

The three slaadi that come here do so to escape the Iron Shadow, and of course fail since they've
inadvertently hrought it with them. The location of the portal thal they use is marked on the map—it is
a hole leading to the caverns of the Dark Dweller (a formidable and aggressive but benign entity). The
Dark Dweller grabs a slaad and mentally probes it (as it is wont to do); finding the chaotic creatures to
be hostile but not actually evil, the Dark Dweller offers them the opportunity to be scoured (purged of
evill, which one accepts. The scoured slaad, mare adaptable than the typical member of its race, goes to
the settlement with the help of the Dweller and attempts to ally with the people there. The other two
wander the plane fighting off the attacks of the Taker of Life and regarding everything with typical
slaadi helligerence,

DMs may wish to have the Iron Shadow descend upon Maclost while the PCs are present so that
they can see the place before and after its effects.

If Mulk the shad remains with the PCs from Tale 4, he Ty EE 3
refuses to undergo the Scouring ritual. If this means PLAHAR MAGIC: mﬁ
that he’s left behind by the rest of the PCs, he wan- : SR ; g
ders off on his own—probably to be devoured by
the Taker of Life or one of the other monstrosities
of the demiplane.

Oddly enough, if Mulk has the opportunity to
host one of the valgoss, he gladly accepts it, having
ng qualms about such a process. If this occurs, it's likely that the shad will wish to stay on Maelost
with the Hanim, who have no problem accepting him into their community.

: Maciﬁsi'q;:fﬁ"nut'affeé"p, s or
- any way-‘even ¢l 5 as thogy
Prime Material Plane {that is, at their full fev

# If the PCs bring the Navimas cure, they can dispel the Iron Shadow from Maelost using knowledge
gained from Ever-changing Order or Ghuntomas (see Tales 7 and 5, respectively). The research proves
difficult. The time needed 1o determine a useful process is (30 minus Intelligence score) days, The ac-
tual solution requires that a character drop a bit of Navimas into the water (the Taker of Life) four
times, each application being 30 miles apart from every other drop. If this oecurs, the affected indi-
viduals return to normal immediately.

At Stage 7, the hound archon, Jazriul, travels from Limbo to Maelost to investigate the spread of the
Iron Shadow, At Stage 8, he leaves and travels to the Astral. While in Maelost, he encounters the Taker
of Life and struggles against it, ultimately determining that it is too powerful for him to defeat alone.
Jazriul may, however, attempt to enlist the PCs and as many of the Hanim as he can to war against
the evil creature (probably encountering a great deal of resistance from the Hanim hoth because of the
Iron Shadow and because they have developed their own way of dealing with the threat). Of course,
this is futile, since even the combined might of all the Hanim could not overcome the Taker of Life.
Jazriul will have to accept defeat in this matter or he will be destroyed by the evil foe,

Under no circumstances will Jazriul allow himself to be probed and scoured by the Dark Dweller,
nor will he become a host for valgoss worms.

NG TE ADVENTURE IDEFENDER (172 1F 2 DM wants to use “The Lord of the Worms" as a stand-alone ad-
iture without linking it to the other adventures in this product, the hest way is probably as the location
failed transport. [n the ADED game there are any number ways an adventurer or a group of adven-
ers can find themselves transported to some random, faraway planc—stepping through the wrong por-
amisused amuler of the planes or cubic gate, the retributive strike of a magical staff, a hostile plane
, or the like. DMs who save this adverfture for when such an eventuality occurs will find that Maclost
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offers an interesting diversion—it appears at first to be a place
to simply escape from, but later reveals that it holds a valu-
ahle sort of treasure for the party.

Of course, the primary goal of the adventure is still leav-
ing. The only two known planar portals lead to Limbo and the
Infinite Staircase (and from wherever the PCs came from, pos-
sibly, although such a travel option is presumably one-way or
the PCs won't be trapped here). The DM may wish to create a
portal or planar pathway of some sort of his own, with a spe-
cific means of activating it to get the characters back “home.”
The master slaiyiths are likely the only beings who know how
to activate the portal, and thus, the PCs must become hosts to
valgoss and participate in the petitioning process at the
Obelisk (see page 54).

If this is the way the DM chooses to use the adventure, it
may be advisable to ignore the Iron Shadow altogether and
simply run the adventure with Maelost as it exists normally.

4 BLACK RAIN +

The doorway leading to what the lillendi referred 1o as the
Ridged Land lies on a wide landing 40 feet across but anly 10
feet long. A chill runs dewn the spine of anyane stepping
onto the landing. If the PCs pass through the black stone door
that they find there, they enter a realm of darkness and wind—
experienced planewalkers might think that they've wound up
on the chaotic plane of Pandemonium. Instead, however, the
PCs have arrived on one of the demiplanes in the Ethereal
Plane. The inhabitants of this demiplane call their world
Maelost.

Maelost exists in a limited spacial bubble that confines
the entire plane to a space of about 120 miles. Space in
Maelost curves in upon itself—that is to say thal it warps
around so that if a planewalker travels far enough in a fairly
straight line [ahout 120 miles, to be exact), he ends up where
he started. Note that the demiplane is not a sphere; a charac-
ter wha flies 120 miles straight up finds himself flying down
to his takeoff point at the end of the trip.

The bulk of the demiplane is made of black rock that
rises and falls as steep ridges, A visitor once called Maelost
the Sea of Stone because the ridges look like motionless
waves on some black ocean. Some of these ridges extend up-
ward to heights of aver 1,000 feet, although most are only
half that tall. Most of the narrow valleys that lie between the
ridges hold brackish water. These gaunt veins of liquid.
choked with silt and oily residues from (he stone around
them, reach a depth of anywhere from 10 to 60 feet and have
an average width of only 100 to 500 feet,

Flies buzz everywhere on Maelost, although they hide in
the cracks and crevices that catacomb the rock when it rains.
And it rains a lot. Black, oily water that comes from an un-
known source falls upon the surface of Maelost, adding to the
virtually unmaving waters between the ridges. Wormlike
creatures and tiny insects fill the water, as well as larger, more
menacing beasts called slaiyiths.

For the moment, however, neweomers to the demiplane
are greeted only with a torrent of cold, black rain, accompanied
by fierce winds, The doorway from the Infinite Staircase leads
to a tiny cave entrance on the side of one of the ridges, about
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100 feet above the surface of the rain-spattered pool below. The
opposite ridge seems very close—only about 75 feet away—and
the tops of the two ridges in sight are anly just a little more
than 30 feet above, The darkness of the plane hides even these
sights except in the brief and muted flashes of distant lightning
that light the sky momentarily with a pale gray glow.

Only a 1- to 2-foot ledge offers any support above the
deadly drop on this side of the doorway. Anyonc standing on
the ledge quickly becomes drenched with the oily, black rain
that pelts down from the inky sky and runs down the sides of
the ridges in sinuous rivulets,

BLACK SL@PES

[t doesn'l lake a graybeard to realize that getting around on
Maelost presents an incredible challenge. Characters not
cquipped for mountaineering may turn right around and head
back to the Staircase—and probably rightly so.

Fortunately, the rain lets up quickly after the PCs arrive,
hut this means that the flies emerge and begin biting and an-
noying any living creature they can find. Despite these hai-
ards, normal mountaineering or climbing checks allow 4
group of adventurers to reach the top or the bottom of te
ridge, assuming that good climbing equipment is available
(planars have a word for assailing these ridges without some
sturdy rope and other climbing tools—it's called barmy).

Climbing the ridges—up, down, or moving along them
horizontally—requires someone in the group to make successful
mountaineering or climbing checks. Conditions of the rocky
¢lifTs balance out, giving no positive or negative modifier to the
check (taking into account the ledges, the sloped surface, th
darkness and the slippery conditions). Ropes and equipment
add +55U% to the check, hut armor, encumbrance, weight and:
other factors can modify the check further. See chapter 14 of
the Player's Handbook for a full accounting of all applicable
bonuses and penalties. DMs should note that without climb
equipment used by a skilled climbing leader, each traveler mus
make his own individual check. See the mountaineering profi
ciency description in Chapter 5 of the PHB.

A check is required for every 1,000 feet of movement
[that means about five checks per mile il traveling horizol
tally). A successful check means that the group has moved the
1,000 feet in about an hour (after which, they must rest for af
least 15 minutes), or—if the DM wants to be more precise—(he
speed of the party is the movement rate of the slowest chara
ter in feet per round due to the slipperiness, the slope of the
ridge, and the climbing equipment (without the equipme
the rate is halved).

A failed check means that the group moved no apprecis
ble distance during the hour. Two failed checks in a row ind
cate that a mishap has occurred. If the group has no ropes of
equipment, they fall from the height at which they are climb
ing. If they have the required tools, an additional check is al
lowed. If this check is successful it means that the mouns
taineer prepared the ropes and pitons well enough 1o keg
climbers from lalling very far. If this last check fails, one o
the climbers falls.

The top of the ridge, once reached, offers relative safl
if not shelter. Few creatures live here other than the buzzing
biting flies. In the distance [direction means little here), some




one standing on the ridge can see lights, perhaps
indicating civilization. In fact, this is reflected
light coming up from a floating settlement of
people who call themselves the Hanim.

BLACK WA+ER

The water at the bases of the ridges between
the rising peaks holds great danger. Two types
of creatures inhabit the water—tiny wormlike
Vilgoss and large and terrilying slaiyiths,
Valgoss range from two to six inches long,
are pinkish white in color, and have powerful
Jaws, surrounded hy tiny tentacles, on either end
of their bodies. Blind, they swim in the water
and sense the presence of other creatures
tirough movement. Valgoss feed upon tiny
dlgac and various slimes that grow in the
water. Their presence will be detected by
those watching the surface of the water care-

long the top of the nearly opagque waler.
Slaiyiths have round, bulbous bodies
dom which they can cxrend pseudopods.
hese armlike extensions end in chomping
aws filled with chitinous teeth, Six reddish
eyes dot the slaiyith's gray body, spaced
#uidisantly around the globelike mass, A

e of the local Hanim claim to have seen
hs measuring more than 50 feet in length
udopod tip to pseudopad tip). Most, how-

T, are only 30 feet long. They can form up to
rpseudopods at a time, although normally
bave only two. Despite their vicious

ouths, slaiviths feed on grubs and insects that
ell on the bottom of the pools in which they
Except for the occasional pseudopod that
ks the surface, planewalking visitors to
Mielost may never sce the slaiyiths.

The dark of the place, however, is that nei
iier of these creatures presents the danger—it's
lhe water itsell that poses a threat to explor-

5, For some reason better left 1o sages to
jonder, the brackish water held between the
firious ridges of the demiplane has attained a
it of sentience. The humans living on the
iplane call the water Death-Below-From-
Ve, or simply the Taker of Life. Disturbed
by the movement of the valgoss, the
lyiths, and the rain which feeds the water
fing's substance, the unmoving water possesses
capabllity to form solid extensions of itself,

it extensions can take the form of huge

Ing arms or even what appears to be the
trtorso of & humanoid figure, complete

Iwo arms and a menacing face made of
ek water. The arms can grasp with a

igth of 18/75, strike with powerful blows,
spells as 5th-level clerics (see statistics
The extensions can reach abouf six feet
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from the surface of the water, although they may have
spells which can affect foes al a much greater range.

All the water an the plane is a single, ultra-powerful
entity, but each extension exists as an individual crea-
ture—if the extension is destroyed, the Taker of Life can-
not create a new extension in that area for 10+3d6 min-
utes. The Taker of Life, as a whole, lies beyond the capac-
ity of the PCs to affect unless they can destroy an entire
plane’s worth of water.

Malicious and evil, the Taker of Life attacks any who
come near it, seeking to drag them down into its own
watery mass. Those in the waler cannot perceive the
creature’s extension well enough to fight it—it's too dark
and too difficult to distinguish the solid water from the
rest—and the “creature” automatically hits those in the
waler. Tts favorite tactic is simply to use its strength (8
hold foes underneath the water and drown them. The
Taker of Life is happy, however, to kill foes above the sur-
face outright and pull their corpses into the waler. Eithes
way, its victims are never seen again; the water somehol
ahsorbs them—bady and soul. Those slain by the Taker
Life cannot be raised or resurrected if it manages to drag
them into its own watery mass.

The Hanim discovered long ago the way o keep tit
water at bay—cxplorers would do well to eventually make
{heir way to the city uf those folk. Traveling near i
water makes this trip particularly dangerous becausc (€
black liquid will continue to attack anyonc within rang
of ils extensions or the spells that it can cast throug
them. These attacks come in addition to the perils and
difficulties in simply moving over the plane's terrain oo
previous page).

The PCs can do little to attract the attention of X
slaiyiths or the valgoss. Even an outright attack probatly
just induces them to flee underwater or, barring tha§
fight back to the death. Spells or psionic abilities thi
allow a body to read the creatures’ minds reveal thl
while both possess intelligence, neither is even aware o
the PCs' existence. Essentially, both types of creaturs
feel that the characters are bencath notice—not vl
worth considering.

Varcnss: AC 8; MV 3, Sw 6; HD 1+1; hp 8; THACO 1
#AT 1; Dmg 1d2 (burrow): SZ T (2-6" long); ML unsted
(7); Int avg (10); AL N; XP 35.

Sarviti: AC 4; MV 3, Sw 12; HD 16; hp 80; THACOS
#AT 2-4; Dmg 2d4 each (bite]; SA bite drains blood i
2d4 points of damage each round once mouth bd
latched on to victim, ESP at will, casts spells as an B
level wizard; SD +1 or better weapon to hit, immunef
fire, cold, and acid, regenerate | hit point per round; ¥
25%: SZ G (30-50" long); ML avg (10); Int genius (10];4
N; XP 18,000.

Notes: In one round, a slaivith can attack with zlld
its arms and casi no spells, or cast one spell and ma
one physical attack, or cast two spells and make no phys
ical attacks. All slaiyiths can use telepathy at will.

Typical spell selection (4/3(3/2): 1st—charm pers
derect mugic, magic missile, shield; 2nd—invisibill



Melf's acid arrow, web; 3rd—dispel magic, hoid person, spec-
i force; dth—dimension door, fear

F LIFE Walkr CREATION: AC 1: MV 12 (surface of water
), Sw 36; HD 9; hp 45; THACO 11; #AT 1: Dmg 2d&; SA
spells as a Sth-level cleric; SD +1 or better weapon to
immune to fire; SW Lower water, transmute water to dust,
twater, and similar spells inflict 1d8 points of damage per
evel; MR 10%; SZ M (6’ ahove the warer's surface); ML
farless (20); Int genius (18): AL NE; XP 5,000,

Typical spell selection (5/5/2): 1st—cause light wounds,
mand, curse, darkness, magical stone: 2nd—enthrall, heat
hold person (x2), silence 15-foot radius: 3rd—cail light-
g, summon imsects

BLACK TUNNELS

her traveling along ridge tops or near the water, plane-
ers should quickly tumble to the fact that the ridges are
ost a sort of maze, When canny PCs realize that approach-
the water means quick death, they 'l probably try to find a
glong the ridges which they can climb along without
Ing to cross the water below. The ridges curve and twist in
interconnected pattern, so it is possible to reach (he nearby
ement of the Hanim without crossing the water, although
§4 roundabout path,

If they pay close attention to their surroundings, how-
e, the PCs might notice (those looking can check onee per
as though looking for secret doors) that now and again
hales extend to unknown depths within the ridges.
‘Anyone daring to go near the holes invites an attack of
 for the holes hold yet another sort of life unique to
0st. When someone comes within 10 to 12 feet of one of
5-fool-diameter holes, fleshy tendrils burst from the
flowy depths and seck 1o grasp the daring explorer (DMs
d check for surprise). These tendrils belong to a creature
anim call the Dark Dweller. Like the Taker of Life, it's a
entity, spanning the entire plane—its ropy body extends
ghout a network of tunnels that honeycomb the ridges.
like the Taker of Life, it is too vast for the PCs 1o slay the

creature, although it's possible that they could destruy a
i of it
When the Dark Dweller's tendrils “attack” a character. it
(es six attacks against the target with a THACO of 9 (the
lal attack gets a +2 honus if the creature gains surprise).
e of the attacks inflict damage, but if even one success-
15 the character, the Dweller pulls him down into the
with a Strength of 25. In short, most likely the character
drawn quickly down into the depths. The tendrils all
acl when this happens.

In the unlikely event that a PC isn't immediately
bied, characters can fight the tendrils. The DM should use
tatistics for the porrion of the Dweller listed below. Once
k Dweller grabs a character, it uses its remaining ten-
create a ropy wall to keep any other characters from
ng the hole, Those wishing to hreak through must hack
f the remaining hit points of that portion of the Dweller.
A character dragged underground soun finds himself in a
Iy lit cavern afrer being pulled through narrow tunnels at
Rlicvable speeds. Although the chardcrer probably cannot

determine such things at this point, the cavern is almost 50 feet

across and is 500 feet down the hole-likely to be below even

the lowest surface of the plane. The cave feels warm and humid.
with a fetid stench and a watery gurgling sound all around.

Immediately, the Dweller uses a powerful mental ability

to determine the subject's alignment, outlook, and curren|

goals. A successful saving throw vs. spells resists the intru-

sion, but the Dark Dweller cantinues to hold the character

with a 25 Strength and artempts to mentally probe again.
Once equipped with knowledge about its subject, the

Dark Dweller speaks telepathically. The character feels as
though something slithers into his mind when he hears the
mental voice. Its words and phrasing are extremely alien, but
it communicates that it is not necessarily hostile, and that the
character necd not fear. If the Dweller detected that the char-
acter was not evil and did not mean it harm (and that he is in-
capable of inflicting true harm to it. which is certainly true), it
offers him a bargain. It proposes to take the character and any
companions of his choice anywhere in Maclost quickly and
safely in exchange for the right to perform a cleansing ritual
upon all it transports. The Dweller tells the character that it
has made similar deals with creatures like him before. Al-
though it won't elaborate, the dark of it is that the Hanim use
the Dark Dweller to travel throughout their plane quickly
without ever having to worry about doing much climhing.

When the Dark Dweller discovers an evil creature, it im-
mediately returns the interloper to the surface. If the evil crea-
ture does not leave the vicinity immediately, the Dark Dweller
attacks to kill.

The cleansing ritual is called the Scouring. All the Dark
Dweller will tell the characier(s) ahead of time is that it rids
them of evil influences and contaminations that they most
likely do not realize that they have. Actually a creature of
goodness, the Dark Dweller sees impurities in all who come
from other planes; the creature fears these flaws would cont-
aminate Maelost in ways it is incapable of describing (and
which most mortals are incapable of understanding). It im-
plies, however, that such contamination resulted in the Taker
of Life's very creation. The Dark Dweller despises the water
creature, but refrains from speaking of it much.

The Dweller takes all characters who undergo the scour-
ing into yet another cavern, better lit than the other. Visitors
can see the Dark Dweller's ropy rendrils (for they compose al-
most ifs entire body] everywhere, surrounding strange, slime-
covered organs. As the unyielding tendrils hold the subject
still, great heat cuts through the humidity, accompanied by a
blinding light. The heat and light burn the subject, searing
away all hair (which never grows back) and clothing hut not
harming the flesh, The Scouring does not harm nonflammable
substances or magical items in any way. If a backpack is
burned away, tendrils from the Dweller reach out 1o grab un-
harmed contents so that they do not fall and break. The
Dweller makes sure that these items stay with the character,

« The Scouring does indeed burn away confamination and
impurities. It cures discases and dispels curses—even from
cursed items (but does not affect artifacts). Any ather afflic-
tion that the DM might determine to be a contamination of
evil is also scoured away,

After the ritual is completed, the Dweller takes those it
has scoured anywhere on the demiplane that they wish to go.
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What's more, it continues to do so {or as long as they live, All
they need do is call to it from one of the holes leading down
into its catacombs (all the holes shown an the map do).

The Dweller will not force a character to undergo the
Scouring. If the cutter it's speaking to refuses the bargain, the
Dweller returns him to the surface safely.

Sinate Portion or Tie DArk Dwriiir: AC 4; MV 36; HD 10+3;
hp 58; THACO 9; #AT 6; Dmg Nil or 1d6 (constriction); SA
Successful hit can grasp opponent with 25 Swurength, can use
ESP, know alignment, confusion, dispel magic, slow, and fear
at will, one per round; $D immune to heat and flame; 87 G
(15" tendrils connected to a larger tendril which connects to
the rest of the creature); ML fearless (20); Int genius (18); AL
NG; XP 7,000.

Notes: This is only one portion of a creature that spans
most of the plane of Maelost. Maelost is about 120 miles
across, but the space warps back on itself—so does the Dark
Dweller.

4+ THE PEOPLE OF MAELOS+ ¢

With the only dry land being the steep, rivulet-ridden ridges
(apart from the occasional dry gulch too high to fill with
waler), not much space offers itself to support a civilization.
Nevertheless, folks live in Maelost and have developed an
odd, somber society.

Almost 1,000 people make their homes in the Hanim tent
city called Aml, which floats on the water on barges in be-
tween two 1,000-foot ridges only a tenth that distance apart.
Qil lamps light the narrow space where the city shelters the
Hanim from the dangers of Maelost.

The Hanim probably arrived here from a prime world
originally. Recording history has never been a priority for these
people, however. so none of them remember their people’s ac-
tual origins. In appearance and in effect they are normal hu-
mans, although their harsh environment certainly molded
them toward greater than average Strength and Censtitution.

Having undergone the Scouring ritual of the Dark Dweller,
most of the Hanim have hairless bodies with smooth, muscular
skin. They wear leather and hides, using insect carapaces to
make armor and shields. Their weapons and tools come from
bone and stone. Many Hanim carry torag poles made from
bones wrapped in cured leather and decorated with feathers,
chitin, and stones. These items possess some strange abilities
that seem almost magical—a Hanim can alter the length from 5
feet to almost 10. In combat, they strike as +1 staves.

The Hanim excel in artistry and crafismanship. Incredibly
beautiful paintings cover their tents, inside and out. The nearby
rocky ridges have been covered in carvings and statuary. Most
Hanim art possesses more abstract than realistic qualities, but
few artists on any plane anywhere have managed to capture
heauriful shapes and colors in the way that they have, .

Using tools and magic, the lanim carved out ledges and
shallow caves in the black stone ridges that rise up on either
side of their city. On these ledges they keep the only creatures
that they've managed to domesticate over the years—gigantic
harseflies. The people of Aml keep a few dozen of these crea-
tures. Warriors use them as mounts (the Dark Dweller reduces
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the need for much transporiation, but the flies are useful in
hunting or warfare).

With little plant life and no wood, the Hanim do not use
fire to cook their food (although they burn animal oils for
light). Likewise, the Hanim city is made of hide tents erected
on barges made of stretched leather over bone frames, These
tenf barges float on the water, a practice that will probably
surprise most newcomers if they've seen how dangerous the
water can be.

Iypical Hami Wazkior (P& or @ human(F4) (1d12 or 1 per
PC): AC & (leather armor): MV 12; hp 26 each; THACO 17 (16
with pole); #AT 1; Dmg 1d6+1 (torag pole); SZ M (6" tall); ML
champion (18); Int avg (9-10); AL N; XP 175 each.

THE WORMS

The ability to dwell salely on the water is related to the most
unusual thing about the Hanim—their adaptation to become
hasts for the valgoss. In a ceremeny filled with drum beating,
chanting, and strange-smelling smoke from specially pre-
pared oil lamps, a Hanim allows a valgoss to burrow into him.
Using the mouths on both ends of its body, the valgoss digs
inte the host’s flesh until only the center of its body can be
seen stretching from two holes,

Long ago. the Hanim learned that the valgoss were the ke
to the ecosystem of Maelost—the larger, more powerful slaiyiths
respect and revere these tiny, wormlike creatures. Onced
slaiyith realizes that a valgoss has recognized and joined with
host, the slaiyith respects and relates to the host as well.

The first effect gained from this relationship is that the
Taker of Life will not attack or disturb one who is an ally df
the slaiyith, for it respects the power of these creatures, The
Hanim say the slaiyiths know the water’s secret, and it fears
them for that,

Furthermore, the slaiyiths can impart special magical
powers to the valgoss, which then aids the host in variou
ways, On the other hand, the burrowing of each worm cause
a loss of 1d3 hit points permanently and a loss of 1 paint of
Charisma permanently—these losses remain even if the vd
goss is removed, The loss does nat apply when dealing wit)
the Hanim, however.

All valgoss remain in constant telepathic communicatiol
with each other. Through this psychic connection, the Hanig
can transport their entire personalities into each other's bok
ies—switching minds, as it were. The Hanim take this to sud
an extreme that they no longer look upon a particular body 2
“theirs.” Each new Hanim born is just adding to the poold
bodies the group can use. The Hanim exemplify the ultimal
communal society.

Dealing with the Hanim becomes very difficult for o
siders, who identify individuals by their bodies (planars fro
Sigil often refer to a person as a “body"). A Hanim an outsidg
meets might not be the same individual the next time the vi
itor sees that particular body.

Of course, even un a more hasic level, many outsiders 8
revulsion for the Hanim and their joining with the valg
This harsh and distasteful practice provided the key to
Hanim survival, however, Planewalkers should at least be b
(v appreciate that, even if they want nothing to do with it




THE HANIIM
AND +HEIR W@RLD

The Hanim are a darkly serious race. Relat ively hu
morless, they focus their attention on survival, Most
individuals show little in the way of emation, A Hanim
smile is as rare as mercy from the Lady of Pain herself,
Curiously, though, they consider their art to be as im-
portant to their survival as hunting ar defense and
Value it highly.

Most of these folk distrust outsiders, although if
inewcomer can show that he's not of a rival tribe,

lm gt & better chance of relating to them, The

*Hanim are acquainted with planar travel—at least as a
stoncepi—so they can understand that a visitor might
il be fro
Nine different Hanim tribes live throughout the
limited demiplane of Maelost—each a bitter rival of

the next. Every tribe lives in its own city, and these
iffer litile from Aml. Two, however, have tent

built in dry gullies rather than on the water.
but cne tribe has submitted to the Dark Dweller's
puring, and all of them usc the valgoss so that the
ths will recognize and deal with them. Al-

il the tribes use giant flies as mounts, and

e acrial combat fought on these flying steeds com-
s most of the bartles fought among these rival
peaples,

* Hanim hunt almost anything that lives on

Rather than gods or same distant, unknow
force, the Hanim worship the very plane
¢ they live. Maelost, as dire and danger-
48 4s it is, has provided a way for the Hanim
bsiirvive—and for that, they give it their grat-
fide and reverence. Priests of Maelost are not
on among the Hanim, but those few
il exist manage to tap into some sort of pri-
power source, for they receive spells that
Religion for the Hanim is entirely infor-
and unstructured. They have no temples,
worship services, no doctrine, and no holy
f5-they simply pay homage to their world.
th no time ™r the luxuries like formal
0 rup humor, emotion, or pleasure, the
are as sober and dour a group of bash-
@ a body'd ever want to meet—yet a
] 1y blood still recognizes and respects their
their stamina, their courage, and

WeRM LORD

anim named Zophiel rules over Aml, Zophiel
Ner mansfers his personality to another body,

fhably because his is the most efficient for his
[poses. Ten valgoss have joined with Zophiel's
ifi granting him a great many abilitics He's a




powerful wizard and priest, but generally unpleasant to be
near, with all the valgoss hanging out of him. his weak and
withered body (from all the lasting damage that the valgoss
have inflicted), and the battered and broken wings of MMying
{hat he wears on his back. Many would describe him as a
withered, diseased angel. Zophiel favors the self-proclaimed
title of Lord of the Worms.

To further embady his title. Zophiel has created the fol-
lowing spells which he uses himself and has given to ather
casters among the Hanim. If the PCs spend enough time
among these folk, perhaps they, too, can learn these spells and
add them to their spellbooks (assuming that they have
reached high enough levels for such magic).

Rukpow 1st-Level Wizard Spell (Alteration)

Range: 0 Components: V, S, M
Duration: 1 rd. Casting Time: |
Area of Effect: The caster Saving Throw: None

For one round, the caster of this spell is able to burrow
through the earth at a movement rate of 1—that is to say, he
can move 10 yards through the earth. The caster moves like a
worm, squirming through the earth (getting very dirty in the
process). The earthen path closes behind him as he moves, so
no one can follow him.

The caster cannat move through solid or worked stone.
The material component for this spell is a small spade.

Wornwozk 3rd-Level Wizard Spell (Conjuration/Summoning)
Range: 100 yds. Components: V. §, M
Duration: Special Casting Time: 3
Area of Effect: 1 10/ Saving Thraw: None

cubef3 vls.

By means of this spell the caster can summon a horde of mag-
ical, voracious worms underground. These worms weaken
carth and stone, causing cave-ins, stone walls to collapse, and
so forth.

In 3d10 rounds, stone in the affected area is permanently
reduced to the consistency of packed earth, and packed earth
or natural soil is rendered to the state of loose, tilled earth (it
takes 610 rounds for stone to be rendered to tilled soil). Upon
completion of their work, the worms disperse, joining the nat-
ural ecology as best as they can. They pose 1o direct threat to
any other life, eating nothing more than earth and rock.

The area of effect is not vast, hut certainly enough to get
through a stone wall or to collapse a small cave. The material
component of this spell is a living worm.

Wornonen e 5th Level Wizard Spell (Alteration)
Range: 50 yds. Components: V. §
Duration: 1 rd./level Casting Time: 5
Area of Effect: 1 creature Saving Throw: Neg.

This offensive spell functions much like a curse, transforming
the recipient’s tongue into a long worm with a vicious mouth
at its end. The affected victim cannot speak while his tongue
is so transformed. Immediately upon transformation, the
worm pushes itsell out of the victim's mouth and begins at-
tacking him. The worm has a THATO of 8, and inflicts 1d4
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points damage per bite. The worm has the recipient’s Armor
Class and 12 hit peints; the recipient of the spell suffers all
damage inflicted upon the wormtongue. If the worm is slain
by violence, the victim loses the ability to speak for 3d4 days.
[ the wormtongue is dispelled or the damage inflicted upoen it
is magical, the long-term loss of speech does not occur.

Siion Worne 2nd-Level Priest spell (Conjuration/Summon-
ing)

Sphere: Animal, Summuaning
Range: 30 yds.

Duration: Permanent

Area of Effect: 107 square

Components: V. 5, M
Casting Time: 5
Saving Throw: Special

Upon casting this spell, the priest calls farth a number of nor-
mal worms that come up from the earth below and cover an
area 10 feet square. The worms remain until they die and des
iccate in the sun (if outside), starve, or someone hurns
washes/sweeps them away. |
Aside from just being repulsive. the worm-covere
ground becomes very slippery. Anyone entering the area orli
the arca of effect when the spell is cast must attempt a saving
throw vs. spell. Those who make successful saving thro
manage to keep to their feet, but any time another move i
made in the area, anather saving throw is required. Failure ré
sults in a fall, and a successlul saving throw [which can be at
tempted but once a round) is required to stand up again.
The worms do nat move appreciably, nor do they obef
{he caster in any way. The material component Tor the spell§
a small handful of fresh soil.

Cirse or 111 Worns Sth-Level Priest Spell (Conjuration/Sum
moning)

Sphere: Animal, Summoning
Range: 30 yds. +1 yd./level
Duration: Special

Area of Effect: 1 creature

Components: V, S, M
Casting Time: | round
Saving Throw: Special

A horrid variation of slay living (the reverse of raise ded
this spell summons a number of worms into the body of a vi
tim. which then begin to squirm out of every orifice. The
tim must make a successful saving throw vs. death magic
die from multiple hemarrhages and suffocation in Id
rounds. The worms continue fo issue forth during this {i
and for 1d6 rounds afterward. The victim cannot use spes
magical items, or mental abilities while the worms erupl. b
can move, speak, and attack normally, The worms are real i
every sense and remain cven after the victim is dead. AR
mave curse ot dispel evil spell or successful dispel magic 58
cast before the vielim dies ends the eftect and saves the
tim’s life, but the victim still suffers damage as noted below

Those who successfully make saving throws still sul
2d8 points of damage from hemorrhaging and choking, ang
small number of worms briefly issue forth from the victi
hody,

The material component is a pinch of dust taken [ron
desiccated worm.

Zophiel dislikes outsiders of any kind. He has command
thal if ever any come to his people that they be hrought befg



im. He never leaves the floating city, and can usually he
ound in his abode—the central and largest tent in the city. If
¢ newcomers approach the him seeking aid, advice, infor-
dtion, or anything clse, he'll most likely refuse at first, de-
anding proof that they are not actually part of one of the
tribes. This, however, isn't hard to prove if it’s true. Any
Janim can recognize non-Hanim mannerisms [such as humor,
generosity, unnecessary cruelty, showing signs of weak-
ignorance of Maelost, or the like) fairly quickly.

still, nothing in Maelost is free. Zophiel demands some-
ing worthwhile as payment for whatever the newcomers
1 ask. No Hanim has any interest in money, jewels, or
conventional sorts of valuables. Useful magical items or
fell-crafted, useful normal items (particularly those made of
00d) have value to Zophiel (and his people as well), but
bthing on Maelost has more value than action,
Zophiel is likely to ask the newcomers 1o perform some
e for the good of the city. This task could be any or all of
following:

* Destroy or chase ofT the clutch of sinisters that have
taken up in a small cave near the village. They've been
not only attacking Hanim but they are a major competi-
tor for food.

# Go (0 a nearby hostile Hanim tribe/city to gather infor-
mation. Zophiel is convinced that an attack is coming
soon, and he wants to find out the delails (when, how
many warriors, and so on). He's right, and the atiack is
oming soon. Information provided by the PCs would be
extremely valuable to Aml,

' Not long ago, a group of Hanim warriors fought and
killed a death kiss beholder. Unfortunately, they were
“unable to bring back its carcass—they were (oo few and
100 hurt by the end of the battle. Zophiel sends the new-
comers off into the darkness of Maelost (with some basic
directions) to retrieve the hody since it has some proper-
lies valuable in making curatives and medicines. Unfor-
tunately, the hody of the creature fell down a deep
frevice when it died and by this time has probably at-
racted @ lot of scavengers—insects (including giant in-
sects), ravens, and the like.

Canny bloods won't trust Zophiel. Although the Ilanim,
hole, are neither good nor evil, their leader has become
selfish creature with no regard for others—in fact,
88 a bit of u sadistic streak. He'd be just as eager to see
ehe sends a task fail as succeed, sending out warriors to
e their bodics and equipment if they fail miserably, His
power is probably too great for the PCs to confront
ly, although he is physically very weak.

[PIf¢ Human/W9, C9): AC 10: MV 18 (valgass en-

p 7. THACO 15; #AT 1; Dmg 1d6 [staff); SA All 10

abilities (see page 55); MR 10%; SZ M (5" 57 tall); ML
ly (5): AL NE; XP 2,000.

BILD12.C10,117, W 15, Ch 4 (14 to Hanim)

fal equipment: wand of negation (21 charges), fold-

0ai, wings of flying (damaged and no longer functional).

Personality: Twisted, sadistic, sclfish

Priest Spells (6/5/3/2/1): 1st—bless, curc light wounds
(%2), fuerie five, light, sanctuary; 2nd—augury, barkskin, dust
devil, hold person, summon worms; itd—continual light, dis-
pel magic, pyrotechnics: 4th—cure serious wounds, neutralize
poison; Sth—curse of the worms

Wizard Spells (4/3/3/2/1): 1st—burrow, charm person,
sleep, spook; ind—blindness, blur, summon swarm; 3rd—fTy,
fame arrow®, wormwork; 4th—ice starm, stoneskin: 5th—
wormtongue
* Spell always cast at maximum efficiency

PLAYER CHARACHERS IN AmML

Once the PCs have secured their place in Aml by winning the
Hanim’s trust or performing some deed for the Lord of the
Worms, they can go about performing importani tasks such as
finding out the local chant (such as the location of portals
leading off the planc) or appropriating the things they need to
survive—food, potable water, and possibly valgoss worms,

Once a body decides to undertake the ritual to become a
host for a valgoss, he must be prepared for the task. Only a
fully healthy subject can partake of the ritual—all wounds
must be healed and the character must be free of diseases and
bodily afflictions. Next, amid a long and arduous ceremony,
the Hanim lower the hosi-to-be into the water from the side
af one of the tent-harges. All the while, other Hanim chant
and bang on hide drums (the Taker of Life never disturhs the
ritual).

While in the water, a valgoss chooses the host and bur-
rows into his flesh—two bites from the creature inflicting 1d2
points damage each (the host should suffer at least 3 points of
damage). Although these wounds can heal, 1d3 points of the
damage is permancnt. Further, the presence of the worm and
the scars that it makes reduce the host's Charisma score by 1.
Once in place, the valgoss doesn’t move (much), and it feeds
on the host's own nutrients—valgoss hosts find that they need
to eat more than ever to nourish their bodies since they are
feeding the worm as well. Hosts arc immediately protected
from the Taker of Life—it will not attack them due to its fear
of the slaiyiths and its knowledge regarding the valgoss/
slaiyith relationship. Although the Hanim telepathic ability to
switch bodies is not automatic (instead it must be chosen as a
granted power fram the slaiyiths—see helow), the Hanim of
the tribe that helps the character with the ritual accepts him
as a member of their own tribe.

Once a valgoss host finishes with the ritual, he might de-
cide to complete the process, so to speak, and seek the full
powers that come with the valgoss. To do so, he must ravel to
a special site and find an artifact called the Obelisk, Here, the
master slaiyiths—the most ancient and powerful members of
their race—can bestow abilities and Powers upon a valgoss
(and its host). The Hanim instruct the willing character in
wirat ahilities the master slaiyiths can grant (see below), and
caution them that most of the those special powers only work
here on Maclost—except ane (see page 55).

The Hanim caution the new host that should the valgoss
ever die or leave the character, all abilities are gone—but the
damage done remains. A valgoss leaves or dies if the host
dies. Additionally, though, the valgoss gives up on the host if
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he succumbs to any sort of rotting discase, is ever reduced to
less than 0 hil points from wounds (even if the character
lives), or il the character ever sustains more than 50 points of
damage in one round. Nothing else can make the worm
leave—even if the host wishes it. In all respects, the valgoss
chould be treated as part of the host's own body. [t cannot be
targeted individually for attacks or spells. That which affects
one, affects the other.

Any cutter who wants 1o spend time in Maclost can face the
challenging process of accepting a valgoss. The accepted val-
goss can confer additional abilities to its host- if the host has
the courage to face the master slatviths and request that they
grant him that power.

The master slaiyiths dwell near a strange artifact called
simply the Obelisk. Ii lies many miles away from the Hanim
city of Aml. Player characters wishing to go to the Obelisk
have three options for getting there—using the Dark Dweller
(if they've been scoured), riding the giant flies (if they've be-
friended the Hanim), or overland. The first method fakes only
4 few minutes. The second takes over an hour. The lasl is an
exhausting ordeal of many days.

THE ®BELISK

Jutting 30 feet out of {he water, constructed out of a reddish
stone that contrasts starkly with the black cliffs rising above
and around it, the Obelisk of the slaiyiths stands as a testa-
ment to their power. The Hanim theorize that once, long ago,
the slaiyiths were an entirely different sort of race altogether,
and offer the obelisk as proof. Certainly the slaiyiths of today
have neither the capability nor the inclination to create such
4 monument, One thing else is certain—the stone from which
the obelisk was formed can he found nowhere else o1
Maelost.

Serpentine runes cover each side of the obelisk, but even
spells like comprehend languages cannot decipher them. [t
truth, the runes are so old that they no longer have meaning

The water around the base of the obelisk is 40 feet degp
{so the entire structure is about 70 feet tall). Here, the maste
slaiyiths make their lairs. These five beings are incredibly old.
and their bodies bear slick, knohby crusts that make them
look their age. Each of them possesses vast power, even be
yond that of the other slaiyiths.

I a valgoss host touches the Obelisk, the artifact grans
him the power to breathe underwater while he remains it
contact with it. This allows a character to approach the masie
slaiyiths with a petition to he granted power.




Those with re-
(uests submerge
themselves into
the black water,

Y VALUE as a

dish glow that allows
them 10 see—albeit in
bunnerving reddish
black environment. The
tncrusted slaiyiths ap-
proach the supplicant
all directions and
k mentally through the
uss, asking the host a
ge of confusing and
rhing questions. In the furor of these mental questions,
host must attempt a saving throw vs. paralyzation. Those
essful in the saving throw fall unconscious. Those re-
2ining conscious lose a point of Wisdom and then must
e another saving throw, with success indicating that they
fully accept the safety of unconsciousness. A failure
means that the character loses a point of Wisdom. This
tinues until the character falls unconscious or loses all
fisdom. Those reaching 0 Wisdom have gone insane from
mind-shaking barrage of mental probes and questions, If
aracter Ioses Wisdom. but not all of it, it returns at 2 rate
¢ point a day.
When unconscious characters regain consciousness, they
i themselves Hoating face up in the black water. Although
Y cannot remember asking the slaiyiths for the power that
Y Wished to be granted, they find themselves (or, more cor-
tly, the valgoss) imbued with (he ability they sought,
The slaiyiths can give the valgoss within a host (and
feforc the host) a variety of powers. All of them, how-
L only function on the Maelost (except for one that has

lited effect on other planes). The granted powers avail-
tinclude:

| ca

* Host can transmit personality to other hosts' badies

' #1 1o Strength score

“+1 to Constitution score

“#1 to Dexterity score

+50% increase in movement rate

+500 increase (o spellcasting range

+50% increase to spellcasting duration

45000 increase to spelleasting damage

10% magic resistance

ne spell (chosen by host) always cast at maximum effi-

lost, the power allows the caster to cast the chosen
rmally regardless of planar restrictions, alterations,
ttions or modifications (except planar absolutes, see
05 in the Planewalker's Handbhook). Even a cleric wha
spellcasting levels due to being many planes removed
15 powcer can still cast the chosen spell normally, as
the had lost nothing. The spell is not cast at maximum

AN ACCEP+ MY +re
AM@NG +4e WARRI®RS
OF MAEL®S+...

—A POR+I@®N ofr WHA+ +HE
SUPPLICAN+ mus+ RECI+E

IN+HE RIFUAL +@ BECOME
A VALGODSS HOS+

T@ SHeW my WE&R+H—
LIVING +HING—
ACCEP+ ME AS 4 H®S+,

Each valgoss can receive ane
power. Hosts wishing to gain more than
one ability must take on more of the

! ] $H HBLIES+ ®F CRE A+URES. worms, each valgo.ss requiring 2 separale rit-
hut quickly realize e 00 AT N& G ual and a separate trip to the obelisk.

that under the surface Alene | Al N&+HI N' s All Hanim, nat surprisingly, come 1o the
the obelisk gives a red- BU+ W I1+H veur HELP

master slaiyiths and ask for the personality
shifting ability before any others, Con-
versely, the slaiyith will not confirm this
power {a non-Hanim, because of Hanim pe-
titions to keep this ability exclusive (no ouat-
sider personalities contaminating their
conscinusness network),

Because only one power
functions off Maelost, and that
ability affects only spellcasters,

only the wizards and clerics
(possibly rangers, paladins, and bards) really stand to gain
any long-term benefit from the valgoss process and the sub-
sequent slaiyith petition. Ironically, they are the characters
that probably can endure the whole ordeal the least,

i# PLACE

GENERAL ADVEN+URING
+ NO+ES +

If al any point the DM wishes the PCs to encounter other liv-
ing things as they cross the surface of Maelost, he can choose
from the following list (or roll 1d20 to determine randomly,
checking every hour with a 1-in-6 chance of an encounter).

NEAR THE WATER

1-4  fly swarm

5-8  large beetles (as fire beetles without the fire)
9-11  giant centipedes
12-13  leech swarm

14 green slimes
15 Hanim hunters
Taker of Life warter creation
18 giant leeches
19 valgoss
20 slaiyith
Hicin on 1ee Ripars
1-4  fly swarm
5-7 ravens
8-9 giant centipedes
hrain moles
land urchins
14 entrance to the Dark Dweller's domain
15 azmyth bats
16 sinister hats
17 Hanim hunters
18 Hanim hunters on giant flies
19 black pudding
20 death kiss beholder

Frv swar (insect swarm—10d 10x5 insects): AC 8; MV 1, T1 18
[A): HD 1 hp per 20 insects; THACO NJA: #AT 1; Dmg 1; SA
all within swarm have their vision reduced to 2d4 feet, and
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have a 90% chance of suffering 1 point of damage cach
round; SW Fire or smoke scatters the swarm; SZ T (20 insects
per square foot): ML unsteady (6); Int animal (1]; AL N; XP
100 if entire swarm is killed.

Larur seenes (1d4): AC 4; MV 12; HD 1+2; hp 7 each; THACO
19; #AT 1; Dmg 2d4 (bite); SZ S (27 long); ML steady (12); Int
animal (1); AL N: XP 35 each.

Giant cenmirenes (1d12): AC 9; MV 15; HD 2 hp each; THACO
20; #AT |; Dmg Nil; SA Poisonous bite, but viclims gain +4 to
saving throw; SZ T (1° long): ML unsteady (7): Int non (0); AL
N; XP 35 each.

Lerer swann: AC 10; MV Sw 13 HD N/A; hp NJ/A: THACO N/A;
#AT 1; Dmg Special; SA Anyone within the swarm suffers
1d10 points of damage from blood drain each round; SW
Area of effect attacks inflicting 10 or more points ol damage
disperse the swarm; SZ L (10" wide); ML unsteady (5); Int non
(0); AL N; XP 15,

Notes: This encounter only occurs if a character is actu-
ally in the water.

GREEN sUMES [1d6): AC 9; MV 0; HD 2; hp 10 each; THACO
NA; #AT 0; Dmg Nil: SA Attaches to flesh and transforms vie-
tim to green slime in 1d4 rounds, eats through wood in one
hour, metal in 3 rounds; SD Immune to attacks and all spells
except cure disense (which kills it), cold, and fire; SW can be
scraped away, cut ofT, burned or frozen; 828 (2'-4" long); ML
average (10); Int non (0); AL N: XP 65 each.

Notes: The slime grows on the surface of the water or
nearby rocks. Careful characters van avoid it fairly easily.

Hanim Hunters (P& or @ human/F4) (1d12 or 1 per PC): AC 8
(leather armor); MV 12; hp 26 each; THACO 17 (16 with pole);
#AT 1; Dmg 1d6+1 (torag pole); SZ M (6’ tall); ML champion
(18); Int ave (9-10); AL N: XP 175 cach,

Giant Lerenes (2d4): AC 9; MV 3, Sw 3; HD 3; hp 12 each;
THACO 17; #AT 1; Dmg 1d4; SA Automatically drains blood
for 4 points of damage per round—victims have only 1%
chance to detect blood loss until they lose over 50% of rotal
hit points if attack occurs in the water, bite has a 50% chance
of transmitting a disease that proves fatal in 1d4+1 weeks un-
less cured; SZ S (3’ long); ML unsteady (7); Int non (0); AL N;
XP 175 cach.

Ravins (4d8): AC 7; MV 1, F1 36 (B); HD 1-2 hp each; THACO
20; #AT 1; Dmg 1; SZ T (1' long); ML average (8-10); Int ani-
mal (1); AL N; XP 15 each.

Naotes: These birds are more aggressive than normal
ravens, hut still are only hostile to wounded characters that
can possibly be pecked to death quickly.

Bran moLes (1d3): AC 9; MV 1, Br 3; HD 1 hp each; THACO
Nil; #AT Nil; Dmg Nil; SA psionics; SZ S (2" long); ML steady
(12); [nt animal (1); AL N; XP 35 each.

Psionics Summary: Level 6; Dis/Sci/Dev 2/1/4;
Attack/Defense MT/M-; Scorg 12; PSPs 100; Sciences and De-
votions: Telepathy—mind link, mindwipe, contaet, mind
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thrust; Metapsionics—psychic drain (no cost] psionic sense;
Spell-like power replacement®: feeblemind, confusion (all
3xfday), maximum range 30 [eet.

* for campaigns that don't use the optional psionics rules.

Lany UkcHs (1d2): AC 3; MV 12; HD 3+3; hp 18 each; THACO
17; #AT 6; Dmg 1d2 (x6) (spines); SA Can fire spines 180
yards (as a light crossbow), poison paralyzes foes for six
turns; SZ S (3 long); ML steady (11); Int animal (1); AL N; XP
420 each.

Aoyt pats (1d4): AC 2; MV 3, F1 24 [A); HD 2 hp 10 each;
THACO 19; #AT 2; Dmg 1/1d2 (bite/tail stab); SA know aligh-
ment 3x/day, shocking grasp (Dmg 1d8+6) 2x/day: SD Invisi-
hility (for up to 6 rounds) and silence 15-foot radius (centered
on the bat) 1x/day each; MR 40%; SZ S (3’ long); ML elite
(14); Int high (13-14); AL CN; XP 650 each.

SinistER BaTs (1d6): AC 3; MV 2, Fl 21 (A): HD 4+4; hp 24
each; THACD 17; #AT 1; Dmg 1d4+1; SA hold monster
{1x/day); SD Special magical barrier repels all missiles, in-
cluding missile-like spells; MR 70%; SZ L (9 long]; ML Cham-
pion [15-16); Int avg to exc (8-1b); AL LE; XP 2,000 each.

. (1d4): AC 5; MV b, FI 27 (A); HD 6; hp 32
cach; THACO 15; #AT 1; Dmg 2d8 (bite); SA attaches to oppo-
nent after successful bite attack, automatically inflicting bite
damage each round; SZ L (8" long); ML average (9); Int ani
mal (1); AL N; XP 270 each.

GIANT FLY MOUN

Brack puopivg: AC 6; MV 6; HD 10; hp 47; THACO 11; #AT I
Dmg 3dB (corrosive attack); SA dissolves wood, metal, anl
flesh: SD immune to acid, cold, and poison, lighting and
blaws from weapons break the creature in two; SZ M (5" d
ameter); ML fearless (20); Int non (0); AL N; XP 2,000.
Notes: Touch dissolves a 2-inch thickness of wood, clody
or leather in one round. Chain mail dissolves in one round
plate mail in two rounds. Magical items last one extra roud
per plus. Weapons striking the pudding must save vs, acid g
be destroyed.
A blow from a weapon or a strike from a bolt of light
ning divides the creature in two, each with the same hit dicg
THACO and damage rating, but only half the original cres
ture's hit points (round up).

Death ks onornir s AC 4/6/8; MV F1 9 (B); HD 76+1d8 hp; g
80; THACD 11; #AT 10; Dmg 1d8 (x10) (bite); SA tentacles vt
stretch up to 20 to attack, attached, they drain blood (Dmg?
points/ round); SD regeneration; SZ H (10" diameler); ML &
natic (17); Int avg (10): AL NE; XP 8,000,

Notes: The AC of the death kiss depends on the body
tion: body—4 (B0 hp), eye—8 (6 hp), tentacle stalk—2 (6 hp
tacle mouth—4. An attached tentacle stalk can be removed
a hend bars/lift gates roll, inflicting 1d6 points of damage on
victim. If an attached tentacle is damaged but not destroyed,§
automatically drains hit points from its victim to raise it backu
1o 6 hil puints. Drained hit points become electrical charges. 0
electrical charge can restore 1 hit point to all tentacles, the &
and body. A severed tentacle releases its charges as electri
damage 1 hit point per charge to all touching it.



Creatures of Maelost are usually black in color, or
rarely a sickly pink or pale white, Even such standard haz-
ards like green slime or giant centipedes on Maelost are
black, rendering them nearly invisible in the eternal
night of the plane.
Many of the encounters listed above present little
denger to traveling PCs. For example, an encounter with a
brain mole garners significance only if psionic characters
are present in the group of PCs, [f not, then the DM can
choose another or simply say that the group sees some
strange-looking moles. Some encounters, such as the
death kiss beholder, are very dangerous. Since these are
Just other things that the planewalkers come across and
not a part of the actual goal, the DM shouldn't worry toa
tuch about equaling the challenge of the monster to the
el of the PCs—really, these encounters are presented here
Blore (o give the players a good feel for the nature of
atlost. I is @ harsh (and creepy), alien place with strange
abitants and a strange ecosystem.
One of the major challenges facing those making their
ey across Lhe terrain of Maelost is the darkness. Hanim
crude oil lamps, but most of the time Just make their
through the dark when they leave their cities—light
away prey and attracts predators.
The average temperature on the plane is cool, but
not cold—zbout 60 degrees Fahrenheit, While traveling
ughout Maelost, a hody's quick ta note that it rains a
eat deal, An average “day” (with no sun or moon, terms
ke day and night lose real relevance) eonsists of about eight
ours of drizzle, two hours of heavy rain, and fourteen hours
0f 110 rain—bul with a good chance of a storm complete with
e heat lightning and high winds that may last one to two
rs. The rain that falls on Maelost is dark and bitter-tast-
f but safe to drink. Once it becomes a part of the Taker ol
hawever, the safety of the waler becomes far more
estionable. The Hanim always catch rain water to drink—
artaking of the Taker of Life is strictly taboo (although there
e 1o short-term effects, the DM should discourage player
haracters from drinking the water from that evil being).
Foraging for food presents many difficulties. As stated
flier, the dict of the Hanim is mostly meat. A few of scarce
s of fungi and slime are cdible, but only a learned eye
in determine these—the same can be said for finding the
fe tubers and grubs thar are scattered in the infertile soil
the ridge ledges.

*LEAVING MAELOS+ 4+

flict the PCs decide to leave the demiplane, they can use ei-
Fthe portal (0 Limbo or the doorway back to the Infinite
ilicase. They may find the reactions of those they en-

funter off the plane ro be extremely unfavorable if they've

ed the valgoss worms. Their appearance, protruding
m & character’s flesh is, lo say the least, disconcerting.
If the PCs have any of the valgoss-based abilities
i function in Maelost only, the powers will reactivate
il they ever return, assuming that they still host




Your heart beats (ike a drum. You

within vour soul, pounding yer guiding vou alang

Where do they take vou?

They take you here.

Within us all, the drumbear of chaos never stops. Is ever anging beat draws

l 4’ you negrer and nearer 1o the heart of chaos itself
% Limho
I H D s Y Feel the rhytinn.

+ OVERVIEW ¢+

In this adventure, the player characters travel to the chaotic plane of Limbo, where
they discover that the Spawning Stone of the slaadi has fallen
victim to the Iron Shadow. Navigating through the
chaotic soup of the plane using the Dream
Ihver, a strange craft obtained fromg)
dao slaver, they)
must cope with
the obviously
contentions
slaadi and make
their way to the
Temple of Change. There,
the PUs gain the secret to fighting the lron
Shadow from Cahm'Fel, a strange githzerai hermit. To reach Cahm'Fel, hawevey
they must pass through the defenses of the Temple, including a danger-
ous, ever-changing maze.
MALAISE The cure that Cahm'Fel possesses can dispel the Trog
HAS C®&ME &VER US— Shadow from Limbo. With the help of the book calleg
|+ KEEPS +uem Ever-changing Order and the rilmani Terrmanath (see Talg
) =9 & - 7] or the writer/scholar Ghuntomas of Thorn (see Tale §
FREM MA+ING it can banish the Shadow wherever it falls.
KEEPS ME FR®M This adventure works best with PCs of level
ABS U+ |+. to 6. More powerful characters could possess enot
+HINK brawn to contend with the slaadi in combat, w
" A A HIR o less mighty PCs may have to flee from most of the
s A BAD +HING. foes presented here (including the dao, which means that thef
—TORPELLIN of +HE never gain possession of the Dream Diver).

G@®LDEN SPIRES

¢ ADVENF+URE NO+ES 4

+ Kytons kill Cahm'Fel after Stage 5. When the githzerai dies, the following
changes occur to the Temple of Change: Cahm'Tel's body lies in his laboraton
with smashed equipment and machinery all around him—although muc
machinery in the room continues to function in its wild, uncontrollable fashion
His body bears numerous cuts and rends. Cahm'Fel’s room and the library ha
been ransacked, and the altar in the Sanctuary of Variation lies in ruin (but (i
stone still possesses its properties), a few bits of chain lie in the rubble. A sin
kyton [see Tale 8 for statistics] remains in the Temple, searching the guest quag
ters. He's been changed by the altar in the Sanctuary, so that he stands eight fid
tall and his chains have become bright red. He inflicts +1 damage due to i
creased Strength.

The kytons now have the vial of Navimas, and they've taken it back@
Panos Qytel (see Tale 8). The PCs can discover this through interrogation (i
possibly mental coercion or trickery) of the kyton in the Temple of Change orb
consulting the oracle of Blurophil on the Plane of Air (see Tale 5), Some P
may have their own means of divining the location of the Navimas (crysi
balls, commune spells, or the like).
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Jazriul, the hound archon
investigator (see Introduction)
makes an appearance here at Stage 6, but he is
afflicted with a malady known as Entisis. Entisis
sometimes affects extremely lawful beings who
spend ton much time in the chaos of Limba. Thus,
his current hit point tofal is only 28, and he Faces a
-1 penalty on all dice rolls due to weakness and light-
heariedness, The party encounters him at the Spawning Stone where he will
atiempt to help if the heroes need it [getting into a fight with one or more slaadi
could prove deadly to the PCs if they don't have any help). Dtherwise, he might be in
need himself, requiring the PCs’ aid. Jazriul's magical long sword has no bonuses here.

After Stage &, six illithids from Abstemious (sec Tale 1) arrive at the Spawning Stone. IT the Iron
Shadow no longer affects the area, the slaadi drive off the mind flayers and little more happens, If
the Shadaw still holds sway, the illithids take control of the area and send the sprites that have gath-
ered near the stone (see page 65) retreating back into the chaos. They use their mental powers to
dominate the melancholy slaadi into tearing the stone apart. The mind flayers sense the inherent
power within the stone itsclf, and they want ta take some of it back with them. The process will take
weeks, however.

PCs may not be able to overcome the mind fayers in combat, but dispelling the Iron Shadow
brings a multitude of angry slaadi down upon the illithids' tentacled heads.

Ifany of the PCs gained valgoss worms from Maelost in Tale 3, the hosts learn that the creatures

have an unexpected effect on slaadi. Valgoss possess some quality that makes them appear threaten-

ing to slaadi. Whenever the host meets a slaad, there is a 50% chance that the slaad respects and sub-

mits to the host, The rest of the time, the slaadi reacts with hastility and rage, seeking ro destroy the

host before the host can destroy it. |
Slaadi affected by the Tron Shadow are anly 259 likely to react with violence. '

Belore Stage 6, the formian queen, Hvix'mnac (see Tale 2), wanders the plane of Limbo. Lost within

the chaotic morass of the plane as well as the muddled haze of her own temporary insanity, she

could conceivably turn up at any point on the plane. If found in Limbo, she cannot communicate in-

telligihly, instead muttering nothing but empty threats against those who destroyed her city. Only a 1l
restoration spell can bring her out of her insane state at this point in the adventure (she gets better
by Stage b and leaves Limbo (o go to the Astral Plane),

HVOOMYAC, FoRMIAN uEEN: AC 7; MV 9; HD 949; hp 48; THACO 11; #AT 1; Dmg 1d10 (bite) or by
weapon; MR 20%; SZ L (10” rall); ML fearless (20); Int supra (20); AL LN; XP 5,000.

IFHannock Ringfinger (see Tale 2) accompanies the PCs and the PCs encounter queen Hvix'mnac, he
will insist that the heroes drop whatever they are doing to bring the queen back to Arcadia where she
can be restored to mental health [presumably), and where she's needed. Likewise, if Hannock learns |
that the Iron Shadow is responsible for the conditions in the formian city of Klictrik and then learns i
of the Navimas “cure,” he insists that the cure be used to help his friends the formians, OF course, the

Navimas won't help the situation on Arcadia withour the knowledge lound in Frer-changing Order

[see Tale 7), but Hannock doesn't know that.

If the PCs arrive in Limbo knowing that they shouldl try to find Cahm'Fel (learning this most likely
from the kytons in Tale 8), the DM can use the adventure as written, assuming thal Cahm'Fel is alive
[that is, it's before Stage 5). skipping the plea from Torpellin, Tarpellin simply becomes the holder of
imporiant information (how to find Cahm'Fel) rather than the hook io get the PCs involved.

 The bank Ever-changing Order (see Tale 7) does not contain any specifics about Navimas and cer-

tainly nothing about Cahm'Fel or the Temple of Change. Even if the PCs have the tame with them, it
won't help in the direct course of this Tale. Cahm'Fel, however. would be very interested in the book. I

Only leatherheaded PCs will trade it to him—hut if they do, it simply means that they'll have to re- J
fum to Limbo to get it back. If the PCs give Ever changing Order to Cahm'Fel and then the githzerai i
s killed by the kytons, the DM should assume that the book and the Navimas wind up in the hands

“of Quimath in Panos Qyrel (see Tale §).
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PLANAR MAGIC—LIMB®

On the chaotic plane of Limbo, spell results can be very
unpredictable. Casting spells requires extra control—an
Intelligence check must be rolled to successfully cast a
spell. Failed rolls indicate failure and the loss of the
spell.

Further, all spells have a 1-in-20 change to cause a
wild surge as described in the Tome of Magie for wild
magic if the Intelligence check fails {that is to say, if the
caster rolls a 20 on the check, the surge occurs):

Qther spells are altered according to school:

Arteration: The chaos of Limbo often reshapes the effects
of these spells, Roll percentile dice, add the level of the
spell, subtract the caster's level, and consult the follow-
ing:

<20 No special effect

21-40  Slightly modified in appearance

41-60  Slightly modified in appearance and property
61-80  Moderately modified in appearance and prop-

erty
00+ Highly modified appearance and property

The DM dictates the exact results based on these
guidelines. Appearance is just the way the spell effect
looks. Property is how it warks. A light spell slightly
modified in appearance might be tinted a strange color,
while a sione (o flesh spell moderately moditied in ap-
pearance and property of a might change the stone to
cactus instead.

Pranation: In addition to the Intelligence check required
for all spells, if the caster fails a saving throw vs. para-
lyzation when casting a divination spell, the plane gar-
bles the information and renders it incomprehensible,

Insions: A 109 chance exists that whatever illusion is
created, it takes on the chaos stuff around it and be-
comes real.

EieMenTAL: Because Limbo is filled with examples of raw
clements, elemental spells successfully cast here double
in duration and area of effect. Spells of instantaneous
duration last 1d6 rounds and single target spells take on
a radius of 1d10 feet.

Wit Magic: It'll come as 1o surprise that chaos magie Is
changed in Limbo. When a spell is cast and the caster
rolls on the level variation chart, two rolls are made and,
the more extreme is used. Further, if either indicates a
wild surge, it oceurs.

This Tale hegins as the PCs find the doorway on the Infinie

4+ bl +

4 Ghuntomas of Thorn (see Tale 5) and Cahm'Tel, should
they somehow meet, would become fast friends, influ-
eneing Cahm'Fel to react well to the human’s friends
too—which may help the PCs if they’ve made the old
man their ally.

+

The party can banish the [ron Shadow from Limbo by
feeding a drop of Navimas to a true slaad, see page 71
for details.

| ADVENTURE INDEPENDENTLY: DMs may find that using
this adventure on its own is very simple, as the main
“problem” is the Iron Shadow, and the end of the adven-
wre presents the PCs with a potential solution. To get the
PCs involved, a chaotic faction (like the Xaositects or the
Sensates) presents them with an offer of employment. The
mission consists ol a trip to Limbo to investigate what mal-
ady has overcome so many of the slaadi and to attempt @
solve the problem. The hiring group maintains an alliance
with the slaadi [as much as one can be united with sucha
chaotic foree), and the slaadi problem becomes a seripus
drawback for them. Thus, they are willing to negotiate s
fairly attractive offer for the PCs to hecame involved.

ARRIVAL
4 IN +HE MAELS+ROM 4

Staircase that leads to this particular part of Limbo, the plane
of ultimate chaos. The stairs that lead to the door appear il
cared for and haphazardly canstructed, although in reality
they're perfectly sturdy. The landing is a simple, unremarkable
10-foot-square platform, although the door itsell might appea
wid; it's metallic, but observant characters natice varied colon
swirling through the door like an everchanging kaleidoscope.
Characters passing through the doorway enter the plang
of Limhn. Specifically, into a building that was ance part of§
the Outlands gate-town of Xaos—not the current town of
Xaos, but a burg by the same name that long ago slipped infg
Limbo itself and was lost in the maelstrom. This particulag
building, through the odd whims of chance, has maintained
mast of its integrity but has long since separated from the resf
of the city (if any of it still exists in any recognizable formk
Thus, if a character opens the tiny building’s door or gaz
through one of the two windows, she sees that the huilding
incongruously floats alane in the maelstrom of Limbo.
Constantly changing chunks of matter, swirling eddies
energy, appearing and disappearing pockets of air, wateg
solids, or fire—these compose the reality storm of Limbo, I8
any given moment, a swirling mass of sand-cheked waler be
comes a solid mass of nickel and iron. The next moment, the
mass dissolves, becoming a brilliant and scaring light, whic
in turn becomes a whirlpool of molten gold. Nothing evil
stays the same on Limbo—matter and energy have no pernié
nent structures.
The characters remain free to stay in this tiny building
for as long as they wish. Unless they plan to stay longer tha
two weeks, they don't have to worry about the chaos of Limli
destroying the structure of the building. After that time, th



building begins to slowly come apart, and in 1d3
days the planc subsumes the structure. Of course,
ifthe player characters do something about the
Iron Shadow in that time, this process may
balt, because one thing keeping the building
together is the presence of the link to the
nfinite Staircase. With the Iron Shadow
“gone, the link will remain intact.

Leaving the building thrusts a char-
#cter into Limbo, where the traveler
‘must deal with the strange laws of the
plane. Characters must take special
Sieps to survive and navigate in the
SWirling, everchanging chaos.

NAVIGA+ING
+LIMBD 4+

St experienced planewalkers
0w that leaping unprepared
ito the chaotic soup of Limbo
usually results in grave danger

not death. First, a body be-

5 (0 suffocate—it’s like

ing underwater, Water

athing and similar spells

e care of this. Further, as
e chaos of the plane
tindes away at her physi-

form, the poor sod suf-

s 1d6 points of damage
Jer round,

To survive in Limho,

E's got 1o impose a little
iider on the chaos and

fapc the metaphysically
lalleable stuff of the

dne into something safe
breathe and stand on.

ccessful Intelligence

allows & body 1o
the chuos in this
and thus protecting
I and thase around
he suffocation and

The amount of Limho con
lled depends on the con-
lller’s Intelligence score,

ATTRI I
RATING IERRAL
none
10 feet per attribute point
10 yards per attribute poini
100 yards per attribute Jpoint
I'mile per attribute point

.




Someone maintaining a safe environment cannot cast
spells, make attacks, use proficiencies, or much else due to the
intense concentration required. She can’t do anything beyand
walking and talking. ‘Course, in a plane as chaotic as Limbo,
even in “safe” environments, a little chaos happens. Often, a
body's possessions become altered—sometimes in a minor
way such as a change of color or shape, and sometimes in a
major way such as composition or even existence. Each time
a character attempts to use an often disregarded item (not the
major weapon or something that the PC thinks about a lot),
che must make a Wistlom check. Failure means that the item
is changed according to the DM's whim.

The githzerai practice the art of shaping chaos with great
effect (many of them can accamplish the feat without con-
scious thought). Although not native to Limbo, the githzerai—
gaunt, fiercely individualistic humanoids—have dwelled in
chaos for untold ages. The Lrue natives of Limbo (or at least
one race of them) arc the slaadi. Frog-like beings of great
power and chaotic temperament, a slaad does not shape
chaos—it bathes within it.

4 THE DREAM DIVER ¢

Not long after leaving the safety of the building, but after
they've hecome acquainted with the strange characteristics of
Limbo, the characters encounter what looks to be a large,
metallic bubble.

This iron sphere looms out of the chaos at the PCs, forc-
ing them to scramble out of the way or face a collision with
the 30-foot-diameter craft (inflicting 2d6 points of damage o
anyone not willing to move). The PCs might not realize that it
is a craft at first—perhaps not until they see an iris door open
on one side and creatures coming out of it.

Rav, a dao from the Plane of Earth, operates throughout
the planes as a slaver. Recently, the organization of slave
traders that he works for in the Great Dismal Delve of his
home plane received a handsome offer for a slaadi slave from
a powerful prime wizard. Rav’s superiors dispatched him to
Limbo to fill the request. The ship, named the Dream Diver,
enables him and his slave workers to survive and travel in
Limbo easily. The dao long ago siole the craft from a group of
mincral creatures called tssng, who planned to use il o ex-
plore the plane of Water.

The Dream Diver is a ship intended to move through any
pliable medium—water, air, energy, and cven the chaos stuff of
Limbo. Opaque from without, six round transparent portholes
allow those inside to see out. A 10- foot-diameter iris door
provides access inside the metal hull. The craft moves when
ane thinking being attunes itsell to the inner, magical crystal
engine. This 6-inch crystal floats in the venter of the sphere.
As long as that thinking being touches and concentrates on
the crystal, the Dream Diver moves as that being wants it to, in
any dircction and at a movement rate of up (o 120. The person
in contact with the engine also controls the opening and clos-
ing of the door. If no one is touching the crystal, the last per-
son to touch it can still make the door open and close without
coming into contact with it. Thus, » hody can use the sphere to
travel somewhere, open the dpor, gel out, cause the door to
close, return later and open the door to reenter.
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No matter what medium the craft floats in, the interior
has no gravity. Anyone inside floats weightlessly. Physical
force cannot harm the overall structure of the Dream Diver
but it can only sustain 50 points damage from spells or mag-
ical effects before it becomes inoperable. A mere 25 points of
damage indicates that a hole has been punched in the hull
Otherwise, DMs should treat it as an artifact.

Rav has taken a blue slaad prisoner. As he attempts to re-
turn to the Plane of Earth (he knows of a portal), he sees the
PCs making their way through Limbo. At this point, he de-
cides 1o attempt to subdue them as well, bringing back even
more slaves than expected to impress his peers and superiors.
Rav's slaves on board, a group of diminutive earth creatures
called shad, leap out of the Dream Diver and attack the PCs,
using wire-mesh nets to capture them. These creatures most
likely pose little threat to the PCs, but Rav himself possesses
great power.

At first, the dap underestimates the PCs and assumes that
the shad can subdue them alone. He waits inside the Dream
Diver. Mulk, a shad particularly unwilling to go into battle,
hangs hack on the pretense of controlling the chaos environ-
ment for his side, but planning to attempt an escape when the
opportunity presenis itself.

[iach shad holds a single net, capable of holding a eres-
fure up 1o 10 feet tall. Attack with a net requires a successful
attack roll by the shad. Once a net hits a character, she must
make a successful Strengrh check Lo escape—this check can be
attempted once per round, but the victim cannot make any,
other actions while trapped. If all of their foes end up in nets.
{he shad haul them into the Dream Diver. If, instead, more
than half of the shad fall in battle, the rest flee into the chas
of Limbo, never to be seen again—except Mulk. Upon seeing
the strength of the PCs, he quickly offers to help them against
his cruel master Rav.

Meanwhile, Rav uses his innate ability to become s
ible and moves in to make a surprise attack agains the;
strongest character. Mulk, however, warns Rav's [oes agains
this tactic. Further, Mulk can see (hrough any illusions cre
ated by his master Being familiar with Rav's proclivities whel
creating illusory images), and warns the PCs against them a8
well. With Mulk's help the PCs should be able to slay or dri ¢
off the evil dao.

If not, and the hattle goes against the PCs, Mulk instruc
them to get into the Dream Diver and use it fo escape the dao;
Mulk has seen Rav use the craft enough times so that he
knows cxactly what he needs to do to make it move. Forcill
Rav 1o cope in the chaotic soup of Limbo delays him a loy
{ime, since he has grown accustomed Lo his slaves maintaifs

ing a safe environment for him. Strangely cnough, if left on
his own, Rav eventually controls the environment to make
solid stone that he burrows through rather than air-filled ter
rain that most mortals create. 1t's the environment in whid
he's most comfortable, 1f he survives the battle, he willa
tempt to regain the Dream Diver.

Inside the Dream Diver, Rav's first captive wailsi
chains. Chaax, a blue slaad, was reduced to only 4 hit pain
by Rav's attack, and then wrapped in chains of law. A powe
ful magical item said to be forged on Arcadia, chains of la
can restrain one slaad. Unbreakable by slaad, these items a8
render any slaad within them unable to use any spell-




ity. In relation to any creature other than a slaadi, they
tm {0 be normal iron chains with a normal iron lock.
To make matters worse for Chaax, it’s fallen under the
nce of the Iron Shadow. For a slaad, this means that it
ins permanently listless and unable to concentrate. A -2
enalty is applied to all its attack and damage rolls, and it
fly has a 50% chance of successfully using any of its innate
ities [even if released from its bonds). Further, the Iron
ow made Chaax irritable and cross. Being captured by
@v made that condition worse,
If the PCs free Chaax, however, it'll actually be grateful.
mimpy and unfocused (and by slaadi standards, that's pretty
d), but grateful. In a short, disjointed way, Chaax can even
lthe PCs what has occurred at the Spawning Stone see nexl
and then ask (o be returned there, Characters familiar
the Iron Shadow should recognize the symptoms, and
who don't know the dark of the affliction should at least
e that what Chaax describes may very well be the afflic-
indescrined by the lillendi,
In one battle, the PCs have the potential to gain two al-
8 and a magical vehicle. Mulk is happy to go or do wher-
r and whatever the PCs wish, as long as they don't treat
i like a slave, Chaax just wants to get home, and if the PCs
' take it there. it'll do whatever it needs to do to escape
id get there on its own.
Travel in the Dream Diver makes Limbo much more sur
wahle and palatable to most adventurers. No concentration
teguired to maintain a safe environment—the crafl sustains
own safe zone inside. Plus, it moves much, much faster.
ir example, if the PCs atiempt to move through Limbo
btheir own power and get to the Spawning Stone,
etrip takes five to six days. In the Dream Diver, it
ies only two ta three hours,

If Rav and the dao manage to capture all the PCs,
‘ drag them to the plane of Earth, where the adventure
awholly different focus....

% D40 AC 3; MV 9, FI 15 (B), Br
HD 8+3; hp 43 (currently 28);
0 11; #AT 1; Dmg 3de

8tl; SA Casts change self, de-

It good, detect magie,

form, invisihility,
ircction, passwall, spec-

il force, and wall of stone

| Ix/day), fulfill another's’

ited wish (in a perverse
~Ix/day), casts rock to mud
Klday), and dig (6x/day); SZ L (10
l; ML champion (16); Int avg (10); AL

B XP 5,000.

 Note: Rav still bears wounds from the struggle with

. Special equipment: potions of healing and fire resistance,
110 gp gems.

b suvves (6+1 per PC): AC 6; MV 12; HD 2+1; hp 8 each;
ACO 19; #AT 1; Dmg 104 (dagger); SA Nets; SD Immune to
on, discase. petrification and paralyzation, +1 to saving
fows vs. spell, breath weapan, and wahds, contort to fit

though areas as.small as 6 inches square; SZ S (4° {all); ML
steady (11); Int avg (9-10); AL N; XP 175 each.

MuLk, siap: AC 5 (wooden shield); MV 12; HD 3; hp 15;
THACQ 17: #AT 1; Dmg 1d4 (dagger); SA Net; SD Immune to
poison, disease, petrification and paralyzation, +1 to saving
throws vs. spell. breath weapon, and wands, contort to fit
though areas as small as 6 inches square; SZ M (5' tall); ML,
steady (12); Int avg (10); AL N; XP 270,

CHAAX, INJURED BLUE SLAAD: AC 2; MV 6; HD 8+4; hp 38 (cur-
rently 4): THACO 11; #AT 5; Dmg 2d6 [x2)/2d6 (x2)/2d8 (claw
(%2)/claw (x2)/bite; SA Bite has a 10% chance to infect the
victim with a rotting disease, casts hold person [one person
onlyl, passwall or telekinesis once per round, can gafe 1d4 red
or 1d2 blue slaadi four times per day with a 40% chance of
success; SD +1 or hetter weapon to hit; MR 40w; SZ L (107
tall); ML steady (12); Int low (7); AL CN; XP $,000.

SOME+HING'S ®U+ THERE

If the PCs travel in the Dream Diver, no matter where they go,
the craft altracts the attention of a strange and mysterious
creature. This nameless Limbo Thing seeps through the mael-
strom and finds itself drawn to the size and movement of the
craft. It approaches and latches onto the outside of the
sphere.

S@ +HE SLAADI AREN'+...
WELL, WHA+EVER.,
MEAN, WH&® CARES?

(S

—RAESPH A+HAIR,
PLANEWALKER

Considering that the PCs most likely have only the pori
holes of the Dream Diver to observe the surrounding enviran-
ment, they probably have no chance to observe the Thing's
approach. In this case, those inside don’t hecome aware of it
until they hear it moving on the cutside of the hull.

DMs may wish to play up the creepiness of this en-
counter. At firsl, only one character inside the craft hears the
creature—just a slithering or scraping on the outside, Looking
through the portholes reveals nothing,

Then the noise comes again. Now, a different character
hears the noise. This continues until the PCs go outside to

4 63+
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check (requiring a shaping of the oulside environment for
safety) or until the thing suddenly and startlingly appears
at a porthole. Green in color with purplish, pulsing veins
running through its body, the thing is flat and slightly mal-
leable. [ts somewhat squarish body measures 10 feet across
if spread flat, with a pseudopod extending off each “tor-
rer.” The pseudopods stretch up to 6 feet and end in single
bony claws.

Eventually, things go from creepy (o terrifying as the;
Thing eats away at the ship’s hull with its chaotic disnp-
tion power, A creature of chaos, the Thing can disrupt mat-
ter or energy and convert it into the random stuff of Limbo,
It soon begins 1o dissolve the Dream Diver itself, requiring
that the PCs defend their craft against this foe. The damage
listed below in the creature’s statistics is the damage thatit
inflicts upon the craft (or on characters). If the thing suffers
15 points of damage from 4 magical attack, or 25 poinis
from physical attacks, it attempls to flee into the swirling
maelstrom.

anErEss Linko Trine: AC 6; MV 12; HD 12; hp 51; THAW
9: #AT 4: Dmg 1d4/1d4/1d4/1d4 (pseudopods); SA foud
disrupts matter. inflicting 3dé additional points of dan:
age—save vs. spell for half; 5D Regenerates 1 hit points
round: SZ L (10" across): ML steady (11); Int avg (9); AL CNj
XP 5,000.

4 THE SPAWNING S+®NE ¢

Whether it's in the Dream Diver or not, when the PCs arrivé
at the Spawning Stone. things get dangerous and strang
even by Limbo standards.

WHA+ SPAWNING S+@®NE?

OF course, if the PCs, for some reason, did not talk with
Chaax they'll he unaware of what's going on al the Spawrs
ing Stone (or they may not know how to get there). In ti
case, if the PCs wander abour in Limbo. the encounter i
leads them to the Stone comes o them. A tadpole 512
comes out of the soup toward the PCs, wherever they @

and flops over, dead. Further exploration finds more des
slaadi young. The trail leads right to the Spawning Stong.

@®RDER WI+HIN CHA®S
IS CHA®S IN CHA®S,
AND THEREF®RE ORDER..

The size of the Spawning Stone impresses most who mé
age to reach it—the fat slab of rough stone streiches almg
one mile in length, three-quarters of that in width. Rus
symbols, and inscriptions, meaningful only to the sla
cover its surface. Sometimes these symbols appear
writhe and change, but a body can never be quite sure..

All around the Spawning Stone, the slaadi secret 2§
hidden stone structures to store food, weapons, (reasi
and whatever else they fecl needs to be kept. Normalli
visitor can see only a few of these places at a time, Wi
most obscured in the maelstrom of the plane.




At the center of the stone, a large iron throne rests upon
dtall dais, Usually, a powerful death slaad, guardian of the
slone, sits in this chair and watches all who approach. Non-
dadi who approach the stone close enough to even see it
ice the threat of immediate death, Usually. But not now.
Slaadi come to the stone in groups, one color at a time, It
ias the time of the blue slaadi spawning when the Iron
ladow passed over the Spawning Stone, Now, all araund the
bone, dead tadpole slaadi float amid the chaotic soup, List-
8, unfocused, and extraordinarily pugnacious blue slaadi
b0 float around the Spawning Stone. The guardian death
lazd has apparently vanished.

The Iron Shadow’s effects on the blue slaadi make it diffi-
ult for them to initiate actions. The order of the Shadow
louds their minds—the lack of change confuses them, They no
bnger continue their mating frenzy, but instead lie ahout the
one, listless and unwilling to act unless attacked (the cloudi-
685 of their minds makes them extremely irritable and thus
It 10 attack any who attempt to harm them). Use the statis-
ks from Tale 2 if the party picks a fight with the blue slaadi.

For most of the young slaad, the Iron Shadow was too
lich for them to even begin their lives, and they died even as
iy hatched from the blue slaadi pellet-cggs, Should this
laise continue, the entire slaadi race faces extinction,

Worse yet, another race narive to Limbo has already

loved in to take advantage of the situation, A vicious, car-
Worous form of atomie sprite settled in to prey upon the
tid slzadi~the dispirited living slaadi making no move o
five them off. The tiny sprites flit ahout, feasting upon the
Jimses. cutting them apart with tiny knives and gorging on
i flesh. They avoid the irritable living slaadi, giving them a
e berth.
In their feeding frenzy, the sprites may attack the PCs,
It every round the PCs spend out in the open around the
e, there is a 10% chance that 1d3 sprites attack a random
iracter, They won't fight to the death, however, and even-
Iy leave powerful foes for easier prey.

L= spiTe: AC 45 MV 12, FI 24 (A); HD '%; hp 2 cach;
HACO 18 (attack as Ird level fighters); #AT 2; Dmg 1d4 (tiny
SA -6 penalty to npponents’ surprise rolls, cast blink,
iy, pass plant, speak with animals, and summon in-
{all 1%¢/round), diving attacks inflict double damage; SD
nus to own surprise rolls; MR 2000; SZ T (1" tall); ML

tady (12); Int avg to very (9-12); AL CN: XP 270,

A Bl+ @N SLAADI ECOLOGY

e hermaphroditic slaadi mare at the stone in their turn, fertil-
each other's internal egg sacs. When they leave (or, more
propriately, when the next slaadi group in the cycle wrests
Spawning Stone away from them), they carry around these
¢ fertilized eggs for later implantation into host bodies.
imes, however, young slaadi are produced right there at
stone because in their mating frenzy, the slaadi implant

b other. Thus, dead adult slaadi routinely float—some-

s completely dismembered—around the Stone until the

0s of Limbo consumes them. Blood, gore, and worse

er the Spawning Stone along with the mysterious writhing
ts-it is a primal place of savagery and bestial lust.
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Une unique thing about the Spawning Stone mating is
that eggs can be fertilized by many different individuals,
which means that a young slaad can literally have many par-
ents. This odd sort of mating produces some strange off-
spring—a fact to which most folks on the planes are not privy
[see the Secret of the Slaadi, page 71).

A LONE VOICE

Torpellin of the Golden Spires has lived among the slaadi for
years. Somehaw, she attained a status among the creatures so
that her presence was tolerated, even near the Spawning
Stone. She wears a forchead symbol like the slaadi—the crea-
tures most likely recognize her as one of them now. The githz-
erai has enjoyed her place among the slaadi, and she’s given
them her devotion and allegiance.

Soon after the PCs arrive at the Spawning Stone, Tor-
pellin comes to them to talk. A serious expression furrows her
brow—Torpellin knows the dire consequences of what seems
to be happening, although she’s not sure of the cause,

If the PCs have encountered the [ron Shadow before,
what Torpellin reveals to them carries great weight, for she
tells them that she knows of a way, perhaps, to find a remedy
for the blight afflicting of the Spawning Stone. She doesn't
know anything about the Iron Shadow or its spread through-
out other planes.

Torpellin knows of another githzerai named Cahm'Fel,
This monastic hermit possesses great knowledge about the var-
ious forms that order and chaos can take, and she believes he
knows how to counteract this particular form of stagnation-
fostering law into Limbo, and perhaps to other places as well,

The githzerai currently focuses all of her energy toward
helping and defending the afflicted slaadi here at the Stone,
and thus she begs the planewalkers to go to Cahm'Fel's
Temple of Change to talk with him and find  cure. She can-
not offer them more reward than simple gratitude, nor can
she tell them more about Cahm'Fel or his abode other than its
location.

[ORPELLIN OF THE GOLDEN Spikes (Pl 9 githzerai/We6): AC 9 (Dex-
terity); MV 12; hp 18; THACO 19; #AT 1: Dmg 1d4 (dagger);
SA spells; SZ M (5" 11" tall); ML elite (14); Int genius (17) Al
CN: XP 175,

Special Equipment: wand of illumination (34 charges),
ring of protection +1 (Prime forged, powerless here), 12 yp,
23 sp

Personality: Devoted, independent, scholarly

Spells (4/2/2—but many spells already cast to help defend
the slaadi): 1st-message, shield; 2nd—know alignment; 3rd—
dispel magiv, suggestion




4 THE TEMPLE ef CHANGE ¢

Using the Dream Diver, the trip to the Temple of Change takes
only a few hours. On “fool,” the journey lasts at least live
days. However, if the PCs sail the Dream Diver and Rav still
lives, he might very well catch up with them at this point in
the adventure, wishing to recover the craft.

Cahm'Fel is a githzerai enduring a self-imposed exile from
his people. An outcast hecause of his beliefs, he reveres the
fundamental concept of change itself. To that end, Cahm'Fel
has erected a huge monastery devoted (o his beliefs. From fime
to time, he has held fellowship with others wha believe as he
does, but currently he is without comrades or disciples.

From the cutside, the Temple of Change looks like a
floating island of rock, which shifts from a cool, solid state to
a molten state in a cycle with phases lasting anywhere from
ten minutes to an hour. On top of this everchanging island, an
iron Fortress rises forbiddingly. No gates present themselves to
would-he visitors. No windows offer even a peek inside.

The party can [ind the entrance only if someane searches
far secret doors. A suceesstul secret doors check reveals a pair
of large doors near the upper portion of the wall on one side
of the structure. During the check, however, any PC who gets
within 10 feet of the island in its molten state suffers 1 point
of damage from the heat.

LAY® U+

Gare: As mentioned above, this is a secret door, Further,
this iron portal holds an enchantment that announces the
names of all who pass through. It “speaks” in a deep, resonant
voice that echoes throughour the entrance hall. PCs shouldn't
be taa surprised that Cahm Fel knows their names when he
meets them,

5 Fraance Hai: When visitors enter this chamber, they see a
vast, breathtaking hall, Pillars line the side walls, each pillar &
different color—in fact, each pillar is constructed from a dif-
ferent material, and the material and color slowly change. The
constant, slow change gives the room the illusion of move-
menl.

A carpet runs along the center of the lung hall. The car-
pet is composed of woven space-time and operates as its own
mini-universe. It draws in all those entering the room. The
carpet world takes the form of a surrealistic, everchanging
maze. Colored walls of solid light form the maze's structure—
walls. ceiling, and floor (although these terms arc used
loosely). The maze has no gravity, or even an understandable
up and down. Those trapped inside suddenly find themselves
floating in the center of a 30-foot-wide tunnel, disoriented
due to the lack of gravity and perspective. The tunnel goes off
in two directions, 90 degrees in relation to each

other. This arca is called the

Duter Maze, and explorers can move through it hy “swim-
ming” through the air as il il was water.

The warst thing about the Outer Maze is that, in keeping
with the nature of this place, it changes continually. No map,
exists of this maze, because it changes as soon as an explorer
begins to move through it. Instead, the DM should roll per-
centile dice every 1d3 rounds and consult the following table
A side passage is any tunnel branching off from the “main,’
which simply refers to the passage that the explorers cur-
rently occupy. The side passage may extend in any direction
(and, in fact, in a place where dircctions are virtually mean:
ingless, the direction is immaterial].

01-30 One side passage

31-50 Two side passages (20% chance the main passagé

doesn’t conlinue)

Three side passages (50% chance the main passage

doesn't continue)

76-90 Four side passages (50% chance the main passage
doesn't continue)

91-95 Dead End

96-00 Phlegamor

51-75

Al the “center” of the maze world created by the magic
carpet waits a being called Phlegamor, the Maze Masies
When this gigantic, territying being makes his appearance, bt
emerges suddenly through a heretofore unseen doorway
Phlegamor peers through this 10-foot by 10-foot portal withd
gigantic face that fills most of the opening, roaring with a e
rible bellow as the door opens. This horror then disappears &
quickly as he appeared, revealing the entrance to the In
Maze. From an explorer’s point of view, the room beyond §
60 feet by 50 feet, with the floor lying 60 feel below the bei
tom of the doorway. This room {and the entire Inner Maz
has both gravity and an understandable orientation. No ed
way to get to the [oor presents itself. The PCs will havet
climb, fly, or use some other means.

Phlegamor once directly served the Slaad Lords, Ssefs
dam and Ygorl. He was a death slaad allowed to attain i
true shape (see The Secret of the Slaadi, page 71) and was th
mutated by these lords into a gigantic and powerful guardia
Lventually, however. Phlegamor fell from favor and thus frod
grace—cast aside, his body decayed and his spirit becan
trapped when the spacial carpel was woven. Despite b
alarming size and appearance, the Maze Master holds no ré
corporeal form. What explorers in the maze see is no mo
than an illusion of light and sound incapable of true actios

However, this does not render him powd
less. Instead of mai
direct attacks or takil
action himself, he com

mands a force of ai
mated servants. The bodies§
all who die in the maze—either by violen
(more frequently) of starvation or suicide fo
mystical stane rings on their left hands, S
corpses fall permanently under the controld
Phlegamor. This will happen even 1o plaj
characters who die in the maze and remain
more than an hour.




Two of the Maze Master's servants lurch out of the door-
way, appearing where their master vanished. [They appear
fght in the doorway, where they can launch themselves into
the weightless environment of the Quter Maze and not fall
Into the gravity of the Inner Maze.) Phlegamor himself
tirectly controls the actions of these animated
topses which—despite their appearance—are
not undead, but rather magically animated
sevants no different than matier given mo-
lion by an animate object spell. Thus, they
cannot be turned or affected by any of the
treditional undead banes, They artack, but if
afoc asks them a question, Phlegamor
ugh a servant) may very well answer it if it
lits him. Further, attempts to reason with the Maze Master
o no! fall upon deaf cars.

Phlegamor's twisted psyche only allows him two mo-
es—destroy all who disturb the maze, and gather new and
inleresting knowledge. These two motives become reconciled
o that Phlegamor assumes that intruders have nothing new
0present to him, Suggestions to the contrary make him
. interested, The DM should judge whether information
fered to the Maze Master is truly new to him and significant
ough to impress him. If it is, he will allow the intruders to
seape from the maze immediately, returning them to the En-
fance Hall,

Inside the Inner Maze, where the walls, fleors, doors, and
s appear 1o be a reddish iron, there are no furnishings
dlecorations, At each spat marked with a jewel, however, a
tblue gem floats five feet above the Moo, [f any ex-
comes within 15 feet of one of these gems, two more of
liegamor's servants suddenly appear, under his control.
ity attack immediately, unless approached as mentioned
wve. Once these mansters fall in combat, the victors can
te the gem (worth 200 gp), which reappears once the maze-
fd absorbs new victims later on.

To escape the carpet’s strange world, a character must
g the point marked X on the map of the Inner Maze. At
oint, another gem floats in the air, but it continually
e as explorers watch. Here, to escape, a character must
the changing gem and think about change (or say the
i), If this is accomplished, the character returns to the En-
ice Hall, at the opposite end from which she started, as
she had walked down the carpet—in fact, somewhere
f memory she remembers walking
I the hall on top of the carpet.

Unce someone escapes from the carpet's strange world,

{ JERVANTS (GITHYANKI GR HUMAN ¢ ses): AC 5
Il mail and shield]; MV 9: HD 4+4: hp 17 each; THACO
Al 1; Dmg 1d4 (bare hand) or 1d8 {long sword); 5D Im-
10 mind-influencing spells, poison, paralyzation; SZ M
i ML fearless (20); Int as Phlegamor ~genius (17); AL
P 420 each,

\ote: These creatures are not undead, and thus cannot he
d or affected by other undead banes. Armor worn and
s used can vary if the DM wishes. All wear stone rings
0 gp.

.

Lo LonMmuyar Hair: This once served as a din-
ing hall and common room when more monks
and followers of Cahm'Fel dwelled within (he
lemple. Now, Cahm'Fel uses this room as a lab-
oratory. Here, he conducts experiments on the
nature of change and builds devices thar manip-
ulate order and chaos.

Cahm'Fel spends much time in this roam, re-
searching the metaphysical aspects of change and the
multiversal forces that govern chaos, order, and the balance

between them. To do this, he has created a number of ma-
chines and devices—some magical, some not—thal test and
alter these forces. Someday, he hopes to set up laboratories on
Mechanus and the Qutlands to further test and define these
forces at the other extremes of the environment, hut for now
he works here, where he is most comfortahle and closest to
the force he truly reveres: change.

While all manner of machines and strange devices whir
and work in this room, it doesn't resemble the clockwork
world of Mechanus (the distinction is lost on the PCs if they
have never been there). Insicad, this place holds a cacopho-
nous, tumultuous disarray of gears, wires, tubes, pulleys,
ropes, wheels, pendulums, burners, colored glass panels,
levers, buttons, switches, arcing bolts of electricity, spraying
streams of liquid, cylinders belching steam and smoke, and
rattling chains pulling heavy weights. There's even a giant
weasel in a cramped cage, forced to run inside a wheel that
connects to the whule mass of mechanisms, its rotation feed-
ing more power into the strange devices. At any given mo-
ment some or all the moving parts of this chamber Appear as
though they will fly apart (and sometimes they do). A learned
eye would ascertain that the machines look like they were de-
signed by someone who wasn't entirely sure what the device
was going (o do after she set it in motion—they have an un-
predictable life of their own now. regardless of their original
designs.

Amid the clutter of machines and machine parts, Cah-
m'Fel keeps the vial of Navimas, a syrup of hyper-concen-
trated chaos that can serve as the antidote for the Iran
Shadow. Who knows what other interesting items and devices
wait to be found here? The DM is encouraged to place strange
and sometimes even useful things amid the clutter. All should
be one-of-a-kind items, and most if not all should have some-
thing to do with order or chaos. For exa mple, CahmFel cre-
ated [completely by accident) a pendulum-related device that
can predict the direction of thar the wind will blow in one
year from the day it is used. This device (and others) lies amid
the confusing jumble.

WEASEL, 61ANT: AC 6; MV 15; HD 3+3; hp 12; THACD 17; #AT
I; Dmg 2d6 (bite): SA After initial hit. victim loses 2d6 hit
points a round until dead or until the weasel lets go [i.c., it
dies): SZ M (7’ long); ML avg (10); Tnt animal (1); AL N: XP
176,

4. THE SANCIUAKY OF Vakiarion: The heart of the Temple, this
room awes visitors as much or more than the entrance hall,
simply because of its everchanging nature. Those lnoking
through the door into this chamber don’t see 4 room at all,
but a single altar (described below) in an awe-inspiring terres-
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trial landscape. Rocky, red mesas rise up lo a clear blue sky. A
brilliant sun washes light over the entire scene and feeds the
emerald greenery springing up [rom the reddish rock of the
landscape.

And then it all goes away.

Suddenly, the altar rises up amang the waves of 2 golden
ocean, with sea hirds in flight overhead and powerful storm
clouds rolling higher still. This scene continues, until ... it all
changes again.

The Sanctuary of Variation continuously changes from
one setting to the next. One moment it rests high upon a
mountain peak, the next it waits deep in a subterrancan cav-
ern. The changes are not illusory—they're real. Real water
splashes from the golden sea, and real birds fly overhead.

In effect, the Sanctuary of Variation is in the process of
instantly creating and destroying tiny worlds independent
of the plane of Limbo and even the rest of the multiverse. If
PCs venture off into these worlds, they tind it disorienting
and even dangerous—there’s no telling when the ground un-
derneath a character will suddenly become a raging river or
a volcanic pit. The odd thing is, no matter where an explorer
goes, she’s never farther than 50 feet from the door back
into the rest of the temple, and the door is always 30 feet
from the altar. An explorer might not always be able to see
them due to intervening landscape features, but they're al-
ways there.

The oval-shaped Altar of Change never changes. Cah-
m'Fel constructed the 9-foot long, flat-topped altar from a
bluish stone found only in a certain forgotten demiplane. An
innate property of the extremely rare stone changes whatever
it touches. [nanimate objects thal touch the altar are
changed. To determine the type of change, roll
1d6 and consult the table below:

Rott CHANMNGE

1 Color
Length
Width
Shape
Weight
Strength

[ G T R

The DM determines the resulting attribute change (the specilic
color, for example). Most changes present an either/or propo-
sition (it gets longer or shorter, wider or thinner, stronger or
weaker, and so on) These are determined with a 50% chance
of either, with the DM determining the degree of the change.

If a character touches the altar, the DM rolls 1d8 and
consults the following:

Cu
Skin Color
Hair Color
Physical Size
Gender
Statistic
Race

Class
Alignment

=

O NI s W N = C
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Again, the degree of change rests in the hands of the DM,
although she should consult with the player. The change
shouldn't be anything that the player strongly objects to-the
power of the altar isn't a curse (in Cahm'Fel’s way of looking
al things, it's a blessing).

5. Lingagy: Cahm'Tel collected a huge number of books over
the years, all dealing with the idea of chaos and change, the-
oretical applications of philosophical ideas regarding these
concepts, and a vast array of volumes that simply chronicle
all types of different things—different animals, plants, races
types of terrain, flavors and foods, tocls and weapons, miner-
als, processes, personality types, ani the like. The latter pat
of this collection offers a good example of the variety of life
in the multiverse,

Other than full bookshelves, this room has a tahle, a few
chairs, and a climbing stool to reach high shelves.

6. S1okes: These rooms contain all manner of supplies that
Cahm'Fel needs, ranging from foodstufts to normal goods 1
the strange things that go into the making of his devices and
experiments (including a wide range of chemicals, herbs, ant!
ingredients in containers of differing types and sizes).

Cuamipeis: Onee, the Temple of Change served asél
monastery for those devoted to the cause that Cahm’Fel &
pouses—that above all else, change is the most potent and i
portant force in the multiverse. He preached against stagnz
tion and encouraged long periods of mediation on the cons
cept of change and opening up oneself to its tender mercie
Even what many would call a “bad” change, Cahm'Fel wo
contend was actually a good thing. The only true evils, i
this school of thought, are monotony, conformity
uniformity.
These rooms housed the other monks
and followers of Cahm'Fel's teachings
Now, they sit vacant, with anly a f
simple furnishings in cach.

7. GUEST

8. CAHMFEL's Champri: Cahm'Fel's bedroom holds only mess
ger furnishings: a bed, a table, a few chairs, a wardrobe, ands
chest (he's nol interested in creature comforts). He owns litf
in the way of traditional valuables, and he keeps no moneg
jewels, or art ohjects.
The secret door in this room provides Cahm'Fel withs

secret escape route, should the Temple of Change be invad
by hostile forces.
Cahm'Fel himself currently possesses the form of a three
foot-tall human female with deep violet skin and long, cri
son hair. These changes come from the Altar of Change
Cahm’Fel uses the power of that device to change himsé
regularly. He refers to this as washing or bathing in i
divine, and freely allows others to do so.
Not much of a warrior, Cahm'Fel doesn't have mag
ways to defend himsell. If attacked, he attempts to flec. He
been an outcast so long (hat he’s lost the ability to plane shi
but he does have a magical item called the ring of vacafig
This magical silver ring, when activated, takes the wea
somewhere else. The destination can literally be anywh
from a few feel away to many planes distant, The DM @



thoose 1o have any destination that she wants, but the loca-
can be determined randomly by rolling 1d100. This is the
umher of feet away the user appears (in a random direction),
jiless the dic roll is over 80, in which case the die is re-rolled
id nunmber indicated is the number of miles
e user moves, 1f, however, an 80 or

jove is rolled on that second roll, a d4 is
olled and that indicates the number of

lanes away the user travels. It's obvious to
see why Cahm'Fel, with his feelings about
nange, likes this item—however, he doesn’t use it
llghtly. The ring has 12 charges left.

Usually, Cahm'Fel spends most of his time in his labora-
ory, unless he's asleep in his room (the door announcement
" will awaken him). Friendly visitors receive kind and
eous treatment, as well as a healthy dose of Cahm'Fel's
hilosophy regarding the nature and importance of the force
fchange. He'll even show them the Sanctuary of Variation as
e describes the heauty and power of change.

Once the PCs describe the effects of the Iron Shadow on
he Spawning Stone and make it known that they seek a way
premedy those effects, Cahm'Fel gives them his full attention.
pwever, although he realizes immediately that the Navimas
glution can counteract the Iron Shadow's effect, he's not will-
to give up anything so precious for free, He'll only trade
amagical item. If the PCs arrived in the Dream Diver, Cah-
Fel demands the craft as his price. He'll even lie and tell
em that it’s only useful in Limho, and since they're probably
ot here for a long term stay, they have little need of it.

[f the PCs didn't come with the Dream Diver, he'll ask for
imother magical item instead. Almost any will do, in reality,
ut he won't tell them that [and neither should the DM). In
i, if the characters appear willing to give a lot, he'll take
fivantage of them. Once the deal is finished, he gives the PCs
¢ vial of Navimas, about a pint of pinkish fluid. With the
| Cahm'Fel provides the following instructions: “Feed a
pof this to a true being of chaos, and let it loasc amid the
ed area of the plane. The nature of things will take care
fthe rest. Ask Torpellin for advice as to who to feed the Nav-
s to—if she is a true friend of the slaadi, she will help.”

Wi i P& githzerai/F3): AC 6 (leather); MV 12; hp 16:
BACO 18; #AT 1; Dmg 1d4 (dagger); MR 500%; SZ S (3" tall):
L average (8); AL CN; XP 420.

§$1:D16;C12;118; W 17; Ch 14

Personality: Studious, tireless, devoted, shrewd

Special Fquipment: Wand of wonder (10 charges), wand
ifsize alteration (5 charges). potion of polymorph self, 350 gp
g 33 gp >

\H, +HE MUSIC

CHANGE.

|+ DGESN"+ MA++ER
I[f vreu LIS+EN
PLAYS |US+ +ue SAME.

—CAHM' FEL

LIGH+
4+ UP®N +HE SHADOW ¢

Retracing the path back to the Spawning Stone should be
fairly easy. The scene of carnage and apathy remains as the
PCs left it. After making a careful search of the area (and
fending off renewed attacks by the atomic sprites), the PCs
can find Torpellin if they so wish.

Torpellin loves the slaadi and their ways. Thus, she’s
happy to see the PCs return successfully from the Temple of
Change. However, this love makes it difficult for her to reveal
one of the slaadi's greatest secrets. She reacts pensively and
fearfully if the PCs tell her Cahm'Fel instructed them fo feed
Navimas to “a true being of chaos.” Torpellin shows that she
is obviously reluctant to help the PCs—apparently it involves
knowledge she is loath o reveal. Playing up the plight of the
slaadi and the affliction of the Tron Shadow helps to persuade
her to help the PCs with this last step.

If Torpellin agrees to help the PCs find a true being of
chaos, she calls over a blue slaad named Inmoun and asks it
to take the PCs to “the secret nursery” (although she does so
in the language of the slaadi). The slaad looks wordlessly at
the PCs, mations for them to follow, and heads into the chaos.

If any creature other than a true slaad (see below) con-
sumes a drop of Navimas, the being must make a saving
throw vs. poison. Success indicates that the imbiber rejected
the chaotic syrup and suffered only 2dé points of damage
from internal burning before vomiting it out. Failure of the
saving throw means that the Navimas went straight to the
creature’s heart, causing it to explode in a splash of chaos-
stuff. All within 10 feet of the imbiber suffer 1d6 points dam-
age, and the imbiber dies, joining the roiling sea of chaos that
is Limbo.
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Furthermore, the selution works in Limbo only. Navimas
becomes inert on any ather plane. Only Terrmanath, the ril-
ani argenach (see Tale 7) can help to alter its composition so
that it may be used elsewhere.

THE SECRE+ @F +HE SLAADI

lfthey follow the slaad through the chaotic miasma, the PCs
suddenly come upon a strange scene—one of the secret nurscries
0l the slaadi, An arca has been cleared of the randomly chang-
g soup of Limbo, it's about 500 feet across. At least a hundred
prithing and squirming figures, all tethered together hy chains,
¢here. Their fetters ultimately lead to a single shalt of greenish
fight that rises up (and down) and out of the clearing.

Upon closer examination, the squirming figures are
slazdi, but unlike any other slaadi thal the PCs have seen so
ar. Each has a different, mutated form—some possess four
s, others only one sprouting from the center of the chest.
me rise 1o a height of 20 feet, while athers are small, squat,
I-chested creatures with flat heads and wide slitted eyes.
vary in color and bodily configuration—none re-

mble the more comman red, blue, or green

L,

As difficult as it may be to believe, these
treatures arc the true slandi, Beings of ulti-
nite chaos, their forms follow no set pat-
lem whatsoever. Long ago, however,

hien the first Slaad Lords, Ssendam and
Ygorl (themselves strange, bizarre crea-

fures only slightly resembling other

liadi commonly seen today) rose to
er, they did not want to someday face
eature spawned by random mutation that
ater than they. Taking a lesson from the
lich-queen of the githyanki, they decided to
the future competition—but unlike her, they don't
mly kil those that attain too much power. Instead, they
it the race as a whole so that such power can never be at-
ined. Thus, they altered the Spawning Stone itself and lim-
led the slaadi race to the handful of forms that they now
ke-not to make the race more arderly, but to make them
asier to rule. However, hecause of their inherently chaotic
e and the chaotic manner in which they breed, some-
imes true slaadi are born, Some of the slaadi secret these
mutants” away in hidden nurseries where they develop in
ains, feeding off the chaos of the plane and nothing else.
fether these true slaadi are hidden from the slaad lords or
them for some unknown purpose is still unclear.

In any event, Inmoun approaches the nearest true slaad
14 severs the chain that tethers it to others. This creature has
skin and flexible tendrils ending in wide claws instead
arms, [ts head has no eyes, but irs hody sprouts numerous
, each with 2 bulbous eve. Once the true slaad is discon-
, Inmoun uses the chain like a leash and drags the true
ad toward the PCs. The still-bound creature writhes and
eethes, lashing out at anyone coming close enough (THACO 9
e {0 its bound state, inflicting 2d8 points of damage per
Il Immediately, the blue slaad hands the chain-leash to the
Iongest-looking PC—enough length of chain stretches from
it true slaad to keep out of ils reach. *

Characters wishing to feed the creature a droplet of Nav-
imas must either come within striking distance or make a suc-
cessful Dexlerity check to fling a drop into the slaad’s mouth
(the vial holds more than 50 droplets of Navimas, so there
should be mare than enough with some left over to be used in
later adventures). If the true slaad devaurs a drop of Navimas,
its coler begins to change rapidly and it screams with wide-
eyed frenzy. Anyone wishing to guide it (via the leash) to the
Spawning Stone must make a Strength check each round—
and it takes six rounds to usher it there,

Once there, the true slaad bursts its bonds and begins ca-
verting around and atop the Spawning Stone. As the PCs
walch, they'll see the slaadi around the stone shake them-
selves out of their malaise and return to normal. The chaos
around the stone churns more fervently.

When it has completed its strange dance, the true slaad
stops in the center of the Spawning Stone. Suddenly, follow-
ing slaadi logic, the other slaadi fall upon it en masse and tear
it apart, Canny planewalkers won't remain around the Stone
long enough to see that for themselves, however, because the

once-again-active slaad move to attack them too.
With at least 30 frenzied slaadi coming at them,
the only chance at survival the PCs have is to
flee. Fortunately, the mating instincts of the
crazed slaadi won't let them leave sight
of the Spawning Stone.

4+ LEAVING LIME® 4

Once finished with the adventure, PCs can leave Limbo as
casily as they arrived.

Many PCs will wish to keep the Dream Diver, cven after
their trip in Limho is completed. Able to travel through air or
water at incredible speeds, its worth is immeasurable. Unfortu-
nately, the Dream Diver won't fit through the doorway back into
the Infinite Staircase. If they are determined to take the craft with
them, the DM is encouraged to devise a difficult challenge for
them 1o reach a portal large enough 1o fit the craft through.
Keeping such a treasurc should require many risks and dangers.

Three portals (at least) exist in the vicinity of the Spawn-
ing Stone. One |eads to the githyanki city of TorNav'roc on
the Astral Plane (see Tale 6), one provides access to Klictrik, a
formian city on the plane of Arcadia (see Tale 2), and the third
leads to the demiplane of Maclost (see Tale 3). The PCs can
use any of them to leave Limbo, if they learn of their exis-
tence. Torpellin knows of all three, and even knows the dark
of their keys (the portal (o Arcadia requires a blue feather, the
gate to the Astral is the whispered name of a loved one, and
the gate to Maelost requires a container of rain water). All
three portals, like many on Limbo, take the form of an ever-
changing archway of varying matter. Also like other Limbo
portals, none of the three is guaranteed to last forever,
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It gives the birds the power
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movement to all things.
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wer away from the wind irself, than

that something is

pure evil,

4+ BVERVIEW 4

The PCs find themselves in the floating city of Blurophil on the Elemental Plane of
Air. The onset of the [ron Shadow has brought the burg's great Festival of Lights tog
standstill. As they explore, the PCs discover a powerful and wise Oracle that co it
help them on their information-gathering quest, but in the meantime they becom
invalved in the search for a murderous strangler preying upon the people

of the city, Finding this killer won't just help Blurophil

PIKE @©FF! though, for the secret of the Strangler is fied to impor
ANY+HING tant information regarding the Iron Shadow as well
AL SHAD®W “Winds of Change” is an adventure meant i
7 i i sy challenge characters of 4th to 5th level. At least ong

w character should be a hardy warrior able to withstang
s FESHIVAL. some physical challenges. Lots of divination magicor
psionic powers in the hands of the PCs could disrupt (e

WELL S+ NI
i L@ SIGIL adventure (by eliminating too many challenges for (i
i Tl T players), sa the DM should pay particular attention
— A DISGRUNZ+LED such things, perhaps countering them ahead of time b

having the Gasping Strangler use nondetection {or an

FES+IVAL A++ENDEE amulet of praof against detect and location).

4+ ADVEN+URE NO+ES ¢

4 If the PCs fought Rav the dao in Limbo and took his craft in Tale 4 bt the dag
still lives, he cames for revenge when the PCs arrive in the Elemental Planeo
Air. Spies on the plane ohserve the planewalkers’ arrival and word reaches s
ears all the way on his home plane of Farth. The plane of Air presents man
dangers to.Rav, and he must remain a secretive foe, for the djinn of the pl
war with his kind and would slay him on sight.

Rav arrives in Blurophil through a sceret portal. He searches for his foe
using his change seif ability, to appear as a djinn, or invisibility. Once he find
them, Rav waits to ambush the PCs when they are isolated, perhaps as
search for the Gasping Strangler. His attack may cven lead them to believe
Rav himself is the killer—an interesting red herring tossed into the mystery,
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Rav attacks with the
intention to kill, but not before he
makes his victims knaw clearly that he has
tracked them down with great effort for the
wrongs they have inflicted upon him. If it looks as
though he's truly threatened with the dead-book, or
if'his enemy djinn show up somehow, he flees as
quickly as he can.

+ At Stage 2, Jazriul the hound archon arrives on the plane of Air to investigate
the spread of the Iron Shadow. He'll try not to be distracted from this duty by the

Gasping Strangler murders, but he may be drawn into the investigation to find the
killer, particularly if the PCs do. The archon’s magical long sword has no honuses here.

+ If the PCs have been to the Outlands in Tale 7 and succeeded in helping the rilmani, their fame pre-
cedes them. The abiorach al Sorrow’s Roost (see page 81) immediately agrees to help them and give
them the information they need. Vassilon, the abiorach, regrets that he cannot help the characters
more directly (he cannot enter the area affected by the Iron Shadow or his true neuatrality will be
compromised and he'll be reduced to his essential salts).

Ifthe PCs have been to Limbo and have brought the Navimas with (hem (sce Tale 4), the knowledge
gained from Ghuntomas of Thorn can lead to the formulation of a solution to the Iron Shadow. Tech-
nically, this means that the PCs might only have to travel to those two locations and can skip the
athers. However, the DM should keep this in mind: it’s unlikely that the PCs will choose these twao lo-
cations as their first two expeditions. And, even by Ghuntomas’ own admissions, the planewalkers
should still attempt to get hold of the book, Ever-changing Order. Further, even with the remedy for
the Iron Shadow, they should still go to all the doorways given them by the lillendi to use the cure
and dispel the affliction in those locations as well. _
Of course, if the kytons tumble to the fact that the PCs have a cure, they launch an all-out of- \
fensive against the PCs. First, however, the DM must determine how the kytons discovered this fact, |
and if they know where the PCs are located. Most likely, they don't {they've probably had no reason

to keep such close tabs on them unless the planewalkers went to Jangling Hiter and caused a lot of |
trouble).

Once the kytons know about the PCs and their ability to stop the [ron Shadow, the kytons scour

the locations of all the Tales looking for them, probably eventually stumbling upon the Infinite Stair-

case. Thus, the DM can devise kyton encounters and ambushes in any location, even the Staircase.

If the PCs dispel the Iron Shadow in Blurophil, the artisans and performers immediately regain

their will and creativity to perform and produce works of art for the festival. The people of the city

1ejoice in the wonders of their celebration, and quickly forget the dark period before. Unless the PCs

stop the Gasping Strangler, however, he continues culling his homicidal swath through the Twilight's

Wall district, for his “mission” had nothing to do with the Iron Shadow. i

+ If the PUs have Ever-changing Order in their possession, they may have researched its author,
Ghuntomas of Thorn, and discovered that he lives in the city of Bluraphil on the plane of Air. Onee
they find themselves in Blurophil in this adventure, they may look him up.

IF the characters make such an attempt, the DM should reward them by taking them directly to
that portion of the adventure. Although the rest of this particular Tale may not then he “necessary,”
more than likely the PCs will be drawn in by lure of the missing aracle or the serial killer at large or
both.

To facilitate this, Ghuntomas should refuse to help the PCs unless they help find his friend Dei-
darth.

IfMulk the shad from Tale 4, or Hannock Ringfinger from Tale 2 accompany the plancwalkers, nei-
ther is likely to provide much help in Blurophil, particularly if the PCs search for the Strangler—nei-
ther has any experience in a manhunt of that type. Myess (the Gasping Strangler) will see Mulk as a
particular abomination, howewver, as he comes from the Elemental Plane of Earth and has even less
right to enter the plane of Air than the other non-natives.

If the DM desires, Myess sees Mulk as the group wanders around Blurophil and decides to break
from his normal routine to kill the shad. If the PCs wake up to find their diminutive companion slain
by the killer that stalks the city streets, they're even more likely to become involved in the search.
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While the break from the killing pattern might throw off
the PCs for a while, a careful consideration of Mulk's
race and nature might indicate something about the

Strangler’s nature.

Further, it Mulk is with the PCs when Rav altacks
(see above], Mulk can provide advice about his former
master’s capabilities and tactics as well as assistance in

defeating the dao
conclusively.

To dispel the [run
Shadow and its hor-
rible effects on the
plane of Air, a char-
acter must take two
drops of Navimas
and mix them

with pure, undi-
luted air. Such air
can only be found
in the substance

of an air elemen-
tal or other native
creature composed
of air (even on the
plane of Air, uther
elements and im-
purilies have en-
tered into the plane
to dilute the air).
This does not

mean that the
creature need

he slain. The
elemental in
question can

offer the air
willingly (as-
suming it's
convinced) or

a portion of its
substance can be
stolen or trapped if
a magical, airtight
container is avail
able.

“Lightning and Vacuum. Purther, while & creature native to :
the Elemental Plane of Air can be summoned with these

. those spclﬁ {that tap the energies of any other eiemcntal

A SHRANGER
4+ A+ +HE DOGR +

The doorway leading to the plane of Air is made of darkened |
glass, as is the platform where it rests. The stairway that the
characters must take to reach the landing is fashioned from
polished steel that glitters like a mirror.
Just as the PCs arrive at the
landing of the proper doorway,
another figure comes out. This is
Mosicaon, a tall, lithe elven
woman who exudes confidence
and power, but appears wracked
with intense concern, Although
she’s on her way to another
doorway (to her own prime
waorld), Mosicaan could be

PLANAR MAGIC—
THE PLAH'E aF AIR
The relationship between the Inner Planes :-md rhe- rest nt‘ i
the mulliverse precludes the use of certain spells. Because
there is no.connection to the Astral Plane or the Outer
Planes, a body can’t count on usmg the astral sp?ﬂ =i
dimension, or find familiar when on the Elemental Piamm_ 57
A‘J!‘ {or any of the Inner Planes for that mamzr) willing to take the time 1
Dlher spellsare affected depending on. their schools: < speak with the PCs if they
o approach her with friendl-
Cnmmﬂoﬂ!Smmoan These spells are 'only ‘able tu call - ness and respect. “The city
forth ereatures nafive to the planes of Air, Smgke; lee; beyond,” she tells them, *has
fallen ill. It has no life, no
breath, no energy. If [ wene
you, my friends, 1 woull
stay away.”
Mosicaon refi
course, to the [ron Shadow,
which has descended upon
the city of Blurophil heyoné
the gate, If questioned, she can
tell the PCs a little about th
city, the flagging Festivaldl
Lights, and the Iron Shadow-
although she certainly doest]
call it that. She simply says thai
“even the greatest artisans of t
city have lost all their spark an
vitality. The greater the creatwi
the greater the loss.”
Mosicaon is a planewal
who discovered the Infinil
Staircase long ago and uses if
get around. 1€'s doubtful
she'll ever return to Blurophi
however.

spells, it is not hound by, ther, Thus, the caster must find"
some ofher way. af controlling 'Ehe',subjf:t{ anee it arrives.
INVOCATION/EVOCATION:. In‘cases where the spell being cast
draws upon an aspect of smokegice, hghmlng, o vACUU, .
there is io change in the function of these spells, Those
that are based upon elemental air function as if the level of -
the caster were increased by one. The reverse is true of

plane {including those paraclemental and) quaa]eiEmemal
planes not m:nlmned above} as described u.nder Other e~
mental Schaols below: Thus, a lightning bolt spell would -
function norrnally but 3 ﬁrebalr would be reduced in erﬁ:e-
fiveness. 3
ELEMENTAL ATR: Any magic of this typ: acts as |f Lht_
easter's level were increased by o LA ;
Dk TievenTal Seriis: Inall cases, these spell funcuon
as if the caster’s level were reduced by one. .

Once mixed, the compound must be let free in the
plane of Air at a spot where the character can see
nothing but air in any dircetion (other than
himself or his comrades). Research
needed to determine this
process takes (20 minus Intel-
ligence score) days of read-
ing Lver-changing Order or
speaking and
working with
Ghuntomas.

Le@®K,

BIRDS!
—TINI®US WANN

Mosicaor (Pr/ @ elf/F4, T5/N):
2 (leather armor, Dexterity bonus, boafs
striding and springing); MV 12; hp 21; TH/
17 (14 with long sword +1 and bonuses
Strength and race; 14 with short bow
bonuses Dexterity and race); #AT 1 or 2;D
1d8+2 (lang sword +1 plus Strength bonus)
1d6/1d6 (short how); SZ M (572" tall);
elite (14); AL N; XP 975.
S17;D18;C 13;19; W 10; Ch 12§



Special Equipment: long sword +2 (Outlands forged, +1
here), boots of siriding and Springing, 15 10 gp gems, 3 pp, 19
LED, 27 sp,

Personality: Adventuraus, outgoing, currently annoyed

Thief Abilities: PP 90, 01 20, F/RT 10, MS 40, HS 55, DN
35, CW 75, RL 45

+BEY®ND +HE DOOR +

On the other side, the dverway passes into a kennel of
(reatures known as hgaun, The product of some wizard's ex-
perimentation here on the Elemental Plane ol Air, hgaun pos-
sess the bodies of medium-sized dogs, birdlike heads with
multifaceted eyes, and feathered wings just large enough to
llow them to get airborne. The doorway is in the hack of the
ennel, between two infrequently used cages, a
b made of rusted iron on the kennel side.

The appearance of the PCs causes the hgaun to bark (a
ligh pitched sort of squawking sound), but since they are in
Cages, the crearures pose no threat—which they wouldn't in any
tast, since they are domesticated creatures used for hunting on
tlis plane. If the PCs spend too long in the kennel area, the
teeper, Tonner comes to investigate the barking. He won’t
bother the PCs much more than to give them a suspicious look
egarding their presence (Tonner's not too bright).

nd appears to

JONNEE (P1/ S human/0/NG): AC 10; MV 12; hp 4; THACO 20:
T 1; Dmg 1d6+1 (club and Strength honus); SZ M (5' 11"

all); ML average (8); AL NG: XP 7.
S16:D13;C12:18; W 7;Ch 14
Fersonality: Cheerful, trusting

HiAlv: AC 6; MV 12, FI 18 (C): HD 241 i hp 10 each; THACO
9, #A1 1; Dmg 1d4 (bite); SD Immune to illusions, gaze at-
acks, and other vision-related attacks; SZ S (4’ long); ML
eady (12): Int animal (1); AL N; XP 175,

+CI+Y ©F AIR 4

B Riven once were a peaple that lived on a prime world
lled Ortho. Centuries ago, a group called the Harmonium
s from Ortho, conquering much of the world with both
fee of arms and philosophy. They brought peace and har-
, but it was a peace through subjugation—at least from
i point of view of those who disagreed. The dissenters were
lled the Riven. When the Harmonium saw that the dis-
ters would not join them, rather than slaughter an entire
tple, they offered the Riven exile. The Riven chose to ac-
dtand fled through a portal to the plane of Air (which,
lant has it, the Harmonium promptly blocked afterward).

) Traveling like nomads an airships and magically floating
itforms, the Riven slowly gathered together materials to B
tite @ home for themselves on the plane. Eventually, they S
Kceeded. ]

The Riven buili Blurophil on a huge metal disk. They sur-
fitied the entire city with a hemispherical wall af force ex-
for the very edge of the disk, leaving a gap some 20 feet ¥
B All along this exposed edge, windmills turn and turn in g, o

Guder's
Arena



the constant breezes of the plane. The tuming of these magical
windmills powers the sphere of farce that protects the city.

Now Blurophil prospers in the peace and protection built
around it. Planar travelers come to the city for trade as well as
relaxation. Poets and artisans flocked to the city as it floats
forever in tranquillity.

The population of Blurophil reaches upward to 10,000
people. King Birus VI rules over the floating domain as did his
Riven fathers before him. Although tall spires made of glass
and shining metal rise up from the round base, the entire
community surrounds a circular park filled with well-tended
greenery and even animals {obviously, all of these arc brought
in from other planes).

FESH+IVAL ©F LIGH*S

Fvery standard year the inhabitants of Blurophil hold a two-
week celebration called the Festival of Lights in the city's center.
Known throughout many planes, this gala event glorifies art,
song, dance, food, and drink. The name comes from the tradi-
lional flashlamps carried by many of the attendees (and avail-
able for purchase throughout the festival) which reflect normal
oil lamp light with a series of mirrors and colored lenses. The re-
flected light dances around the city center continually.

FExcept for this year. The Iron Shadow has infected

Blurophil, and worse, it's come at the time of the

festival. Artisans have lost all initiative
and creativity, the performers have lost
their skill and desire to sing and
dance, and even the flashlamp ven-
dors find few willing to purchase their
wares. Visitors from other planes plan (o head

home soon (which means that they'll spread the
Tran Shadow to their planes—a potentially disastrous
situation), because the festival just isn’t meeting
anyone's expectations.

The player characters find, as they wander through town,
that people are either in a stupor (usually, these are the cre-
ative types affected by the Iron Shadow) or they are angry or
disgruntled at the disappointing festival. In short, Blurophil
jsn't a happy place.

If the PCs ask around regarding the events of late, many
people describe what's happened as some sort of illness that
has struck down the artists and performers. Some believe it to
be a curse. After a time, a single PC hears the name of the
Oracle of Forgotten Night bandied about regarding the curse
(the coming of the Iron Shadow). The aracle should have fore-
told the curse, they say, but it didn't—and most people don’t
know why.

Virtually anyone in Blurophil can explain that the Oracle
of Forgutten Night lies in the district known as Twilight's
Wall. Most don't know exactly what it is, but usual chant re-
garding what the oracle has to say spreads through town,
wamning of coming calamity or predicting success. ’

TWILIGH+'S WALL

Light in the Elemental Plane of Air is all-pervasive, meaning
that while no actual light soutce exists, there's light every-
where—enough for all o see. Twilight's Wall runs along one

+ 76+

part of town, near the erdge. It stands 20 feet tall and extends
for about 20 blocks, For reasons that no ane completely un-
derstands, the wall yields a shadow across onc ared of town as
though some bright light were cast outside town. The shadow
is long (such as they are at twilight, hence the name), stretch-
ing across abour five blocks of the city.

When the inhabitants of Blurophil speak of this area
they usually do so in whispers. It's thought to he cursed, some
evil magic creating the shadow. They might be rigt. In any
event. the district offers home to only those too poverty
stricken to live elsewhere, or those wishing to stay out of
sight—thieves and their ilk.

THE ®RACLE
OF FORGO++EN NIGH+

Within the perpetually darkened slum of Twilight's Wall lies
the Oracle of Forgotten Night. Most folks claim that the orade
lies in the darkest umbra of the wall's shadow, but that's re-
ally a matter of opinion rather than fact.

To a newcomer, all that's visible is a simple stone struc-
ture, starkly contrasted (along with many of the buildings of
the district) against the metal towers of the other portions of
Blurophil. Unmarked and unlit, this structure appears aban-
doned. It's not.

Within, Deidarth Three-Eye makes his home and watches
over the “oracle.” The oracle appears as a three-fout blue iron
rod set on a tripod and topped with a red gem. According 10
Deidarth, the gem casts images on the
ground around the tripod that only
he can sce (thus, “Three

a lie—Deidarth himsel?
is the oracle, or perhaps’
it would be b
ta say that his sist
is—but then, sief
dead. Evonia was Deidarth’s twin sister who died when they
were both very young. She remained, in death, with heg
brother as a restless spirit. She receives premonitions of the
future regarding Deidarth, the city, and various people withit
it. which she reveals to Deidarth.
Now. however, Deidarth is missing. So, of course, is the
oracle. But Fvonia remains.
A thorough search of the place reveals little. Deidard
normally camns a better-than-meager living from the doni
tions of those who he has helped through his prophecy. U
fortunately, he spends most of his earnings on drink and t
owns little in the way of real wealth. Two completely separd
clues to Deidarth's disappearance await the PCs. The fistg
Evonia herself. As the PCs search the tiny home, Evonia
tempts to evaluate their intentions and their overall oul
[alignment). If they seem interested in finding her missing
brother with honest and respectable intentions, Evonia af
pears before them as an intelligent phantom. Unfortunaid
this means that anyone seeing her must make a successi
saving throw vs, death magic at a -2 penalty or flee in pa
as though affected by a fear spell. Fvonia’s phantom lool
like a ghostly apparition of an eight-year-old girl dressed
shabhy clathes. If anyone resists the effects of the terrifyil



the Oracle of Forgotten Night, see Guder Fruend.
He knows where Deidarth's kidnapper can he
found,” Evonia says nothing clse, and promptly
disappears.

The ather clue that the PCs can find
isn't quite so obvious—ar
least, it doesn't come
Tight out and speak
to them. Under the
single, simple bed
found in the back
mwem lies & piece of
paper with a number of names written
00 it. All the names have heen
tossed off except for one—
Ghuntomas of Thorn. There’s cven
i address of a sort scribbled beside
the name: Narrowstone Way.

The list is far more innocent
i the PCs might assume, It is, in

FHA4

EVEN

fia+ @RDER

fninkard—who will help pay for Dei-

's nasty hahit when they go to the ale-

ses together. Looking up any of the other
tes Simply results in the investigators meet-
a former friend of Deidarth tired of lending
M money, or a barkeep no longer willing to let the
ubber in his establishment,

Nevertheless, PCs who stumble upon Ghuntomas
night be surprised at the knowledge he has.

it AC nfa; MV nfa; hp nfa; THACO nfa; #AT 0;
1il; SA sight causes throw vs. death magic at a -2
nalty or flec in panic as though affected by a fear spell: SZ
B 1" tall); ML nfa; AL LG; XP nil,

GHUN+emASs @F TH@®RN

Wi the street, still in the arca of Twilight's Wall, lies Narrow-
bie Way and the tiny home of Ghuntomas of Thorn,
lintornas lives in a single-room dwelling ahove a disreputable

1 known by the unlikely name of The Looking Glass,

Long ago, Ghuntomas—ga prime from a place he referred
oy as Thorn—lived in Sigil working as a respected sage
ischolar, He belonged to the Fraternity of Order faction
istudied the ways of Law and the nature of the multiverse.
ntomas, in his years of work, developed a number of
flige thearies regarding Law and its opposite, Chaos.
ntomas believed that rather (han being opposed, the two
Were meant (o work together—and in conjunction they
I the multiverse work,

Various applications of this theory proved false, bu
of his alchemical experiments produced results to
nce him of its truth. His theories angered his fellow fac-

sight Evonia speaks to them: “To fing my brother and restore

H&sE

WH® BELIEVE +Ha+ CHA®S
CAN BE GRDERED

caNn BE CHA®+IC.
HOW CAN PE®PLE wus S+UDY
FHE MUL+IVERSE
BE s +FRRIBLY BLIND?

AND FEREVER-LINKED
CEUN+ERPAR+?
—GHUN+@®mAS

tion members, who urged him to keep them to himself. He re-
fused and eventually published his ideas and experiments in a
book called Ever-changing Order. The Guy-
ners expelled him from the faction
and he left the City of Doors in djs-
grace, Although his publisher
made a fair profit from his
baok, Ghuntomas couldn't be
found to receive his share.
(Later, when his presence in
Blurophil became
more widely
known, his pub-
lisher claimed that
Ghuntomas had
defaulted on his con-
tract and no longer
deserved his money.
Although a Guvner
defaulting on a con-

PEBPLE

CANN@+ ADMIi+

s@¢ CLOSELY

tract is patenily ab-
act, a list of individuals in [ ASK YOU— surd, the story was
Blurophil that were willing to ex- WHAH 1s “UP” W I+H® U+ "D@WN" accepted.)
drnd Deidarth credit to buy alcohol, eR “RIGH+" WI+H@®! Jobe S EE g Penniless and
Ghuntomas is nothing more than et % = st ) shamed,
Deidarth's drinking buddy—a fellow F® OPPOSE I+ asan EQUAL

Ghuntomas has re-
mained in sell-imposed
exile here among the
cxiled Riven. He's
unfortunately
drowned his
troubles in
bub, becoming a
well-known drunkard and fool
not ahove accepting hand-outs,

Ghuntomas and Deidarth Third-

Eye beeame friends in a tavemn, not surpris-

ingly. Ghuntomas, when he had Jink to spend, was always

generous and Deidarth was Jjust the sort to take advantage.

Still, the keeper of the oracle repaid his debts to his friend
most of the time and the two got along well,

If the PCs find and question the almost-assuredly drunk
Ghuntomas, they're likely to hear his tale of woe, However, his
background should be enough to draw their attention whether
they've heard of Lver-changing Order in some of the other Tales
or not. If they can sober him up, Ghuntomas can tell them a
great deal about dispelling the Iron Shadow (in fact, the whole
thing intrigues and fascinates him). However, if the PCs don't
have or know about the Navimas (see Tale 4), Ghuntomas' in-
structions and advice are only theoretical, since he was never
ahle to discover g catalyst for the processes he describes,

Eventually. Ghuntomas grows tired of discussing the
matter and just wants a drink. He advises the PCs 1o find a
copy of Fver-changing Order. “It's all in there,” he tells them,
“and my mind was a lot clearer back then.”

Ghuntomas doesn't have much will left. Forceful PCs can
make him do just about whatever they want him 1o, although
he’s good for nothing beyond the oceasional bit of advice re-
garding esoteric and scholarly topics and consuming surpris-
ing amounts of alcohol.

+ 77 +



GHUNTOMAS OF THORN (Prf ¢ human/W8): AC 10; MV 12; hp 18;
THACD 18; #AT 1; Dmg Nil or 1d4 (i given a dagger); SZ M
(5" 8" tall); ML Unreliable (3); AL N (was LG at one time),

S7;D 8 C8:116 (was 18 once); W 6; Ch 12

Spells: None memorized. Ghuntamas sold his spellbook
long ago (to buy bub) and hasn’t cast a spell in years.

THE GASPING
4+ SHRANGLER +

All the while the PCs wander about
Blurophil, the chant regarding some-
one called the Gasping Stranger
spreads. It seems that seven people
have fallen victim to this killer who
stalks the streets—particularly in the
area of Twilight's Wall. JNB
While this doesn't appear s
to have anything to do with the & L
PCs' goals or interests. in fact S®MEH

FL®PPING

HING

it's directly related. The Gasping LIVE Y@&UR been spaced three days
Stranglﬂ is the very individual who PA +1C Li++Le LIFE. apart,_in groups of threes;
e k";fiﬂjs;{egx[;f::: rJ;till:xrnphil PCs [+ wit. BE $® MUCH Eﬂfllft:ipdﬂgslljﬁ:i:
might hear any or all the follow- BE++E 5 “i WH t. 1\:_ SONE victims have all been off

YU are ALL G ‘ different alignments,

ing rumors regarding the
Strangler, Some of these are

true (T) and some are falsc [F).
The talk hecomes more prevalent
around Twilight's Wall, where it
comprises most of the conversion.

4 The killer's called the Gasping Strangler because
{hose that've got away say he's always gasping as il out
of breath. (T)

The killer got his name hecause he steals the breath from
his victims, (F)

All the murdered victims were strangled. (T)

The Gasping Strangler is a man-hating woman. (F)

The Strangler is a fiend from the Ahyss. (F)

All the victims of the Strangler have been human. (T)
The authorities believe the killer to be a wizard, based on
his ability to escape and hide himself so well. (T)

4 The victims' possessions were not disturbed, proving
that the slayings were not motivated by greed. (F)

The Gasping Strangler is actually a group of killers,
rather than just one individual. (F)

4+ All the vielims were killed in the Twilight's Wall district,

m
All the victims were from the Twilight's Wall district. (F)

+

L4444

*

+

CLUES

If the PCs try to find Gasping Strangler, they might discover a
number of things about his victims, his method of operation,
and his character. The party can obtain this information by
speaking with (and probably bribing) the city's Royal Guard
(the local constabulary), checking through back issues of a
press sheet called Windhorne Chant, which has been repurting
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on the incidents, or speaking with people in the Twilights

Wall district. The last option, of course, leads to some of the
misinformatien listed above as well as the facts,

The Gasping Strangler follows two important precepts of

the planes in general—the Rule of Threes and the Unity

of Rings. As every planewalker knows, the Rule of

Threes is based around the idea that everything

happens in threes [Law-Neutrality-Chaos,

Goodness-Neutrality-Evil, Prime-

Planar-Petitioner, Inner Planes-

Prime Material-Outer Planes, and

50 on). Further, the Unity of Rings

concept says that everything in the

multiverse resembles a ring—like

the Great Ring of the Outer

Planes themselves.

N +HE PURE, What goes arourd’
comes around,

+HIS PLANE
The Strangler

adheres to these precepts liter-
ally. The murders have ll

A4 TaU,
FLESHY

each corresponding @
one of the Outer Planes)
starting with Mount Ce
lestia (Lawful Good)
and moving arount
the Great Ring
counterclockwise.
The killer's victims so far includé

(in order):

1. Riun Tonravel, a paladin (LG)

2. Biana Reddar, a scullery maid (LNG)

3. Onra the Bookman, a Guvner bookkeeper (LN)

4. Yuor Tinagethin, warrior from Acheron (LNE)

5. Taeris Nuyin, a priest of Set (LE)

6. Ghreniel K'del, a thicf specializing in assassination [LNEJ
7. Mearell, a mean-tempered thug [NE)

Any persanal details of cach of their lives are unimpos
tant in regard to their murders—only their personal outlook
general demeanors, and beliefs were important 1o the mu
derer.

Knowledge of these important facts gives an investigal
the following information if he's able to figure oul the pal
tern. The next victim will “represent” the plane of Carc
That is to say, he will be of Neutral Evil alignment wil
chaotic tendencies. He'll also know that the murder will o
three days afler the most recent slaying.

The Gasping Stranger’s next victim will be a won
named Jaspan. She's well known in the Twilight's Wall
as a rabble rouser, Jaspan makes it no secret that she wans}
gather enough of the Riven together so thart she can @
travel to the plane of Carceri where the Titans languishd



their eternal imprisonment, Once freed, Jaspan hopes they
would help avenge the Riven against the Harmonium, allow-
ing the exiles to return home. Practically worshipping the im-
prisoned titans, she fits the perfect definition of NCE.

PCs on the lookout for someone fitting such a definition
[after tumbling to the Strangler’s patterns) may very well
lean about Jaspan and attempl to find her. They do, just in
time, or just a little too late (see On (he Scene, page 82).

A MURDERER’S MIND

Many prople go insane on the planes. So many, in fact, that
the Cagers in Sigil have a commonly used a slang term for
them. They call them harmies, Seme folks just can't handle
' lhe scope of the planes or the mind-shattering things that
they find there.

But then, some berks are born that way. Take Myess
breczewing. Only part human, Myess was born plane-
buched. Sired by a djinn (who pramptly left his human
‘mother), Myess is an air genasi. His breathy, almost raspy
Voice and light blue hair are testament to his heritage.

Myess has always believed he was more than the mere
mertals around him. So contemptuous were his feelings tha
hiesoon began to hate the presence of humans and other crea-
lures not native to Air. After years of basking in his hatred,

Myess finally decided that it wus his duty, because of his
combined heritage, to rid the plane of all creatures not born
of the winds. Humans und other creatures on the Elemental
Plane of Air must die,

Thus, he began to kill them one by one. With the spells at
his disposal, it became a simple matter of sneaking around,
gaining information about his victims and then moving in
undetected to strike at them with his strangling cord. As a
final bit of justice, he helieved, he sent them to the dead-book
by rubbing them of the air that they had no right to in the
first place. Following the order of things that he thought
proper, he found and slew his victims in a rigid system. It was
the only way to efficiently see his goal come 10 fruition, his
deluded mind told him.

Before he began, however, he had to eliminate anyone
who could stop him. The only thing that he feared was the
Uracle of Forgotten Night, which seemed lo be so capable of
accurately predicting the future that his enemies could surcly
use it against him. Instead, Myess decided, he would 1ake the
oracle for himself and use il to help him in his mission, At the
last moment, he realized that he probably needed the oracle’s
interpreter Deidarth as well. Myess kidnapped him and
brought him and the oracle 1o his home (see The Villain's Lair,
page 83).



4+ GUDER FRUEND +

Even if the PCs don't visit Ghuntomas of Thorn or pursue the
Gasping Strangler, they'll probahly follow the phantom’s lead
and talk to Guder Fruend. He lives in Blurophil and finding
him presents no more difficully than asking a few locals.
Many people know of him and his work.

Guder runs a training center for warriors, schooling
others in the arts of brawling and close-quarter fighting for
money. A tiefling, Guder stands well over & feel fall with a
massive build and hands like hammers. His skin is a dark blue
and red hair tops his large, imposing head.

The PCs will quickly tumble to the fact that Guder's not a
great source of information—at least, not at first. He's not
known for his loguaciousness or even his fricndliness. If the
PCs come to him with questions, all they’ll get consists of a
few grunts or the minimum sort of answer. He'll claim igno-
rance of whatever subject they inquire about, unless il regards
fighting.

Guder won't really talk to anyone he hasn't met in the
challenge of combat. Although he won't suggest it, if a PC of-
fers to go into Guder's small arena, the big tielling's bone-box
gets a litile looser—but not until the fight actually starts.

As a combat instructor, Guder uses the main room in his
training center as a large arena. Metal walls and a bare stone
floor appear stark—dents, scars, and bloodstains on the walls
denote the many past fights that have taken place here,

If a challenger enters the arena with Guder, the tiefling
explains that no magic of any kind beyond magical armor is
allowed in the arena (bracers of defense and rings of protec-
tion are fine too). Combat is always one on one, and only hare
fists or clubs are allowed.

BELIEF IS PEWER
YEAH RIGH++.

ELIEVE Ina FINELY +UNED B@DY
e A WELL-BALAN
| :'”:I IEVE A BERK w
Ga&@D rer ANY+HING
BELIEVE vyau CAN BEA+ ME

IN o FAIR FIGH+?

—GUDER FRUEND,
WAXING PHIL®S@PHICAL

AIN"4+ much

+ 30+

CED WEAP@N.
+4 4 BROKEN SKULL

Eight clubs with leather straps hang from pegs on the
walls. Fven the most ingenious basher ean find nothing else
to he used as a weapon in the room.

This is in no way a fight to the death. It lasts until one
combatant yields. Guder yields when he is reduced to 5 hil
points or lower. Due to his training, he is able to retain con-
sciousness until he reaches -5 hit points.

If Guder notices anything that looks like cheating (in his
own opinion—which includes spellcasting, psionics, a non-ar-
moring magical item, or any spell-like ability at all), he'll use
his own concealed surprise. He knows of three particular spots
on the floor that when depressed just right open four trap
doors. These trap doors cach reveal a shaft that extends down
and eventually out of the city altogether. Anyone falling
through them drops right out of Blurophil—straight down 1o
an cndless plunge through the plane of Air

The open trapdoors leave only a five-foot-wide, cross-
shaped portion of the Moor intact. Anyone in the room when
the doors open must make a Dexterity check to reach the
stable area of the floor—with a +5 bonus if they know its
going to open (applicable only (o Guder, most likely), and an-
other +5 honus, cumulative with the other bonus, if they'r
standing on the stahle portion of the floor to begin with
Thing is, unless his life is threatened, Guder won't open the?
trapdoors with snmeone standing on them. He uses more asé
scare tactic and a threat to those who appear to be cheating,

If the fight continues, any character taking damage i
the area must make a Dexterity check to avoid falling=bu
this threat is just as real to Guder. Falling characters can make
a second Dexterity check. If successful, they've managed @
catch the edge of the floor. A Strength check at a +2 bonus’s
required each round to hang on. If this happens, Guder sa 5
the fight is over, and helps the character up immed:

ately (if it's Guder hanging from the edge, kel

concede that he's lost and pull himself up). Ifa
opponent misses bath checks, Guder tries to gra
hold of him, attempting a Dexterity check at -4 penalf
and then an unmodified Strength check.

Once the fight begins, Guder asks the PC what it is ths
he wants to know, assuming that the planewalkers were adl

ing the warrior questions before. He tries to gel e
PC talking to distract him, although he answes
questions truthfully and completely.

Whether during the ight or afterward [z

matter who won, assuming the PC put

goad fight and didn’t cheat more than o

Guder will tell his challenger that he doestl

know where Deidarth is, but he saw him with a ellof

named Myess about a week ago, Myess, Guder e

plains, is a wizard (and therefore almost beneal
notice, as far as the warrior's concerned) anl
particularly unfriendly ane at that. “He's got son

air elemental somethin’ or other for a fathe
gives him a big attitude,” he says. “Real touchy,
one, especially abour his raspy little voice. Doesn'tli
anyone-seems (o think that nobody deserves fo live on il
plane but him and his elemental buddies.”
To canny PCs who have paid attention ta the [og

chant, this will probably suggest the possibility of ha
something to do with the Gasping Strangler. [f not,




investigating planewalkers
aren't up against the blinds.
Although Guder doesn't know
where Myess calls kip, he
knows the location of someone who might—a “basher named
assilon what lives up in thal Sorrow's Roost.”

The DM should manipulate Guder's level so that it’s the
sime as the PC challenging him.

Guoes Fauenn (PI S tiefling/F5): AC 5 Ueather armor +1, Dex-
ferity bonus); MV 12; hp 43; THACO 16 (14 using Strength, 13
with clubl; #AT 1; Dmg 1d4+4 (fist) or 1d6+6 (club, Strength
honus, specialization); SA Casts darkness 10-foot radius once
per day; SD Half damage from fire and acid; SZ M (6’ 6"
long); ML champion (15); AL N: XP 175.
S18/82;D16;C17;19;W8;Ché
Special equipment: leather armor +1

S@RROW’'S RGOS+

High above Blurophil, suspended by some freakish applica-
fion of the mysterious interactions of the Inner Planes, a
thunk of earth—from the plane of Earth—rises just within
ght of the Riven's sanctuary city. The rock provides a home
a variety of birds and an odd pair of individuals—an abio-
eh (the rilmani who watch aver the balance on the Flemen-
il Planes) named Vassilon and a peryton named Ert.

Sorrow's Roost gains its name from an old tale of an in-
igent pair of owls that lived here, and were eventually
by a small flock of evil perytons. Ironically, Ert was one
f the murderous creatures who then attacked Vassilon as he
passed by while wandering this plane. The rilmani slew all of
ttackers but Ert, Wounded and dying, Ert struck a bargain
Vassilon. The peryton would serve and obey the rilmani
or the rest of its life if only he would let Ert live, Vassilon
greed. In the years that have followed, the chaatic and evil
fthas attempted to escape or betray his “master,” but has al-
failed due to Vassilon's power and his own lasting in-
liries from the battle.

Finding Sorrow’s Roost presents no problem. Getting
fiere does. Just about everyone in Blurophil knows about the
loating rock, and some even know the story behind it, al-
gh no one the PCs speak with knows the current dark re-
ing Vassilon and Ert.
The PCs have a number of options for getting to Sorrow's
For 15 gp per hour per persan, they can rent trained
ogriffs for the journey from a female aarakocra named
rak (P1/ ¢ aarakocra/HD 1+2/NG) who left her tribe on
um long ago to come to the plane of Air. These creatures
 trained to return to their roost after a predetermined time
his prevents anyone from riding off with one permanently).
course, without any airborne riding proficiencies, a hip-
igriff ride could be difficult and dangerous for the PCs. A
ip to the roost on a hippogriff takes about a half hour.
For 60 gp each, the characters can pay one or more mem-
s of the Guild of Floating Sorcerers, a group of wizards spe-
iglizing in the use of air-related spells, to cast fly spells that
ill get them to the roost. The duration, however, is only 10
ims plus 1d6 turns. The trip takes 5 turms ane way, not leav-
i much time at the roost before the PCs have to leave.

For 30 gp (total), the PCs can hire a
cutter named Tinious Wann to fly them to Sor-
row's Roost in his hot-air halloon. The craft can

only take six passengers—including Wann—and takes two
hours to reach the roost and three to get hack. Worst of all,
Wann's slightly harmy and likes to chase birds in his balloon,
so he’s likely to frequently take the group off-course. The dis-
tractions only get worse as they get closer o Sorrow's Roost,

Once at the roost, the planewalkers meet Vassilon, who
constantly has a mass of churning air around him. He knows
of Myess—the air genasi even came (o Sorrow's Roost once to
speak with him. He rattled his bone-box at length regarding
his belief that no one belongs on the plane of Air except the
natives, and Vassilon dismissed him. He can tell the PCs
where Myess’ home is, however, just on the edge of Twilight's
Wall itself.

Whether Vassilon helps them or not depends in part on
their prior activities on the Ouilands or even their agreement
to eventually travel to the Qutlands “to help a rilmani city
with a problem much like the one that has come upon
Blurophil.” He certainly secks no garnish in the way of money
and any pleas for justice, or wrongs to right, the PCs might
make fall upon deaf ears, If the PCs attempt to convinee him
that they seek to put an end to the Iron Shadow. which cur-
rently causes an artificial imbalance in the multiverse (or a
similar sort of reasoning based around the rilmani adherence
1o balance), they might be able to sway him.

After the characters speak to Vassilon, however, Ert ap-
proaches. In his grating, almost squawking yet whispering
voice, he tells them, “You can go to Myess” home if you want,
but if you're looking for him—my guess is that right about
now he's paying a visit upon a woman named Jaspan.” Ert’s
been watching the events in the city regarding the Gasping
Strangler with interest, and long ago figured out that Myess
was the murderer. Due to his nature, however, he's never let
on to anyone what he's learned. Now, he tells the PCs simply
because it strikes his fancy and he's grown bored of hearing
about Myess' deeds.

[ktous Wann (P12 hum 2/CN): AC 2 (chain mail, Dexter-
ity bonus); MV 12; hp 15; THACO 19 (17 with composite long
bow and Dexterity Bonus); #AT 1 or 2; Dmg 2d4+1 (morning
star plus Strength bonus) or 1d8+1/1d8+1 [composite long
bow, sheaf arrow, and Strength bonus): SZ M (59" tall): ML
elite (14); AL CN; XP 35,

S16;D17;C16;19; W 11;Ch 13

Personality: Impulsive, uncultured

Vassion, Astorac: AC 2; MV 15, F1 18 (A); HD 5; hp 29;
THACO 15 (12 with war fork); #AT 1; Dmg 3d4+4 (war fork
+1, Strength bonus); SA Casts continual light or darkness, de-
tect alignment, dismissal, gaze refleciion, glitierdust, hold
monster, invisibility, know alignmenr, mirrar image, poly-
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marph self, shocking grasp (Dmg 1d8+5) teleport
withour error (at will), gust of wind (3x/day), wall of
Soree (1x/day). 25% chance to summon an air cle-
mental (1x/day]; SD +1 weapon to hit, immune to
air-based attacks as an elemental; MR 25%; SZ M
(5" tall); ML elite [13); Int high {13); AL N; XP
2,000.

Special Equipment: war fork +3 (forged on the
Plane of Air), 3 50 gp gems and 7 gp

AC7; MV 3, F1 6 (C); HD 4; hp 14;
THACO 17 (15 with racial bonus); #AT 1; Dmg 4d4
(horns); SA +2 te all attack rolls, can swoop down
upon opponents from hundreds of feet above gain-
ing +2 to attack roll and inflicting double damage;
SD +1 weapon to hit; SZ M (5’ tall); ML champion
[16); Int avg (10): AL CE: XP 270,
Note: Ert’s injuries have never healed cor-
rectly, and he can only fly and walk awkwardly
and slowly

} prs: AC 5; MV 18, F1 36 (C); HD 3+43; hp 15
each; THACO 17; #AT 3; Dmg 1d6/1d6/1d10
(claw/claw/bite); SZ L (10 long); ML average (9);
Int semi [2-4); AL N; XP 175 each.
Notes: A hippogriff has a flying speed of 18 and
class D maneuverability when carrying a rider,

®N +HE SCENE

Following Vassilon’s—or rather, Ert's—advice,
the PCs should arrive at the scene of the
latest Gasping Strangler murders. Allerna-
tively, if the PCs were following up on

the Strangler's activilies and saw

through the patterns of the slayings, they
might very well have arrived here follow-
ing their own investigative work.

The scene is just outside the home of
Jaspan, the revenge-minded rabble rouser
af the Twilight's Wall district. By the time
the PCs arrive, Myess has already dragged
Jaspan into the alleyway beside her tene-
ment, having surprised her, and now begins
to strangle her with a thick cord. She’s unable
to draw her weapon or do anything but (ry to
break from his grip.

While he strangles Jaspan, Myess automatically
inflicts 1d4 points of damage per round. Jaspan
must make a successful Strength check at a -4
penalty to break free on her own. Others can at-
tempt to pull Myess away from her by making an op-
posed Strength check against him (both Myess and his op-
ponent make checks; if both succeed, the higher number
prevails).

More than likely, though, if Myess is discovered, he at
templs to use his spells to escape. Using invisibility and di-
mension door, that might he fairly casy. Of course, if the FUs
have been to Sorrow’s Roost, they probably know where
Myess' home is located—and Myéss doesn't know that.



If prevented from leaving, Myess fights to avoid capture
o defeat. Desperate to succeed in his “mission,” he won't
ivillir\gly surrender. He'd rather die. If the PCs defeat him now,
the threat may he over, but they still need to go ta his “lair” to
find Deidarth.

Either way, if Jaspan survives the attack thanks to the in-
tervention of the PCs', she’s surprisingly ungrateful. In fact,
she's belligerent and condescending, for that is her nature. 1t
plains why she’s been so monumentally unsuceessful in
gaining followers for her cause.

0 [P/ € human/F2): AC 5 (chain mail); MV 12; hp 15;
ACO 19; #AT 1; Dmg 1d6 (shart sword): SZ M (5' 9" tall);
ML champion (15); AL CE; XP 35,

$1; D1 C16;113; W7:Chy

Miiess Breezewing, THE Gaseing StRanoLer (P& air genasif
ElelAir)7): AC 7 (ring of protection +1, Dexterity bonus); MV
12: bp 16: THACO 18; #AT 1; Dmg 1d4+1 (dagger, Strength
jonus); SA levitate (1x/day), spells; SD +2 on saving throws
s, air-related spells: SZ M (5" 5" tall); ML elite (13); AL CE;
&P 2,000,

S16;D16;C11;114;, WB:Ch 7

Special equipment: ring of protection +1 (forged on the
lane of Air), strangling cord

Spells (5,4,3.2): Ist—change self, color spray, feather full,
old portal, sicep; 2nd—bind, blur, fog cloud, invisibility, 3rd—
lispe! magic, hold person, wind wall; Ath—dimension door,

THE VILLAIN'S LAIR

flyess lives, not surprisingly, in the Twilight's Wall district.
lis home is a simple two-room structure filled with books.
book contains his own hand-written rants regarding the
periority of things of Air, the need for a cleansing of the
ane of all things nol native, and similar topics.

Myess lives in the front room, keeping Deidarth and the
acle in the back room, which also holds books and a few
ormal supplies, Deidarth hangs upside down, his legs tied
i the rafters by ropes and his arms bound. Myess wants
i to be able to see any images projected by
e orscle (which sits on the floor near him).
lfcourse, Deidarth and the vracle have
gen able Lo predict absolutely
nihing, since Deidarth's story
how it all works is a lie.
premonitions come
jom his dead sister and
i¢s unable (o leave rheir
use. Before the PCs arrived, Myess was threatening Dei-
with the dead-hook if he didn't make a useful, accurate
fediction soom.

If Myess currently occupies his lair, he bars the doar both
fysically with an iron bar and with a hold porial spell. Then,
he believes that someone’s coming for him, he hides in the
ters of the back room (using his innate levitate ability),
dying spells and preparing to make an ambush. He'll even
Deidarth as a hostage if he thinks such a tactic will work.

Hidden in the rafrers with him, he keeps the valuables
that he's taken from his vietims. In a locked iron box bal-
anced on a rafter, he keeps 137 gp, 169 sp, a 5 gp gem, a 30
gp ring, a 50 gp bracelet, and a potion of sweet water. On
top of the box, within easy grasp, is a small pouch with a
single dose of dust of sneezing and choking thar he'll use
against atlackers.

Lastly, while it’s not a real escape hatch, Myess knows of
a weak spot in the roof over the back room. If really threat
ened, he smashes his way through the thatch and wood (re-
quiring a Strength check at a -2 penalty) and escapes onto the
roof and away,

AF+ER +HE RESCUE

The rescued Deidarth is very grateful, So grateful, in fact,
that once he returns to his home (and his sister), he uses the
“oracle” to tell the PCs something about what they want 1o
know:

“In a vast, open plain near a very tall and narrow moun-
tain, there is a library filled with mirrors. Within the library is
& book which tells of a cure for the disease that you've seen
threaten so much.”

and

“Beyond the swirling mists of matter and energy lies a
temple with only one priest. This priest holds the secret to
curing the ills of not only his own plane, but that which
threatens them all. eventually.”

and

“In a jingling, rainswept city, a ruler, no ruler, broods in
his citadel of chain. He rejoices in the death of invention, and
strives ta find the library and the temple to seize the knowl-

cdge you seek.”

Unfortunately, Deidarth
doesn't know much about
Ghuntomas’s prior history. Thus, even
if the PCs describe in detail the problems
that they are investigating, it never occurs to him 1o go
to his friend.

+ LEAVING AIR 4

The local populace hails those who end the Gasping Stran-
gler's slayings as heroes. Although no official reward is pre-
sented, the PC heroes gain the gratitude and respect of all the
city—in particular, the people around Twilight's Wall.

. Many portals lie in Blurophil, through which the PCs
could travel 1o a number of other planes, including Sigil. Of
course, if the Iron Shadow still poses its threat, they run the
danger of spreading the infection, Most likely, the player
characlers’ best plan remains using the Infinite Staircase
doorway that they used to arrive here,
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Sleep. Dream.

Escane
You know—in vour heart of hearts if nof in your mind fof

?)—that while vou dream you no longer hide within

minds
vour mortal shell, Dreams do not stay fettered fo something so
mundane. They roam free info the endless Silver Void, where all

T ﬁ LE “ dreams meet and frolic,
) LY carrying out their passion-
T ate plays. In these (ragedie
H m W and comedies dreams hawe

R A L a life af their own, This life

tirat almost goes beyvond

v are bud

you, for fa the dream
.. the seript and

tire medivm and it is the actor {all the actor
the director]. You—yotur memories, VYour hopes and

vour fears—are iis stage.

4+ OVERVIEW 4

When the player characters pass into the Astral Plane, they find themselves in (it

middle of a githyanki fortress-city devastated by war. The githyanki were savagel
attacked by the wormlike psionic psurlons, only one of the race’s long list of enemi

When a battle-damaged building collapses. sealing off the doorway to the Infinite

Staircase. the PCs are—at least for a while—trapped. Making their way throug

the ruined, carnage-filled city, they discover a handful of githyanki survivon

who don't seem hostile—at least at first.

In the heat of the recent battle, a construction called Dream Well bt

came active. This strange artifact holds secrets that all those st

within the city—including the PCs—must delve. The githyanki 2

FURES tempt to engincer the deaths of the player characters, and s

keep the secrets of the Dream Well to themselves. The PCs g

overcome them and the dream secrets of the Well to survive and (o esci
(alternatively, they can use the portal to Limbo and leave that way).

‘The arrival of the Iron Shadow here is not the main focus. The

might arrive before it does, and even if they don't, the Dream Wells

powers and secrets remain virtually unchanged and just as signif

— TARSHEVA LONGREACH, cant. Appropriate PC levels for this adventure range from 4t

PLANEWALKER 6th, although as always, if the PCs pick a fight with the slaadi ori

(he DM makes the githyanki a little more powerful. this adventure can challeng

even high-level characters.

4+ ADVEN+URE NO+ES ¢

4 I {he PCs attracted the attention of the illithids in Tale 1, the mind fayers evel
tually make their way to the Staircase and three eventually pass throughfl
doorway to TorNav'roc, drawn by the hatred of their former slaves, the gif
yanki. The mind flayers gaze around in shock at the devastated city. ARG
little investigation, they discern that it was the psurlons who attacked and
feated the githyanki. With this information, they scuttle back to the Infil
Staircase and toward home. Most likely, they ignore the PCs if they cross
sending their nine grimlock bodyguards (sce page 28) to deal with them
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they get back to Astimious
with & proposal regarding a shart
term alliance with the psurlons (a race only

the illithids could respect). Look for statistics in
Tale 1.

At Stage 4, four blue slaadi from the Spawning

Stone arrive in TorNav'roc and search for the formian
queen who brought the Iron Shadow to the Spawning Stone. They know that
the queen is responsible, but they have no idea where she came from originally.

They bring the Shadow to the Astral city with them,

The slaadi scour the city, paying little heed to the PCs unless the planewalkers at-
tack them or cause them trouble. The githyanki may artack them instinctively, fearing their
interference with the Dream Well, or they may approach the slaadi with words of alliance. The
slaadi and the githyanki have worked together in the past against the githzerai. Just as often, how-
ever, the two races have been foes.

IF the slaadi are allied with the githyanki, things become much more difficult for the PCs (low
level PCs should not be forced to deal with hostile blue slaadi). One slaad remains with the githyanki,
while the others guard the Dream Well. With the slaad on their side, the githyanki attack the
planewalking directly and immediately, fearing little chance of defeat.

Otherwise, the blue slaadi wander the city. Only if they find the queen and have trouble exact-
ing their revenge will they attempt to call reinforcements. Use statistics found in Tale 2 for the slaadi

The arrival of the Iron Shadow makes it very difficult for those in the city to come up with cre-
ative ideas and solutions, making the githyanki's task of mastering the sccrets of the Dream Well
even more difficult. It also stymies the efforts of two shedu (see page 89), who have come to investi-
gate the city.

By Stage 6, after wandering through Limbo for a time, the formian queen—for whom the slaadi
search—comes through the portal to TorNav'roc,

Distraught and incensed after the onset of the Iron Shadow on Arcadia and the destruction of
her city, the formian queen Hvix'mnac wandered through the same portal used by the slaadi. If the
PCs explore the city afier that point, they may find her sleeping in an alleyway.

Hvix'mnac regained much of her sa nity as she rested in the desolate githyanki city, although
she's still deeply morose, If she hears that the slaadi are looking for her, the queen asks for the PCs’
help in keeping them away from her. In fact, she demands it—she is a queen, and is used to being
served unquestioningly. If the PCs possess the Mantelavian sceprer or the helm of the insect, the
queen can influence them even if the characters aren't willing to help. Anyone carrying one (or both)
of these items feels compelled to help Hvix’'mnac unless the character makes a successtul saving
throw vs. spells at a -2 penalty. While she doesn’t feel bound o obey the qucen's every command,
the character has a feeling of attachment and affection (not unlike a charm person spell).

Now more in charge of her faculties, the queen wants 1o get back to Klictrik, the formian vity on
Arcadia, 10 see what can be done about helping her peaple, She's intelligent enough to realize that if
the slaadi have followed her here they've probably gone to Klictrik as well {and by Srage 6, they
have). If she determines that the PCs have been there, she assumes that they know of a way back.

Hvix'mnac also tumbles to the fact that it is movement through purtals—or just the activation of
portals—thal spreads the Iron Shadow. If she hears that the PCs have apparently traveled from place
to place without spreading the Shadow, perhaps it has been the means of her travel. I the PCs ex-
plain the nature of the Staircase she realizes that the Staircase is immune to the Iron Shadow (a leap
in reasoning that the PCs might very well come up with on their ownl,

Unlike many formian queens, Hvix'mnac retains her mohility—she is not so old and bloated that
her legs have atrophied. She can also fight with her mandibles, although if she's presented with 2
Weapon in a dangerous situation, she'll use it—and there're certainly many stray weapons lying
about in the city.

HVIXMNAC, SORMIAN QUEFN: AC 7: MV 9; HD 9+9; hp 48; THACO 11; #AT 1; Dmg 1d10 (bite) or by
weapon; MR 2000; SZ L (10" tall); ML ftearless (20); Int supra (20); AL 1 N;: XP 5,000.

At Stzgge 8, Jazriul the hound archon comes (o TorNav'rac. Once there, he speaks with several astral

evas he knows to gain whatever local information he can. Then, he visits the infected area (the gith
yanki [ortress city) to look around—if it is indecd still infected at all (by then, the heroes might have
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dispelled it). If the PCs meet him, he is eager o ask them
questions about the surrounding area, what they've seen,
if they were here when the Shadow came, and so on. If
the PCs have already encountered Jazriul, he’ll most
likely ignore them [unless he owes them a debt, such as if
they helped him in Tale 4). No matter what, however, il
good aligned PUs need assistance against the evil gith-
yanki, or even the slaadi, he’s sure to help if nearby.

Jazriul's magical long sword has no bonuses here.

Lastly, Jazriul would be very happy Lo meet and
speak with the nearby shedu, but he's not at all curious
or interested in the Dream Well.

4+ If Mulk (Tale 4) or Hannock Ringfinger (Tale 2) arrive in
TorNav'roc, the DM should not allow these {or any) NP'Cs
play a major part in the Dream Well portion of the ad-
venture. Their dreams should present themselves as du-
plicates to dreams that the PCs have or circumstanees
should cause them to be far away while those cvents are
happening, but these NPCs should not be allowed to fig-
ure into the dream sequence in an important way. Essen
tially, the players have to figure things out and experi-
ence them on their own.

4 If the PCs bring the Navimas cure, using knowledge
gained [rom Ever-changing Order or Ghuntomas (see
Tales 7 and 6, respectively), they can dispel the Iran
Shadow from the Astral Plane.

According to Fver-changing Order, dropping a bit
of the Navimas into the Dream Well or sprinkling drops
into a psychic windstorm will scatrer the substance
throughout the mental energies of the Astral Plane, rid-
ding it of the Shadow. Research needed to determine this
process takes (19 minus Intelligence scare) days of’ read-
ing the book.

If" this occurs, the few afflicted individuals return to
normal immediately. Although dispelling the Shadow is a
good thing, the Shados is perhaps the main thing keeping
the githyanki from delving into the secrets of the Dream
Well. If this happens, the githyanki eventually learn the se-
crets of the Dream Well, free Aeryv'nir, and gain the key of
dreams as well as information fram the Dreamlost Delve, If
the PCs oppose these githyanki, such a turn ol events
might make things much more difTicult (it certainly means
that a PC cannot gain the key, although they can still get
information from the Dreamlost Delve),

The DM should assume that 1d4 days after the Iron
Shadow is dispelled, the githyanki master the Well. She
should also assume that the two stag-turning githyanki
betray and kill the knight [see Alone in the Void, page
91).

UsiNG THF ADVENTURL enpEnTEy. Using this adventure by it-

self shouldn't be hard for the DM since the links to the other -

adventures are only tenuous. The acrion in the adventure
doesn't hinge upon the Iron Shadow, and the intrusion of the
slaadi and the formian queen are extraneous.

A high-ranking factinn official in the City of Doors ap-
proaches the PCs in Sigil. She askg the planewalkers to deliver
an immediate message to a city in the Astral Plane, telling the

+ B6 +

peaple there that they're about to he attacked. Of course, the
PCs are too late, and were never tald that it was a githyanki
city. As it turns out, the faction official is actually a githyanki
spy gathering information in Sigil, magically disguised. The
same starting point can be used on the Prime (or any plane),
as long as it involves someone encouraging the PCs to go
through a portal to the Astral Plane.

TRANSLA+I®N +@ +HE
4+ AS+RAL REAL +

The Astral Plane connecrs the Prime Material Plane and the
Outer Planes. As the plane of the mind, it has no real physical
space or substance. Those entering through portals (as op-
posed 1o methods allowing a body’s mental or spiritual self to
travel there on its own) have their hodies and equipment
translated into mental energy. Physical matter is translated
back when they leave, so the only effects are that a character
moves and operates a little differently in the Astral Plane,
Movement rate is equal to Intelligence score [(a few crea-
tures the party meets in this Tale move even faster]. Creatures
move by willing it, and with no gravity (or orientation), that
means thar folks can flit about in any direction. Further, men-
tal power is the only kind of important power, so on the As
tral, a basher's Intelligence score is used as her Strength, and
her Wisdom acts as her Dexterity for all things.
All weapons have a speed factor of 3, regardless of size
they're all mental energy now, not physical matter. A magic
weapon's speed factor is only L. Further, the Astral reducs
spell casting times by 1, to a minimum of 1 {and no spell eves
takes more than one full round to cast). The place’s very con
ducive to magic, Lastly, a character's magical defense adju
ment gained [rom high Wisdom hecomes a helpful modifier i
initiative rolls.
Non-natives (like githyanki) fire missile weapons with
-2 attack roll penalty, but the weightless environm
doubles all effective ranges with a maximum range of 200
yards—the farthest a body can sce on the Astral (so, for &
ample, a short bow has no “long” range there).
The githyanki, while not native to the Astral Plane, hay
lived there a long, long time. Once human (the legends
they were imprisoned by the mind flayers for eons before the
rebelled and came to the Astral to build their crnate
The githyanki love magic and psionics and are known 1o 8
almost universally evil and decadent.

ARRIVAL

The doorway into the Astral from the Infinite Staircase
made of burnished bronze. The surface of the door oozes wil
intricate, barogque carvings. The landing on which the dog
rests is a small one, made of grayish-white stone like i
stairway leading up to it.

Beyond the doorway, all is still. An empry stone buildi
stretches out around the door, much of the grayish plas
its walls cavered hy intricate tapestries and sculpture. A
eye catches numerous cracks in that plaster, however, and
signs of a recent struggle. The building lics within the gi
yanki [ortress-city of TorNav'roc.



Like most githyanki communities, TorNav'roc served as
oth a military camp and an urban center of production and
e. Until recently, it was a small but prosperous settlement,
i in the sight of the githyanki lich-queen. Very recently,
lowever, the psurlons—a race of worm-like things that seeks
10 wrest supremacy of the Astral Plane from the githyanki—
dttacked TorNav'roc and killed virtually all the githyanki
within,

Despite their warlike nature, the githyanki were caught
inaware and paid a heavy price for it. All-out war with the
psutlons is assured now, and a smart cutter'll bet that the
thvanki won'r be caught so unprepared again. Nevertheless,
y few inhabitants of the city survived the attack, and many
the structures were destroyed or weakened—including the
ne with the doorway leading to the Infinite Staircase.

Once through the doorway, the characters find a few
lain githyanki (their heads burst apen like dried melons—ap-
rently from within)., Close examination of these githwar-
fiors show that their weapons remain sheathed and one had
ly managed ro climb halfway into his baroque plate mail
before he was sent to the dead-book.

A CLO®SED Do@®R

A few moments afler the PCs pass through the doorway into
e Astra] city, they hear a rumbling sound. The battle-weak-
fned building they came through begins to collapse. They can
divose to retreat back through the doorway into the Infinite
ase, but the doorway out of the building and into the
is much closer. The DM should inform the playvers rhat
ir characters can make it out of the building before it col-
&5, but Lo get back to the Staircase doorway requires Dex-
y checks with a -2 penalty. The building collapses upon
hose failing the check, and they suffer 4d8 points of damage
m falling debris (a successful saving throw vs. breath
apon reduces the damage by half) and become trapped in
e wreckage.

Trapped characters cannot move, their bodies pinned
er support beams and rubble. Only spells (like relekinesis
reven unseen servant] or outside help can free them. It takes
e man-hours to dig out each trapped character, so if there
three characters working to free another, the task takes
ne hour. During this extended work time, the DM should
mbably engineer an encounter of some sort, either with the
siurlon, one ot more ol the surviving githyanki, a spectral
ound, or the shedu (see below).

. Characters who made it through the doorway back onto
b2 Infinite Staircase need not fear taking damage or becom-
trapped. They are, however, unable to get back through
doorway and into the Astral Plane. Interestingly enough,
[he PUs leave the Astral landing and come back at a later
me—even just an hour later—they find that the doorway has
loved to a different location within TarNav'roc,

I the PCs chose the casy (and probably smart) way and

fi the building through the door leading to the street, they

e safe. However, they've still lost their access to the Infinite

tircase, No amount of digging or sifting through the rubble

allow them to find the deorway back. They are, at least

i now, trapped on the Asiral Plane. .

THE GI+HYANKI
+ FOR+RESS-CI+Y 4

As githyanki communities go, TorNav'roc is a medium-sized
city. It once served as home to around 800 individuals and
was a center of rrade where githyanki hunters and farmers
{the githyanki g'lathk are able to grow food where nothing
should be able to grow by harnessing strange Astral energies)
could bring the [ruits of their labors. Githyanki artisans cre-
ated fabulous weapons, armor, and equipment as well as
mundane ohjects, devices, and decor. All that the githyanki
produce is resplendent in its orate, baroque styling—they are
a [lamboyant people who enjoy material goods.

A militaristic people, the githyanki build their cities to he
fortresses—as much as a body can have a fortress in the Astral.
TarNav'roc was built upon a floating island of solid rock—on
all sides of the roundish rack—and ten defensive towers pro-
truded farther away from the stone basc than any other build-
ings. From the “tops” of these towers, githyanki mages and
warriors would hurl spells and missiles at oncoming foes,

Or at least that was the plan. The psurlons somehow used
their psionic powers to catch the githyanki unaware, devas-
tating both the buildings and the inhabitants of the city. Fach
one of the tall towers now stands topless as their local defen-
sive points were obliterated by psurlon atracks. The larger
buildings (once all darkly beautiful constructs of stonc and
iron] lie in rubble or partial ruin, Many other buildings sul-
fered damage. Corpses of dead githyanki litter the streets or
foat silently above them (since there's no gravity) and srill-
wet. dark hlood runs in and our of each edifice, sometimes
collecting in macabre globes of gore that drift like tiny satel-
lites of horror around all the carnage.

It might be important for the DM to remember while de-
seribing the battle-ruined city that on the Astral things do not
decay or age, so the corpses seem cternally fresh, never desic-
cating or rotting. Scavengers and carrion-caters are rare on
this plane as well, so the corpses draw no [lies and host no
necrophagic organisms (o speed their decomposition.

ENC®UN+ERS

An abandened githyanki city doesn’t stay abandoned for
long. Any number of things making their way through the
Astral’re likely to pass by, if for no other reason than to in-
vestigate the recent disturbance. If the PCs poke around the
city and explare at all, they're certain to come upon athers
eventually. An astral deva, githzerai spies, or even a foo lion
might be looking around TorNav'roc just like the characters.
Most such beings keep their own agendas and are unlikely to
pay planewalking PCs any attention.

Although they should come into contact with the gith-
yanki and the Dream Well evenrually (see below), the DM may
wish to engineer some or all the encounters listed helow.
These encounters can be used before or after [or both) they
come across the Well and the githyanki near it.

Sieou: TorNav'roe had two major foes (befare the psurlons’ sur-
prise attack, thal is)—a pair of shedu that hated the evil gith-
vanki and rook pains to observe and thwart any activities of
the city's inhabitants. Wilcirel and Erecirel made their lair not
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far (a relative, almost mean- =
ingless term in the Astral
Plane] from TorNav'roc. As i
shedu, they can travel from
the Prime to this plane by
astral projection. These twog™ -
however, passed through a =
portal so that they could lairs:
here “physically.” ;
After TorNav'roc fell.
the shedu came 1o explore
the nearly ruined city. Al-
though their hatred for the
githyanki is very strong, °
they take little joy in sceing
the carnage displayed before:
them. Instead. they see only:
the potential for further evil -
from the psurlons. This
could have been a commu-;
nity of innocents rather than
the fiendish githyanki, they
remark to themselves,
Nevertheless, if’ they g
discover that githyanki sur- [
vivars dwell in the ruins, ] 2
they hunt them down merci- =
lessly. While they don't re-
joiee in death and misery,
they cannot suffer evil to

live. They believe (rightly or wrongly) that the evilrof créa—

tures like githyanki is irredeemable, and that death is the only
acceptable fate for them.

While these shedu probably give the PCs an easy out in a
conflict with the githyanki, smart PCs might hesitate hefore
throwing their lot in with the creatures. The githyanki appar-
ently possess some information regarding the Dream Well—
information that will be hard to get from them if they're in
the dead-hook.

When encountered, the shedu make their way around the
city, examining the ruins and investigating the past conflict,
They approach the PCs warily, but with respect, for they are
polite and noble beings. The shedu seek to discover if the
characters have any valuable information (including il
they've seen any living githyanki or psurlons). In return, the
shedu can share the information that they have—the fact that
the attack occurred about four days ago, that the attackers
were psurlons, and that the destruction of the city appears 1o
be complete. Apparently, the psurlons attacked with surprise,
and gathered up most of their own fallen—unless of course
their attack was so successful that they suffered no casualties
(it wasn't). The attackers apparently took most items of magi-
cal power that were once in the city. A few objects of value
apparently remain here and there. but the shedu paid little at-
tention to them.

WiLe IREL AND ERECREL, & and § Shedu: AC 4; MV 24; HD 9+9;
hp 60, 54; THACO 11; #AT 2; Dmg 1d6/1d6 (heoffhoof): SA
Psionics: MR 25%; SZ L (6" tal); Int exc (15): ML champion
(15); AL LG; XP 8,000,
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Wilcirel Psionics
Summary: Level 9; Dis/
Scif/Dev 4/4/13; Attack/
Defense AllJAll; Score 15;

PSPs 100; Sciences and
Devotions: Psycho-
metaholism—ectoplasmic
form, hiofeedback, dis-
placement, double pain.
life draining, Telepathy—
contact, empathy, inflict
pain, life detection, mass
domination, mindlink,

. mindwipe, Psychoporta-
tion—astral projection;’
Spell-like power replace-
ment;: wraithform, by
blink, strength, vampiric
touch, ESP, dominate,
feeblemind, astral

spell (3x[day}.

Erecirel Psionics Sur-
mary: Level 9; Dis/Scif
Dev 4/4/13; Attack(!
Defense AllJAll; Score 15
PSPs 100; Sciences and
Devotions: Psychokinel=
ics—animate object, projed
force, telekinesis,
B i chometabolism—comple
healing, ectoplasmie: Telepathy—conceal thoughts, con
tact, empathy, invisibility. mind bar, mind link, Psychopo
tion—astral projection, dimensional door; Spell-like power
placement: wraithform, animate object, relekinesis, push, cun
serious wounds, mind blank, ESP, invisibility, astral spell, i
mension door (3x/day).

SpecTRAL Hounos: Once the psurlon attack was over, many 0
{he beasts subservient to the githyanki were free and on thef
uwn. Coops of astral streakers, the strange, ultra-fast messen
ger hirds of the githyanki, fled off into the Astral Planei
make their own homes. An entire kennel of spectral houn
also survived the bartle and eventually hroke free of their pe
to Toam the abandoned city. Even though the city fell onlyl
few days ago, the hounds are already somewhar feral, feediy
off the dead bodies of their fallen masters (eating the fleshd
their subjugators more out of a sadistic need for revenge e
an actual hunger; food isn't necessary on the Astral Plane).

To the PCs, the hounds are nothing but a straightforwa
threat. Rather than forcing it upon the PCs at a random (im
the DM should use this encounter when the players least
pect it, such as ance they become enmeshed in exploring i
investigating the Dream Well, The hounds approach the Fl
using stealth, hiding in the dark alleys and fallen rubblef
the city. Using a good bit of teamwork, the hounds sprif
upon their prey from all sides. If well matched, the hounds}
treat in all directions, only to gather later to attack agaln.

The surviving githyanki face the same risks against he
now-wild hounds as non-githyanki newcomers, In fact, L
fear the hounds greatly—for few things instill more fear I



an evil heart than something once subju-
gated and now free,

Srrctral Houwns (7): AC -2; MV 15; HD

5; hp 40, 34, 32, 30, 25, 21, 19; THACO

15; #AT 1; Ding 2d6 (bite); SA +2 to sur-

prise, 50% chance to detect invisible

foes; SD +1 or better or silver weapon to

hit; SZ M (5" long); Int: semi (2-4); ML
fearless (19); AL CE; XP 975 each.

TREASURE AND TREASURE HUNTERS: Some
PCs may wish to loot the ruined city for
valuahles, for the githyanki have a repu-
tation for jeweled finery and magical de-
vices. This heing the case, the DM should
allow them to find a few items of worth,
remembering that the psurlons took the
time lo uncover and remove any truly
wondrous plunder.
Further, il the PCs become such
seekers of spoils, they should expect that
others will too—and in this case the DM
shouldn't disappoint. Aside from the other
encounters listed above, treasure hunter PCs
might run across a rather unexpected foe—
sahuagin scavengers.

These sahuagin hail from the Living

Sea, a huge shimmering globe of seawa-
ter seeped in from a prime world, floating
in the weightless void of the Astral Plane.

The Living Sea teems with aquatic life,
some of which has discovered that it's
free to leave the confines of the water
since breathing is unnecessary in this
mental realm.

Ten sahuagin raiders roam the ruins
of TorNav'roc, “swimming” through the As-
tral as easily as they normally swim in their
natural underwater homes (and quickly, too,
with their high inrelligence). They search for
valuables and meat—even thaugh they don't

need to eat, they stll enjoy it
The PCs, in the sahuagin’s eyes. are at
best competitors and at worst a potential
meal, so they are likely to attack immedi-
arcly. Accustomed (o three-dimensional
combat, the sahuagin pose as much a
threat on the Astral as githyanki. They at-
tack from as many sides as possible, throw-
ing their javelins (each has three) and then
moving in with tridents or talons. Unless
their opponents have an advantage regarding
range, they'll use their ranged weapons and
take advantage of the long reach of their
tridents as long as they can. In close-guar-
ters fighting, though, they're resort to their
efficient flurry of attacks—since they float
freely all four talons as well as their toothy
maws can be brought to bear against a foe.
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SanuaGiy (10): AC 5; MV 14; HD 2+2; hp 14 each; THACO 19;
#AT 5 or 1; Dmg 1d2/1d6+1/1d4/ 1d4/1d4 (claw/trident/bite/
rake/rake) or 1d6 (javelin); SW bright light harms eyes, -2
saving throw penalty vs. magical fire, suffer ane extra point
per die of magical fire damage, -2 saving throw penalty vs.
light-based attacks; 7 M (5" 10” rall); Int high (14); ML
steady (12); AL LE; XP 175 each.

SanuAGIN Leaner: AC 4; MV 16; HD 4+4; hp 26; THACO 15;
#AT 5 0r 1; Dmg 1d2/1d4+1/1d4/1d4/ 1da (claw/dagger plus
Intelligence bonus/hite/rake/rake) or 1d8+1 (heavy crossbow);
SW bright light harms eyes, -2 saving throw penalty vs. mag-
ical fire, suffer one extra point per die of magical fire damagte,
-2 saving throw penalty vs. light-based attacks; SZ M (6° 8"
tall); Int exc (16); ML elite (13); AL LE: XP 650.

AL®NE IN +HE V@ID

Seven githyanki were scouting out a potential astral whale pod
forthe community to hunt and returned home to find their com-
tudes slain. To the best of their knowledge, anly they survived
the attack, simply because they weren't there when it accurred,
Itis not, however, the githyanki way to shed tears for
cn friends. Instead, they gathered what valuables they
d and prepared to leave for another githyanki citadel.
Then they encountered the Dream Well while they slept.
Healizingt that it was a valuable resource, the githyanki huni-
¢ party decided to remain in TorNav'roe, at least for as long
it took to learn how ta tap into the Well’s secrets mare fully.
Two of the githyanki group, however, did not want to
. Instead, they wanted to share the information with the
thyanki of the community to which they would relocate,
Ihe others slew the dissenters and disposed of their bodies
quictly. The githyanki do not commit acts of betrayal against
ioeir own kind lightly: rarely does a githwarrior raise her sil-
ver sword against another of her kind. The power ol the
Uream Well has created in these githyanki the greed of power
that overwhelms their general nature.

Gaath Lir, a githyanki knight, [ully belicves that it is the
ol his god/ruler the lich-queen that he explore the Dream
Well completely and attain all of its power—rta hetter serve her,
of course. He leads the group, for they still respect his position
and power. Mericass, a warlock (wizard) and Jen’Lig, a gish
fighter/wizard), are lovers. They scheme behind Gaath Lir's
k presuming that ance they have mastered the Dream Well
¢y will eliminate the knight and take it all for themselves.
Toruin'li, a githwarrior, and Bvin, a hr'a’cknir {a githyanki ex-
fert in astral energies), are not a part of the spelleasters’
themes, but the warlock and the gish do not think that they're
weeded, cither. Once Gaath is dead, Mericass and Jen'Lig he-
feve, the other two can join them or face the same fate.
Currently, the five githyanki inhabit a now-abandoned
ulding next Lo the Dream Well itself. The building was once
ised as a storchouse and is still filled with crates, barrels, and
ther containers full of supplics—particularly raw materials
ke iron, wond, cloth, and more that the githyanki have diffi-
tlly in obraining on the Astral.

I the githyanki group becomes aware of the presence of
e PCs, they immediately assume that.the newcomers know
about the Dream Well and have come to TorNav'roc because

of it If passible, they spy upon (he characters for a while and
draw conclusions based on what they observe. Eventually,
one of the githyanki (only one—probably Jen'Lig—although
the others watch from a short distance) approaches the PCs to
find out more from them. Jen'Lig claims that she hid as the
psurlons devastated her city, and attempts to play upon their
sympathies, il possible.

If the PCs don't yet know ahout the Dream Well, Jen'Lig's
questions probably make them suspicious. “Have you slepr in
the city yet?” “Have you ever dreamed of this city?” She cre-
ates a lie about the dangers in sleeping in a city of the dead on
the Astral, claiming that githyanki ghosts will haunt the PCs’
dreams. Ultimately, she'll leave them alone, for the githyanki
plan to waich the PCs closely while they're on their own.

The githyanki want to see what happens to the PCs while
they dream. Only after they believe they've learned all that
they can from the PCs, or if the githyanki think that the PCs
threaten their own chance at gaining the powers of the Dream
Well, do they attack. When this time comes, the githyanki at-
tempt to slay the PCs one by ane o ensure that they can de-
feat them with minimum risk. They might even try to engi-
neer “accidents™ to kill one or two of them ar first so thal no
blame points to them.

Even if the PCs learn that there are more githyanki than
Just Jen'Lig (she does nor willingly reveal this), they show no
hostility to the planewalkers. They might even promise to aid
the PCs in whatever they da here in the Astral, but rhen at-
tempt to stall so that the PCs will spend time asleep and thus
testing the Dream Well for them.

[f the PC party’s total levels exceed 30, the DM should in-
crease each githyanki by one level for every six that the party
rises above the total of 30, Each of the individual githyanki
presented below has psionic wild talents. If the DM's cam-
paign does not use the optional psionic rules, the DM should
award each githyanki the spell-like power “replacement”
listed instead. The githyanki should not have both, however.

tiaati L (PLfd githyanki/F6): AC 0 (plate armor and Wis-
dom bonus); MV 96; hp 47; THACO 15 (14 with Intelligence,
13 with sword); #AT 1: Dmg 1d10+2 (two-handed sword +1.
plus Intelligence); SA protection Srom good 10-foor radius
continuously, detect good al will, cause disease rwice per
week, cause wounds by touch inflicting 12 points of damage
once per day: SD immune to disease, +2 1o all saving throws;
SZ M (6" 4" tall); ML champion (16); AL LE; XP 2,000.

514;D12; C16;117; W17:Ch 8

Special Equipment: two-handed sword +1 (forged on the
Astral), potion of healing, 100 gp worth of jewelry, 34 gp

Psianics Summary: Level: 6; PSPs: 39; Wild Talent Devo-
tien: Conceal Thoughts; Spell-like power replacement: nonde-
tection (3x/day)

Mrgicass (Pl githyanki/Invs): AC 8 (ciaak af protection +1,
Wisdom bonus): MV 96; hp 15; THACO 19; 4AT 1; Dmg 1d4
[dagger); SA spells; 57 M (67 tall); MI elite (14); AL NE; XP
1,400.

510;D 14;C9:115; W 15; Ch 13

Special Equipment: Cloak of protection +1 (made on the
Astral). 120 gp worth of jewelry, 8 £p

Spells (5,3,2] Ist—hold partal, magic missile {x2), shield,
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wall of fog; 2nd—blur, Melf's acid arrow, web; 3rd—clairaudi-
ence, lightning balt

Psionics Summary: Level: 5; PSPs: 44; Wild Talent Deva-
tion: Invincible Foes; Spell-like power replacement: fear (2x(day)

IE (PI/2 githyankifF4, W4): AC 4 (bracers uf defense AC
4); MV 96; hp 18; THACO 17; #AT 1; Dmg 1d8 (long sword);
SA spells; SZ M (6" tall); ML elite (14): AL CE; XP 1,400,

S15;D12;C12;114; W 12; Ch 14

Spevial Equipment: bracers of defense AC 4, 30 gp worth
of jewelry, 2 50 gp gems

Spells (3,2) 1si—hurning hands, magic missile (x2): 2nd—
invisibility, Melf's acid arrow

Psionics Summary: Level: 4; PSPs: 44; Wild Talent Devo-
tion: Invincible Foes; Spell-like power replacement: fear (2x/day)

1 (Pl 9 githyanki/F4): AC 3 (plate mail); MV 96: hp 25;
THACO 17; #AT 1; Dmg 1d10+1 (two-handed sword. Intelli-
gence bonus); SZ M (6" 2" tall); ML elite (14); AL NE; XP 650.

$16:D15;C9116:W 10; Ch 13

{dag o

Special kEquipment: Potion af heraism, 80 gp waorth aof
jewelry, 3 gp

Psionics Summary: Level: 4; PSPs: 97; Wild Talent Devo-
tion: Cell adjustment; Speli-like power replacement: cure light
wounds (3x/day)

Bvin (P1/& githyanki/ hr'a'cknirs): AC 10; MV 96; hp 14;
THACO 19; #AT 1; Dmg 1d4 (dagger); SA clairvoyance,
clairaudience, once per day cach, legend lore once per week:
SZ M (6" 17 tall); ML Steady (12); AL NE; XF 650.

S10;D14;C8:115 W 11;Ch 16

Special Equipment: Cloak of protection +1 (made on the
Astral), 50 gp worth of jewelry, 7 gp

Psionics Summary: Level: 5; PSPs: 44; Wild Talent Devo-
tion: Invincible Foes; Spell-like power replacement: fear
[3x/day)

THE DREAM WELL

T'he Dream Well looks somewhat like a conventional well. A
circle of mortar and stones stands about
12 feet in diameter and 3 high. A
body can lean over and look
down into the well, noting that
it has no water. In fac
only about 7 feet deep. The
only things within are the
pieces of what once was the
cover lor the well—a large
stone disk etched with magi=
cal, spell-damping runes;
The recent battle destroyed

the cover.
Long ago, a gith
warlock named Aerty
built the Well in hopes thal
it would allow him to acces
the powers of the Astal
dreamwinds. These poweril
winds comprise the dreams
of multitudes of sleepers o
the Prime Material Flang
whose mental energies lei
onto the mental plane, The
Well worked, at least 0}
point, It gathered the enes
gies of the dreamwind§
within it like pooled wald
but using the power
much more diflicult tha
Aertyv'nir had imagined
Eventually, he sealed b
creation with the enmn
cover, vowing that il
could not access the pogl
he had tapped into, thead
one cauld.
. Aertyv'nir is lof
= gone, but the Dream
remains. With the co




festroyed. the Dream Well can once again affect the dreams
those sleepers around it (meaning anyone within Tor-
roc).

THE PSURLSON

When the psurlons attacked this city, onc among them was
borribly injured and left to die. It has partially recovered, and
now prowls TorNav'roc, looking for prey to devour to help
ispeed its recovery.

The encounter with this creature carries some importance
1 the adventure, since it provides a glaring clue to the PCs re-
ding who attacked the city (if they don't already know)
and gives them an idea ol what these beings are like and how
they could have defeated the githyanki,

. Additionally, if the psurlon somehow learns about the
Dream Well, perhaps through ESP or something similar, it
eeks to control it for itself. Thus, it attempts to capture the
PCs or the githyanki (or both) to probe their minds and inter-
wogate them for all their knowledge (and eventually, perhaps,
oree them to help it in the dream, since unlocking the secrets
®guires more than one dreamer).

The psurlon appears to be a horrid creature with a seg-
mented, wormlike body given a vague humaneid form with
wormlike arms and legs which end in nasty claws. Its head
assesses no visible features except for a hideous, tooth-filled
mouth.

Bupton: AC 4; MV 18; HD 7; hp 50 (currently 39); THACO 13;
AT 3; Dmg 3d4/3d4/2dB; SA Psionics; MR 400%; SZ M (7’
g): Int genius (18); ML elite (16); AL LE; XP 4,000.

Psionics Summary: Level 9; Dis/Sci/Dev 3/4/12: Artack/
Defense EW, 11, MT, PsC/IF, MB, Mbk, TS; Score 13; PSPs 50;
jtiences and Devotions: Psychometabolism—body contral,
mind over body, enhanced strength, flesh armor, prolong, life
fraining, Telepathy—contact, id insinuation. psychic crush,
mind thrust, ego whip, mass domination, mindlink, Psy-
thoportation—banishment, time/space anchor, astral projec-
Spell-like power replacement: shield, blur, strength,
lampiric fouch, ESP, dispel goad/evil, spaok, dominate,
feedlemind, confusion, astral spell (3Ix/day).

¢+ DREAMS ©F +HE LOS+ ¢

lace the PCs have situated themselves in TorNav'roe and take
ié lo rest and eventually fall asleep, the power of the Dream
begins to take effect. Each PC has an individual dream—
h should be played separately without the other players
nt, if possible. The Dream Well creates four different
. If there are more characters than four, one or more of
bt characters have similar dreams. The DM may wish to alter
e similar dreams slightly so that the characters do not have
ntical dreams—the basic idea of the dream should be the
. however, and more than one character dreaming iden-
fital dreams isn't necessarily bad.

The DM should attempt to conceal the fact that these
vents are dreams—ar least at first. If the PC attempts to find
It companions, she can't, In fact, she.can't find anything
ve at all except for hersell. Moreover, no matter where she

goes in the city she keeps coming back to the Dream Well.
Characters who attempt to “wake themselves up” find
that they cannot. They can, however, simply wait and not do
anything throughout the dream. Eventually, they awaken, but
they will have ruined their chance to explore the Dream Well.

DREAM @®NE

The dreaming character finds herself at the edge of the Dream
Well, all alone. If she's been to the Well already, she recog-
nizes the area—but there's one difference. The well extends
down al least 40 feet, and there appears o be a door of sume
kind at the bottom.

What may very well shock the character into realizing
that it's a dream (if she has her wits about her) is that now
there is gravity in the city as if it were a terrestrial town. This
happens because concepts like up and down are rooted in the
character’s subconscious—if such is not true of the particular
character, then the environment remains more like the normal
Astral Plane.

If the character makes her way down into the Well, she
finds the bottom of
the shaft moist—even muddy. Moss and slime grows on the
floar and walls as if it were a real well that was ance filled
with water.

The iren door is rusted shut. The stone walls around it
are wet and crumbling, however, With a good deal of effort, a
character can force open the door by pulling old metal from
older stone. Beyond the door, a single silent chamber waits,
measuring about 20 feet to a side. Like the Well, it is wet and
musty, as it has been dredged up from the old, decaying mem-
aries of moldering, decomposing dreams.

Within the center of the room, a small child’s rag doll
lies. apparently tossed there haphazardly. Unlike the floor
around it, it is dry and clean. It shows only slight wear—prob-
ably from an abundance of a child’s love. At the far side of
the room, the dreamer sees a shallow pool filled with stagnant
water and partially covered in moss and slime.

If anyone or anything disturbs the doll, it speaks. “Have
vyou forgotten me,” it asks in a childish, high-pitched voice.
“Where have you been all this rime?” Afrer this point, if the
PC goes anywhere near the pool, she sees herself reflected
within the water—appearing as she did when she was a child.

When this occurs, she suddenly hears what sounds like
booming footsteps coming closer and closer. A feeling of ur-
gency comes over the PC, although she's not sure why. A
deep, thunderaus voice from far off addresses the character by
name and says, “You had better not be playing with those
toys again. You're too ald to hang on to such childish
things...."

If the character wishes to hide the doll from whatever's
coming, she can quickly determine that the pool is oo shal-
low. However, in one of the far corners of the room lies a
small dark hole—partially obscured by moss and slime. This
hole can only be discovered once the dreaming character's
player announces rthat she's going to make a careful search.
The hole is dark—rhere’s no clue as to where it goes as it
passes through the wall. If the character reaches in, she dis-
covers nothing but sume disgusting welt slime. I she listens
very carelully, however, she hears the far-distant veoice of one
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of her friends (the DM
should choose randomly
from the other dreaming characters),

Despite this fact, she cannot quite make out what her comrade
says, nor can she seem to make herself heard. After careful
contemplation (which may not occur until after she's awoken
and reflects upon the dream), she realizes that if she wanted
to, she could pass something through the hole and the desired
dreaming character would get it (see Putting it All Together,
page 96).

If the character puts the doll in the hole, she wakes up. If
she doesn't put the doll in the hole after 5 or 10 minutes of
game time, the DM should tell her that a dark shadow looms
actoss the doorway. The dreamer awakens, startled as il [rom
a nightmare.

DREAM TW®

As in the first dream, the dreamer appears near the Dream
Well, gazing down into it. Like the other dream, the character
sees that the Well goes down much deeper than it seemed to
in waking life (assuming that the character saw the Dream
Well before). This time, the shaft plunges down almost 60 fect,
and it’s difficult to tell if anything lies at the distant bottom.

If the character descends the shaft, she'll discover a dry,
dust-covered bottom filled with ancient cobwebs and the
scattered bones of long-dead vermin. Only al the bottom will
she discover a door set into the wall, This iron portal opens
fairly easily, stirring up a cloud of dust.

Beyond the door lies a 30-foot by 30-foot chamber with
a high vaulted ceiling. It, too, is filled with dust and webs. It
she's quiet, the dreamer can hear a squeaking sound coming
from an unlit portion of the room, as though someone is rock-
ing in a chair.

Someone is, indeed, rocking. An old person of the oppo-
site sex from the dreamer sits silently in a rocking chair star-
ing off into space (not at the dreamer). No attempts at com-
municating with the person in the chair succeed, although the
figure looks hauntingly familiar to the dreamer (the DM
should never be more specific than that).

If the PC touches the figure in the chair or physically dis-

turbs the figure in any way, the person looks at the dreamer
longingly and desperately, and then vanishes. In figure's
place, a book rests. It appears to be a diary, although no mat-
ter what the dreamer does, she cannot manage to read it (the
light is too bad, the writing too small, the language forcign,
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or all of them together),
Under the chair.
which continues to rock
unless stopped, a small
hole, ahour a foot and &
half across, extends down
into darkness. In many ways,
it seems much like the hole described in the
first dream—if the dreamer listens, she can
hear the distant voices ol one of her con-
rades. [t's just big enough for the PC to push
the book through, which is exactly what she
should do (see Putting it All Together, page 96), giving it

1o one designated dreamer.

DREAITM THREE

As in the previous dreams, the character finds herself stand-
ing over the Dream Well. Again, the well is much deeper i
the dream than it appeared in reality, il the character saw it
before. The hottom appears to be about 40 feet below.

If the dreamer descends, a wooden hatch presents itsell
on the dust- and debris-covered floor. It opens immediately
when the PC reaches the bottom and a dove flies out, land
on the PC's shoulder, Unless the character shoos the bird
away. it transforms into a fake dove of cloth and stuffing.

Through the hatch, a hlack iron ladder extends dowi
into darkness. The room helow is an almost perfect 20-loo
cube, the walls and floor dripping with slime and bits of rot
ting wood, cloth, and other trash. Light from above just barcly
illuminates the chamber.

Like in the previous two dreams, a small hole in the wal
can be found if the dreamer searches. This hole, about a fol
in diameter, is near one comer of the room. Unlike the othé
hales, however, this one presents a danger, for a giant rag
particularly nasty and demonic in appearance—lives in (i
hole and lunges at anyone coming near, If the character pi§
her hand into the hole, the rat automatically bites the PC
she merely comes close to the hole but remains near, the s
leaps out for a single zttack (automatic surprise) and then @
treats back into the hole,

The hite of this rat carries with a terrible sort of “men
poison.” If the victim fails a saving throw vs. poisan after st
fering a bite from the rat, the dreamer is suddenly preseg
with an image from one of her own personal nightmares b
should be treated as a phantasmal killer spell. 1 the d
dies as a result of the nightmare, she awakens in a cold swi
The shock of dying, even in her dream, shakes the characte
the point that any die roll she makes for the next day is
ified against her favor by 1. If the character successfullyd
helieves in the nightmare (as per phantasmal killer] §
avoids the effect but then awakens.

The rat must be slain and the character must not succt
to the nightmare poison before the hole can be used to p
jects through (see Putting it All Together. below]. In this dred
the cloth dove should be transferred to the other dreamer

NIGHTMARE ®RAT: AC 7: MV 15; HD 1; hp 8; THACO 19; #Al
Dmg 1d3; SA Poisonous bite; SZ T (2" long); ML unsteady
Int semi (2); AL NE; XP 35.



DREAM F@UR

Uniike the other dreamers, this character has no way of
discerning that she's in familiar surroundings. She
finds hersell in the Dream Well, looking up
toward the surface. Only should she climb up
and out of the Well can she figure
our where she s, assuming
that she's been to this arey of
the city before, The Well is
30 feet deep and as dry and
tlean as the rest of Tar-
Nav'roc,

At the bottom of the
Well with the character lies a
human man, withered with
age. His head is bald and his
shriveled face is clean shaven.
He wears tattered brown
tothing. The old man can
barely lift his head, but he dues his
best to attract the attention of the
dreamer, urging her to lean down fo
Bear his quiet, tired voice.
“Power,” he rasps, his voice dry and
trecked. “There's power down here. Better'n magic. Better'n
nything.” With that, he collapses. A character with a healing
(61 similar) proficiency can determine that he’s not dead, but
there’s no way she can revive him. In a pocket at his breast,
Jist sticking out enough for the character to see, is a golden

A secret door can be found normally in the side of the

ell should the dreamer search. but it is securely locked. A

{ idden keyhole presents itsell, and not surprisingly, the
ey from the old man's pocket opens the lock.

Beyond this stune door, which swings open silently, is 4

stall room only 10 feet to g side, Hanging on a rack of

Wooden pegs, three cloaks of different colors present them-

flled with coins, The pockets can only be accessed by some-
e wearing the cloak, however, A total of 500 gp fill the
Wlging pockets of' the cloak, hut as soon as the dreamer puts
fton, she awakens. She has a single gold coin (of ancient
fithyanki minting) in her mouth.
A hlack cloak also hangs on the wall. This is a cursed
06k of poisonousness. Anyone putiing on this cloak in-
tantly dies. The dreamer, upon “dying,” actually just awak-
i, however. The shock of dying, even in her dream, shakes
character to the point that any die roll she makes for the
et day is madified against her favor by -1.
The last cloak is green and soft. It functions as a cloak of
icction +2, a fact that the wearer instantly knows as soon
she dons the garment. However, like with the other cloaks,
ftn she puts this one on, she wakes, A tingle of magical
ower passes through her body, but that is all.
What the dreamer must realize (and it may take many
ftamings of this dream to realize it) is that she musr take
al the old man said 1o heart. The power in the well is berrer
lan magic or anything else. She must bundle together all

three cloaks in the dream, without putting any of them on,
and shove them into the hole [see Putting it All Together,
below) that can be found in the camner il a search of the room
is made (just like in the other rooms].

PU++ING I+ ALL TOGE+HER

T'he dreams come each night the sleeper sleeps, always identi-
cal to the one hefore. Only after all have awakened can the
players confer as to what they saw while their characters ex-
perienced while they slept—and possibly coordinate their ac-
tions during the next sleep period, for that is exactly what
they must do to tap info the power of the Dream Well.

The secret to accessing the power aof the Dream Well, or
at least to getting closer to that point is this: Three of the
dreamers must rake the key items in their dreams and pass
them to a fourth (and each character passing an object must
state specifically which “friend” recejves the item), so that one
dreamer has them all—the doll, the diary, the dove, and the
three cloaks. Thus, one dreamer hangs onto her dream tokens
while the others pass theirs to her.

When this happens, that fourth dreamer suddenly finds
herself immersed in what seems like murky water of shifting
colors. The liquid, however, is actually dreams made physical.
The ‘character flaats within the true Dream Well—in the pool
of collected dreams. This is called the Dreamlost Delve, or the
Place of Dreamt Dreams.

Each item {rom another character, as well as those the
character holds from her own dream, transform into shining

Jewels. They begin (o float up and out of her grip, disappear-

ing into the swirling colors all around her. A successful attack
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roll against AC 6 is needed to grab one of the gems, and the
PC can make one grab attempt for every 5 points of her Dex-
terity hefore the rest float away. Then, suddenly, a huge hu-
manlike hand—at lcast 20 feet across—comes out of the murky
colors toward the dreamer.

The hand has a THACO of 13 and attempts 10 grab the
character. Meanwhile, however, the dreamer notices that the
tip of each finger has a small indentation about the size of the
gems in it. If a character places even one ol the gems within
these indentations, the hand disappears. This requires a suc-
cessful artack roll against AC 3. Once the hand disappears, a
large mouth, on the same scale as the hand, appears in front
of the dreamer.

The mouth whispers to the dreamer in a tongue only she
can understand—she is confronted hy her own dreams given
form. The mouth whispers “what do you wish to know?” The
PC's dreams act as a liaison with all the dreamt dreams of
Dreamlost Delve, and can gather one bit of information for
the character—she has but to ask. This works, in fact, much
like the spell contact other plane, although the dream has a
990 chance of knowing the answer, assuming the DM agrees
that it can be answered. This also assumes, ol course, the an-
swer is brief—just a few waords, and perhaps tantalizingly
vague or mysterious ones at that. For example. if the dreamer
asks how the Iron Shadow can be dispelled (a very good ques-

tion as far as this adventure goes), the dream might tell her
“Navimas, used correctly,” or “with Fuer-changing Order.”

Once the answer is given, all the dreaming characters
wake up. See The Awakening, below.

If the hand manages to grab the dreamer, the effect is
much the same as the spell Bighy's grasping hand. The victim
is held relatively motionless, Also like the spell, this hand has
an Armor Class of 0 and 34 hit points—it vanishes if destroyed.

The hand holds the grasped character for 10 rounds, during
which time she sees her fellow dreamers slowly appear around
her in the soupy dream “water.” Each appears to be in terrible
agony. At the end of the 10 rounds, the character awakens.
Shaken by the dream experience, she suffers a —1 penalty to all
die rolls for the following day. Further, that characier never
again has a dream involving the Dream Well—and the affected
character knows that she can no longer have such dreams.

The planewalkers will have © choose another character
o be the central dreamer the next time, as they plan their
next mave in the waking world the next day.

The PCs have to either accomplish the correct solution
by accident upon the first time they have the dreams, or—
much more likely—after they wake up and discuss their indi-
vidual dreams and then make a plan for the next sleep pe-

riod. Of course, many planewalkers might not realize or as-
sume that the dreams will come again the next time, s0 they
may be caught unaware and not have a plan until the third
time they have the dreams—and even then, it may rake many
tries until the PCs come up with the right plan, assuming that
they do. .

The DM should keep in mind that a character can't go Lo
sleep upon command. Once a full “night's” sleep is dane, the
character finds herself unable to return to a state of sleep in
which she’ll have the dream until at least ten waking hours
have passed. During this time* the characters will most likely
have to contend with the githyanki who waich them closely,
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attempting to gain a clue to the secret of the Dream Well from
what the PCs say and do while awake. Eventually, the PCs will
tumble to their spying attempts or the githyanki will deter-
mine that the PCs are too close. In cither case, a confrontation’
in the waking world occurs,

Of course, if a PC purposefully does not go to sleep. then
she does not dream. I a dreaming character tries to pass
something to a waking character, the item vanishes, lost i
the dream (but it will be present again the next time the char-
acter dreams).

IF more than one character dreams the same dream, they
don't both have to pass through their objects to access the [indl
stage of the dream. It doesn’t hurt anything if they do, however

THE AWAKENING

Suddenly, all dreaming characters awaken. A githyanki of obi=
viously advanced years appears hefore them, hefore even UG
cohwebs of sleep clear from their minds. He looks about b inl,
and then at the characters. Opening his palm, he reveals a yo
low gem about the size ol a thumbnail. Finally, he speaks.
“You have dipped your hand into the Dream Well," Be
says. “Now drink from its cool waters.” He hands the gem to i
dreamer who destroyed or dispelled the hand. When the cha
acter takes the gem, the githyanki, Aeryv'nir, guides the hand
with the gem to the character's temple, where the gem imbeds
itself permanently. This is the key of dreams, a magical iter d
great power. The key ties the character to the Dream Well and
the dreams within it, The item is a naturally occurring arif
produced by the dreams themselves. It's not harmful or evily
Aeryv'nir leaves, once again free in the world. He say
nothing more to the PCs, using spells to transporl nimsel
away quickly. This great spelleaster ereated the Dream Well
but as even he plumbed its depths (much deeper into
strange Tealm of dreamt dreams than the PCs have gone),
became trapped. He sent the dreams 0 all those dreaming}
TorNav'roc, hoping that someone would come and put all
dreaming tokens together in such a way so that he would!
freed. The tokens took odd forms (the doll, the clogks, |
hand, and so forth, but he hoped that somehow some dred
ers would tumble to what needed to be done. Aeryv'nir, inf
time in rhe Dream Well, lost most of his evil focus, becomit
only interested in drcams and the power within them. Likes
key of dreams, he isn't as evil as the PCs might suspect
The key of dreams has the following powers to be distd

ered by the blood who possesses it

4+ +2 to Wisdom if current score is at or below 13,
Wisdom if current score is above 13.

& Continual influx of information from the dreams in’
Dream Well gives the character immediate and contif
access to one of the following proficiencies [
choice): ancient history, ancient languages, arti
ity, modern languages, reading/writing. dancing, mi
cal instrument, or religion.

4 Ability to focus the creativity and ideas of the di
into a doorway leading to the Infinite Staircase o
month; the door remains for 5 Tounds.

4 If the character dies, the key automatically resurrech
character. Unfortunarely, the character's level is red



by one, and everything that has happened to her since gaining that level is
hazy—as though it was all a dream. When the resurrecred character re-
turns Lo life, the key of dreams is gone.
+ It cannot be removed [rom the temple of the possessor.

AERVVNIR (PL/ S armmeankt/W16): AC 4 (ring of protection +2, Wisdom
bonus); MV 96: hp 34; THACO 15 (12 with Intelligence); #AT 1;
Dmg 1d4+7 (dagger. plus Intelligence bonus); SA spells; SZ M (5
tall); ML clite (14); AL N; XP 10,000.
S8 D15 C13;119; W 18:Ch9
Special Equipment: Ring of proteciion +2 (forged on the As-
tral), 200 gp warth of jewelry
Spells (5/5/5{5/5/3{3/2) 1st—armor, detect magic, magic
missile [x2), shield; Znd—blur, invisibility, Melf's acid
arrow, strength, web; Ird—clairaudience, clairvayance
lightning balt (x2), monster summaoning I: Ath—confu-
sion, detect scrying, dimension door, phantasmal killer,
stoneskin; Sth—advanced illusion, dream, fechlemind,
felekinesis, teleport; 6th—antimagic shell, eyebite,
true seeing; 7th—finger of death, limited wish, van-
ish; Bth—demand, mind blank
Psionies Summary: Level: 16; PSPs: 87; Wild
Talent Devolion: Body Control; Spell-like power
replacement: protection from fire (or cold) (2x/day)

4+ FLEEING +HE V@ID 4+

Obviously, the access to the Infinite Staircase
granted by the key of dreams allows the PCs to
escape the Astral and return to the Staircase
(and possibly the rest of the adventures). In
some campaigns, such frequent access to the
Infinite Staircase, where a doorway leading to
virtually everywhere exists, may not be appro-
priate. The DM is encouraged to then limit the
number of times this power can be used befare
the key fades away. On the other hand, DMs wishing
to use the Infinite Staircase as a springboard for more
PLANESCAPE adventures will find this power grants the
PCs the ability to continue exploring its reaches and

using it to visit more interesting planar locations.
If the PCs don’t end up with the key of dreams, a
portal to Limbo cbviously exists in TorNav'roc—where the
slaadi and the formian queen came from. PCs can use this
portal to leave, taking them straight into Tale 4. If the PCs
have been to the Spawning Stone area already, (hen getting
back to the Infinite Staircase through Limbo shouldn't be too

hard.

Lastly, planewalkers wanting to leave the city can simply
leave and travel through the Astral. The plane has a number
of color pools leading to other planes (the Prime and the

top layer of all the Outer Planes), which act as portals. The
* Astral holds many interesting adventures and encounrers,
il the DM wishes to use them hefore allowing the PCs o
return to familiar territory (see A Guide fo the Astral
Plgne for more information).



Look into the mirror, Sce yourself? Fine. See the raom

Good.
Wair! What
Didn't see anyrhing?

It was probably nothing.
¢ it was again! There's something else in rhe

behir

18

S0, then, do you—!

l AL.E ’ b d room with you! Turn around!
“ No? Nothing?

If vou're sure that you're all alone, whar's that

R F LEC I l . H s in rhe r n af the mirrar? Everything has a re-
flection—could it be that some things are nothing but

reflection?

world—the proofs right there when you
But, does something live only in rhat

ce? Stare into the mirrar, my friend. Does

Yau live in the mirror as well as the )
gaze at the reflecti

mirrar pli

something besides you look back?

4+ OVERVIEW +

When the player characters arrive on the Outlands, they find themselves in the
middle of a rilmani city. However, because of the Iron Shadow, the rilmani and most
of the city have faded away—at least temporarily. All that re
o mains is a vast library built by an ancient race; the library con=
WE canne+ EXISH+, tains a copy of every book in the multiverse. Not long after thelr
excer+ IN +HE arrival, however, the PCs discover that with the rilmani gong
PERFEC+, HARM&NI® us 9 lhel n;:cienl crcamdrs of[;hc library, called the
T = . . amerel, have returned—and they're not friendly
BALANCE ALL +HA+ IS. This initial exploration is referred ﬁn in this Tale 28

Te UPSE+ +HA+ Part One.
Eventually, some rilmani outside the effect of the [

BALANCE IS +e
BRING A + ®@UR END. Shadow attempt to contact the PCs, beginning Part Two of (hi§
Tale. Within the library, the rilmani tell the PCs, lies a bod
— TERRMANA+H. (Ever-changing Order) that may help in coming up with a wif
RILMANI to vanquish the Shadow. The rilmani cannot, however, get to the i
brary hecause of the Iron Shadow’s terrible effedt

on them, and so they beg the PCs o go in and 1

trieve it for them. The kamerel, however, have I

intention of allowing anyone into their libra ¥

and so the PCs must overcome the challeng@

{hat they have set up to keep intruders outs

well as make their way through the gigantic librag
to find the right tome.

A medium-sized group ol Sth-level PCs
word perfectly for this adventure, though a group of 4th-level cha
acters also will work, Wizards and clerics find their powers greatly di

minished so near to the Spire of the Qutlands. so the planewalking grod
should have a hearty complement of fighters and thieves or else the group will neg

to be even higher in level.
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If the PCs have been to Limbo and have brought
the Navimas with them (see Tale 4), the knowledge
found in the book Ever-changing Order can lead to
the formulation of a solution to the Iron Shadow,
Technically, this means that the PCs might only have to
travel to those two locations and can skip the others, However, the DM should
keep this in mind: it's unlikely that the PCs will choose these two locations as
their first two expeditions, and—more importantly—even

il they do, they don't know that the solution is in their very grasp. The Oracle found in
the plane of Air (Tale 5) can give the PCs an idea of what must be done, as can the Dream-
lost Delve on the Astral (Tale 6). Further, even with the remedy for the Iron Shadow, they should
still go to all the doorways the lillendi mentioned in Tale 1 fo use the cure and dispel the affliction
in those locations as well.

Of course, if the kytons tumble to the Fact that the PCs have a cure, they will launch an all-out
offensive against the PCs, First, however, the DM must determine how the kytons discovered this
fact, and if they know where the PCs are located. Most likely, they don't; the kytons probably have
had no reason to keep such close tabs on the planewalkers unless they went to Jangling Hiter (Tale
8) and caused a lot of trouble.

Once the kytons know about the PCs and their ability to stop the Iron Shadow, the kytons scour
the locations of all the Tales looking for them, probably eventually stumbling upon the Infinite Stair-
case. Thus, the DM can devise kyton encounters and ambushes in any location, even the Staircase.

If the PCs dispel the Iron Shadow here on the Outlands, the city of Sum of All instantly reap-
pears with all its rilmani residents. Unless the kamerel are ready for such overwhelming numbers of
foes, the rilmani quickly dispatch these ancient enemies and re-take the Mirrored Library. Likewise,
the kytons occupy the place in too few numbers (i they're still around at all] (o fend off a city of ril-
mani, and they face immediate defeat as well,

The Iron Shadow can be dispelled from the area of Sum of All and all of the Outlands by sprin-
kling the Navimas on the Spire at the center of the plane. Four drops (one for good, one for evil, one
for law, and one for chaos) must be placed on equidistant points around the Spire, These details can
be found by reading Ever-changing Order. Research time needed involves (22 minus Intelligence
score) days ol reading.

If Mulk the shad remains with the PCs from Tale 4, or Hannock Ringfinger from Tale 2, it's likely
they’ll have little problem working with the party in the Outlands. Mulk has little need (or even un-
derstanding) of books, so he won't be interested in anything in the library except o help his rescuers
do whalever it is that they want to do. Hannock posscsses a fair skill in reading languages and could
prove to be a valuable asset. The DM may wish to have Mulk or Hannock captured by the kamerel
traps rather than a PC so thal no player is prevented from participating in part of the adventure.

If the PUs leave the Outlands. go to another Tale, and then return here, things change considerahly.
The rings of the Qutlands—which dicrate what sort of magic can and cannot function—move and
change. By the time the PCs return, the houndary for the base ol the spire has stretched, canceling all
magic in the area (this happens now and again for short periods, putting short gaps in the library's
catalog and making most areas of the library—those accessible through mirrors—unattainable), This
also temporarily cancels the Iron Shadow, bringing back both the city and the rilmani,

The scene hefore the returning planewalkers is that of the rilmani and the kamerel locked in
deadly (and decidedly unmagical) combat around the Mirrored Library. By this point, the kamerel
have garnered a fairly large force coming in through reflection—art least 1,000 individuals. The ril-
mani ferrumach soldiers outnumber them almost two-to-one, but the kamerel have the advantage of
surprise—no rilmani expected to find their ancient enemies suddenly occupying their city.

The disoriented rilmani fight the kamerel in the streets, struggling in tiny skirmishes, Characters
who want to get involved (bur on whose side?), can easily jump into the fray without being over-
whelmed in a mass combat. Eventually, the rilmani reinforcements from the nearhy community of
Centered Focus will arrive, and so their evenrual victory is almost certainly assured—although if the
borders change, the rilmani (us before] are rendered into nothing more than powder. No one will be
lefl to oppose the kamerel. On the other, hand, the kamerel would he affected by the Iron Shadow, a
condition which will most likely slow down their initiative to conquer and gain revenge and will cer-
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tainly curtail any sort
of strategic planning
on their part.

If the PCs have al-
ready been to Jan-
gling Hiter (see Tale 8)
and Quimath is still
alive, he will be
among those kylons
currently looting the
Mirrored Library.

PCs who have already
been to the city of
Blurophil on the plane
of Air (see Tale 5) and
met with Ghuntomas
of Thorn may already
he aware of the book,
Ever-changing Order.
However, it's unlikely
that befare this Tale
the PCs knew ta ask
the scholar about the
Iron Shadow. II' they
did. and were able ta
sober him up and jog
his failing memory,
then they potentially

-poison, and illuslons cannot wor

; _heing a notable exception) does not- i
_ powers of lesser and intermediate gm!s do not work her

“mally be struck only by +2 weapbns, c&n

nuum mAmc-'

Spt‘1kastmg ot i Oubiands ohG bc: tricky business,
Sun of All, so close to the Spire, it's almost impossible.
Bpellsimgers who Tely hewdy an their magic arein fcrr

lose their pntency asa hndy ge!:s 10 1.’ne bpire

ter of the Outlands, here in Sum of All, all spefls
higher level than Ist do not work. Psianics used by 3
onc short of a greater power i do not we ife-draining

contact with-anather plane {with the In

Similarly, magical items with pow
than 1st-level effects do not ﬁ.mcﬁoﬂ, € “mag]
weapons and devices with “pl "are + ‘here. The: Our-
lands puts a cap on the high 3
ing on what ring rhe ifem's in—at Ring :
come +4, at Ring 3, +4 and +5 items hecom
one: Likewise, creatures’ immunity to weapuns {t:cm;ses
in the same way, 50 that by fhe time one gets to ‘the 1st
ring, a creature that requires a magical weapon 0y
enchantment to hit il can be struck by +1 wea uus, In
the case of this adventure, the kytons, which o
hurt by %

weapons here.

+ At Stage 3, Jazriul the

chooses to use this adven-
ture without the connecl

hound archon leaves
the plane of Air and
travels to the Out-
lands tn investigale
the spread of the Iron
Shadow. He finds
much of his power
limited by the Spire
and not much left o
investigate, so he's
unlikely to stay long.
He has to leave by
foat, and by Stage 4,
he's gone off farther
from the Spire so that
he can eventually
transport himself o
Arcadia. His magical
long sword has a <
bonus here.

UsING THE ADVENTIRE
InpErENBENTLY: IE the DM

ing plot of the lron
Shadow or the Infinite
Staircase, one possible
way to get the playes

don't need to get

Ever-changing Order

or deal with

Terrmanath, the argenach. It's very possible. however,
that if the PCs do talk to Ghuntomas and learn {rum him
regarding the Iron Shadow, they'll still want the book—in
fact, they'll provide their own motivation for retrieving it
from the Mirrored Library. In such a case, the DM should
skip the beginning of Part Two [contacl with the rilmani),
instead having the PCs go in to lock [or the hook on their
own (and dealing with the kamerel and kytons).

If the PCs learn ahout Ever-chanying Order and the
Mirrored Library before coming here, they might seek to
enter the library without ever discovering that Sum of All
is among the locations the lillendi asked them to explore.

This connection presents a danger to the adventure,
in that the players may begin to feel that the course of
events is contrived—Lhat amang the locations the lillend
sent them fo investigate were also the locations needed
to he found to uncover a solution to the problem. What
the PCs probably don't know at this point is that the
Shadow has spread to so many areas where the antidore
{or clues to it) for it exists because of the kytons, By
traveling to the places where the agents capable of ban-
ishing the Iron Shadow mighr be, they inadvertently
bring the Shadow with them and (also inadvertently)
create a sort of trail for the heroes to follow—even if the
PCs don't realize that's what they're doing,

L]
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characters involved would

! be to have them on
of ane ul‘thc books in the Mirrored Library. The book m
he one the PCs need themselves (as apposed to a work sone
NPC hires them ta find). During another adventure. the P(§
learn of a book that contains some spell or lost bit of lore vila
{or at least useful) to them. When they look for the book, -.-,
[ind it has long since been destroyed. As they despair,
discover of the existence of the Mirrored Library and
somewhere within its halls there must be a copy of the bodk
They also learn that the rilmani rarely allow outsiders acces
to the library, but perhaps if the PCs petition them effect
or if they can somehow break in, they can get the boal
course, the course ol this adventure will quickly change I
PCs' focus, as they don’t find any rilmani to prevent then
from entering the Mirrored Library),

If this is the goal of the PCs, the DM should figure 0
where in the library the particular hook that they seek lies
and tailor the events of the adventure so that they coingid
with the party’s search. Also, if the rilmani don’t call on th
PCs for help, the DM will need to figure out how quickly [
kamerel and kytons become active (hreats to the party (th
initiating Part Two). In any event, the kyton and kamerel €
counters. traps, and ambushes can be used as presented,




THE @U+LANDS
4 AND +HE RILMANI 4

This Tale takes the player characters to the plane of the
Outlands, also known to some prime material cultures as
Concordant Opposition. This plane embodies True Neu-
trality, and the natives of the plane, the rilmani, further
embody the concept through their adherence to the uni-
versal balance. They feel that no one force—good or evil,
law or chaos—should ever gain the upper hand. They are
areclusive people thar usually live near the Spire,

The Spire soars above the Qutlands, rising up from
the center of the plane and stretching into infinity. As a
traveler gets closer and closer to the Spire, magic and
other special powers lose their potency until finally all
magic is annulled at the Spire itself—even the powers of
gods. The borders where more and more power ceases
working are called rings, of which nine exist.

ARRIVAL
4+ ®N +HE @U+FLANDS 4

The connection between the Infinite Staircase and the
portion of the Outlands where this Tale takes place is an
open archway (there's no door); anyone looking through
sees a mostly empty plain where a dry, dusty wind blows.

The landing containing the archway is very small—
Just big enough for one basher to stand on—with narrow,
creaking, wooden stairs leading to and from it.

After passing through the opening, the characters
can see that the arch stands in the middle of nowhere, as
though it was once within a structure but the entire
structure disappeared around it—which is exactly what
happened.

Canny bloods can see that the ground is flattened as
though trod upon by many feet—a closer look reveals
mads and streets and places where huildings once might
bave stood, but are gone now. Although the PCs have no
way of knowing this yet, they stand within what was
once 4 rilmani city called Sum of All
Sum of All is (was) located near the border of the
first ring of the Outlands and the edge of the Spire’s base
itself, meaning that most magic does not function there.
‘The rilmani that chose to dwell there relinquished access
their own formidable inherent powers to make it their
ome. They found themselves willing to make such a
crifice to dwell near what they believed to be the heart
of the True Balance of All Things—the Spire.

5Um &F ALL

rmally, Sum of All cauld be called one of the most re-
markable of rilmani cities—remarkahle even in its very
istence, considering their reclusive nature. Normally,
stretches out almost a mile in every direction, provid-
g home to 10,000 rilmani—mostly plumach, but many
rumach, argenach, and even a few aurumach dwell
ere as well. Pearl-laced domes agd gem-encrusted
uctures make the city a beautiful place to behaold.
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Golden spires reach up toward the sky, dwarfed only by the
Spire itsell. Normally.
But nol today.

THE IR®N SHAD@®W

The Iron Shadow has descended upon the Outlands. Brought
inadvertently by the diabolical kytens, the Shadow came to
the rilmani city called Sum of All

Being creatures of balance ahove all clse, the infection of
this law-based disease upon their city devastated the rilmani.
Most of those within the area of the Iron Shadow simply
ceased to exist, each rendered into their essential salts. As a
body comes into the area, he's sure to see scattered piles of
strangely colored (and odd smelling) salt—and little else. Even
the buildings, infused with the power of the True Balance of
All Things, faded away into nothingness.

Only the cradication of the Iron Shadow from the area
can restore the rilmani city—buildings and inhabitants both.
With Navimas, a substance found in Tale 4. and Ever-chang-
ing Order, a book found in the Mirrored Library, such a task is
possible, but the PCs don't know about the book until Part
Two of this Tale (unless they learned about it in Tale 5). When
they first arrive, they are free to simply explore—that's Part
One, In Part One, the current inhabitants of the library aren’t
well organized, giving the PCs a chance to get in and look
around before they have to fight for their lives in Part Two.

4 THE MIRR®RED LIBRARY +

Only one building stands now in what was once a bustling
rilmani city. A strangely angled, odd-shaped structure, it
stood in its spot in times ancient even as the rilmani reckon
things. The building stood there long hefore Lhe city arose
around it. The rilmani have always called it the Mirrored Li-
brary. Its creators called it Timaresh, the Collection of Hated
Lore.

The creators of Timaresh were a race of beings known as
\he kamerel {at least to themselves). Onee, they ruled over a
vast empire on the Outlands, rivaling the power and inlluence
of even the rilmani—a race that they predated by untold eons.
Rut their empire had distiner differences.

The kamerel were beings of neutrality—befitting their
home. Unlike the rilmani and their dedication to the balance,
the kamerel embraced neutrality in their utter disregard and
dispassion for anyone beyond themselves. Detached in the
extreme, they barely realized that other living crealures ex-
isted in the multiverse.

In fact, as years passed, the kamerel
developed a fecling of utter xenopho-
hia. They aveided any sort of silu-
ation in which they might come
across prool that other crea-
tures existed. Fortunately
for them, in thuse
days there were

very few other creatures that came into the kamerel lands, so
it was easy to remain isolated. Their cinpire came to them by
default, not conquest.

The drawhack to their sequestered paradise was that the
kamerel had to deal with the almost complete lack of magic
They avnided the actual Spire so that at least first-level spells
could function, and then developed a very minor sort of util-
ity-centered magical craft called mirror magic. The subtlety of
mirror magic allows it to function even this close to the Spire,
Through mirror magic, they could scry other places to a lim-
ited degree, transport themselves [and other things) magically,
and create magical space in reflections (for specifics on mirror
magic, see page 111).

Sclf sufficient with their mirror magic, and self obsessed
with their xenophohia, the kamerel existed at the center of the
Dutlands in peace for many years, controlling vast tracts of
land that frankly, no one else wanted.

At Ieast one kamerel, however, thought the detachment
of her race would lead to their downfall. Her name was Hal-
lonac. By ignoring all others, her people could not see pelen-
tial threats that could be all around them. She sought to use
her spells and enchantments to create a magical item that
would allow her to spy upon the other races, Of course, being
a kamerel, Hallonac desired a device that would do so in such
a way that was utterly unobtrusive and required no inferac
tion with the people of other races. Eventually, Hallonac cre-
ated a strange and wondrous device. This mirrored maching
caprured the essence of any book, scroll, or other written
work created anywhere in the multiverse and created a dupli=
cate book (regardless of the work’s original form, the device]
created reproduced it in book form).

The only requirement was that the written work be of
significant length—a note passed to a lover or a list of things
to purchase from the armorer would hardly count. Furthe
and more importantly, the author had to have desired the
work to be read by others. The device would not copy sori
hasher’s journal, nor would it reproduce a wizard's persondl
spellbook.

Nevertheless, the magical device began producing copies
of boaks at an incredible rate. Hallonac used mirror magic 1
create a place with enough room to hold all the books het
magical creation could ever produce. She built the Mirrored
Library.

When the other kamerel saw what Hallonac had created;
they slew her in disgust and revulsion for what she had dong
The idea of all these books written by non-kamerel was &
pugnant to them. Rather than even entering the storehouse of
despised books, they set up puardians, determined that no ont
would ever enter. Meanwhile, the bindery of Hallonac, as fhe
device was called, continued to create books, rapidly filling
the shelves of the vast structure and all its many reflections
They named the place Timaresh because they hated all it e
resented and held.

The rilmani eventually came upor i

site of the library and discovered the wondes
that it held. They asked if they could bed
lowed inside, but the kamerel ignored th

(us the kamerel were wont to do). When U
rilmani attempted to enter anyway, however, @
kamerel guardians stopped them.



Realizing how valuable the library was, the rilmani even-
lually drove the kamerel away from Timaresh by force. To the
tyes of sume, this might seem an evil act, yer the rilmani saw
it as an action that would allow them best to serve the bal-
ance. The kamerel refused to share the information that they
gathered, and the information, the rilmani decided, was cru-
dial to the meeting of their goal.

This begot a series of vonflicts between the two races.
The kamerel. however, were sorely unprepared for

such a war—the idea of mass battles with an-
uther race was unthinkable to them. To es-
cape utter destruction as well as to lee
from the hated contact of the rilmani. the
kamerel cluded their foes
through mirror magic.
The rilmani don’t know
‘exactly how the kamerel
led, or where they went,
but they haven't been seen or heard of
since.

After the complete disappearance
of the kamerel, the rilmani took aver
the Mirrored Library. Instead of de-
spising all it held and all it repre-
sented, they used the lore within to became
more powerful. The knowledge they
geaned from the books allowed them to better serve
and preserve the balance. Until the coming of the
Iron. Shadow, they held the Mirrored Library
among their greatest treasures—rarely al-
lowing any non-rilmani access to the
books within.

LAY® U+

Really, the library only has two parts—the main library and
the support facilities. Paradoxically, the main library is far
larger than the rest of the structure, but takes up virtually no
mom. The building that a body sees from the outside is almost
entirely the support facilities.

I Entiance: Although many of the walls inside the Mirrored
Library have mirrors on them, the most unusual mirrors hang
i the entrance. The double doors that lead into the library re-
¢t as mirrors, and if someone on the inside throws down
the bar, the mirrored doors outside become a potent defensc.
Each time a basher attempts to open the now-harred doors,
his reflection attacks him. The reflection makes a single at-
ick. requiring an attack roll (modified by surprise almost cer-
inly the first time), The attack is always physical (never a
spell or magical item, although magical weapons are allowed),
and the reflection uses the most efficient means possible. Use
normal means 1o determine damage inflicted.

After one attack, the reflection returns ro normal. The
reflection cannot be harmed, spells have no effect upen ir,
nd there’s no way to keep it from attacking the door
pener. The mirrors, actually polished metal, require 100
points of damage to destroy and they regenerate 1 hit point
tr round—characters can sce dents rhey inflicted smooth
1 as the doors repair themselves. 'Course, if an intruder

C'lM&N,
I+ We&N'+ +AKE LS&NG.
H®W BIG CAN
@®NE LIBRARY BE?

— A PLANEWALKER
NEEDING +HE LANN

destroys the mirrors, he destroys the doors, so he's really
solved two problems at ance. Subsequent attempts to open
the doaors (including attacks, battering attempts, pushing
against the door, or searches for secret panels or doors) re-
sult in further attacks.

The dark of opening the doors lies in the mirrored sur-
laces themselves. Characters walching closely when a reflec-
tion atlacks may notice (25% chance) the small outline of a
panel on the door that faintly appears when an enchanted
reflection comes to life. This panel, if opened, reveals a

keyhole. If the key (long since lost) is
inserted or the lock is picked, a mech-
anism activates to lifl the bar. Open-
ing the panel does not result in an ar-
tack, but a failed attempt at picking the
lock does prompt the thiel's re-
flection to attack him.
Once the kamerel have
organized themselves within
the library in Part Two they
most certainly keep the daors
locked—that should be more than
enough to alert PCs who have
gone into the library and come out
again that something’s
changed. DMs should
note that the doors re-
generate even if com-
pletely destroyed or dis-
integrated.
Beyond the doors, an entryway
gives way to a staircase leading upward.
Mirrors serve as walls here, with the reflections becoming
more and more distorted as a body ascends. These mirrors dis-
tart not only size and shape in their reflection, but color as
well. Eventually, as a body almost reaches the top of the
stairs, the reflections change the viewer's race, sex, demeanar,
and even well-heing in their images. Thus, a tall, evil, healthy
female elf might appear to be a squat human male with an-
gelic but sickly features—some mirrors change all, some just
one feature.

2. STRANGE MirROR Rooms: Continuing the theme from the

stairway. these rooms have all sorts of distorting mirrors on
the walls, and litde clse. They serve little purpose, except per-
haps in deciphering some of the books found in the Mirrored
Collection (area 4).

3. 5ervice Roous: These are empty storage rooms, reading
rooms, silting rooms, studies, and the like, Txcept for a few
bits of furniture, they contain nothing of importance.

4. Migroren Corteenion: This is a special collection of books,
not produced through the magical bindery at all, but instead
created by the kamerel—many by the infamous Hallonac her-
self. As is litting for rthe race, these books™ pages are all mir-
rors rather than paper. The books, therefore, require many
volumes as they quickly grow thick and heavy. The mirrored
surfaces also make them difficult to read, at least for non-
kamerel.
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Instead of printing on mirrors, a few of these books have
text printed on paper or cloth but backwards—these were
meant to be read in mirrors. The makers of these backwards
books further distorted their text so that it is only readable in
the various distorted mirrors found in the library.

Lastly, some really strange books sit on the shelves here;
(heir mirrored pages contain only hal [ the text—the script is
literally missing portions of the letters. These must be held up
ta other books with the other half of the letters on them
(printed hackwards) so that in the mirrored pages’ reflection,
the entire text can be read at the same time. These books must
he matched exactly (not only which book Lo which book, but
which page to which page) for a budy to read them.

Of course, the kamerel wrote all of Lheir books in their
now-forgotten tongue, so readers probably need to cast a
comprehend languages spell. Before the language is deci-
phered, a body’s not likely (o even know that the text is dis-
torted or partially missing. :

Amid these strangest tomes a careful and meticulous
search reveals a tome of understanding and a manual of gain-
ful exercise (actually, (hese particular tomes are actually two
boaks each because the text is split and must be deciphered in
a reflection as described above]! Finding these books requires
the ability to decipher the kamerel tongue, a successful Intel-

ligence check to manipulate the writing, and six hours reads
ing work each. Once found, the reader must follow the sched=
ule of study outlined in the DUNGEON MasTER Guide,

As a further bane to searchers and researchers, one bool
fhat was once magical has since become corrupled—its DOOFS
creation resulted in a malfunction. This book now functionsi
as a vacuous grimaire, As cach hour of study passes, 2 1098
chance exists that the researcher comes upon this dreadeds
baok.

Many of these books delail the mirror magic used by the
kamerel. Although a portion of the spells and abilities inS
volved in mirror magic are detailed near the end of this chaps
ter, mirror magic works only for the kamerel. Other p
walkers cannol fathom its mysteries any more than th
kamerel could understand the secrets of standard ADRD
magic.

] 3 ws: Once, these were the bedchamb
warkrooms, studies, and other chambers sef up [or Hallo
use. After she was put in the dead-book. these rooms fell
disuse, Various bits of furniture still remain, none of it havi
aged well,

The kamerel use these rooms as a sorl of base once P
Two of the adventure begins. Nen Itan, their overall leads
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watches through a sery mirror (he has
many) to monitor the exits and the
progress of any non-kamerel that

he knows are within Timaresh, At
least one other kamerel remains at

his side at all times.

6. Tk Bivoerv: This room holds the book-making device it-
sell. The bindery of Hallonac consists of a large mirror situ-
ated in front of an ever-scrolling roll of paper wrapped like a
belt around two spinning rollers. As the paper scrolls, words
appear very quickly over its surface at the rate of about one
per second. The words on the papers are then reflected in the
large mirror. Once the large mirror captures the complete text
of a book, a copy then appears out of a second mirrar located
below the first. The entire thing sits atop a sturdy metal
sland.

Each book produced by the hindery is bound in black,
gray, or brown leather, and measures from 12 to 16 inches
high and 10 to 12 inches wide. The thickness varics consider-
ahly, depending on the work. Each book's text appears in the
language of the original writer—which means that there are
almosr as many languages represented in the lihrary as books.

The room creates unseen servants, one per book. A ser-
vant then picks up the new boek and carries it off to be
shelved in the main library, exiting the hindery through a trap
door in the floor. The room holds nothing else (although it ap-
nears to be filled with floating baoks as the scrvants cart off
the books at such a rapid rate).

J. M LisRARY: The books created by the bindery of Hallonac
are kept in the main library. Unscen servants carry the books
down into the main library in a constant stream away from
the device and then disseminate into the vast reaches of the
ishelves.

The main library contains an infinite number of rooms,
all identical mirror images of each other, but filled with dif-
ferent books. Each room is a 20-foot cube. Upon all four walls
hang mirrors 15 feet square. In the center of the room are six
wooden hookcases with books shelved on either side. They
extend almost all the way to the ceiling and are very sturdy,
Esch room is lit by a sell~recasting light spell (continual light
won't work).

A character gazing into one of the mirrors can see him-
self. everyone in the room, and the bookeases, If he looks
carefully, however, he'll note that the buoks in the reflection
are different from the ones in the room he's in. The reflection
isa separate room, created by mirror magic, The character can
step through the mirror (a process not unlike passing through
awall of thick, syrupy liquid—it takes a full round to do sa)
ind into the next room. If he looks back into the mirror that
he's stepped through, he sees his own reflection, the reflection
of the bookcases, and the books from the raom he just left be-
gind. Likewise, if he lefr anything or anyone behind on the
ather side of the mirror, he can see them in the reflection as
well.

This means that every time a hody louks into
one of the mirrors, he can see all the contents
of the room where he stands (assuming
the's in line of sight and

* have repaired it all and

nat hiding behind a bookcase) except
for the hooks—the only way to see the
books in a room where a body stands is 1o
look at them directly. The reflection also shows the books
in the “next room over” and all the contents of the next
room over (again, assuming that they're in line of sight and
not hiding behind a boakcase). Seeing the contents of bath
rooms at once can at times he disconcerting. If the character
stands in a room full of people and gazes into a mirrored wall
that leads into a room full of people, he'll see images of
people layered onto other people,

Under no circumstances, even if the bookcases are re-
moved, can a curfer sce through a mirror, into a room and
then through a mirror in that room to see a room beyond.
Range of sight is limired always to one adjoining room. So a
bady always sees two rooms at once gazing into a mirror—the
next room and the one he's in,

Also, sound does not carry through the mirrors—only
sight. This adds greatly to a thief's ability to sneak up on an
enemy in the library—it also makes setting an ambush thar
much simpler.

The most common cncounters in the main library are
with the nearly numberless unseen servants moving about
shelving new books. (DMs should note that hecause the li-
brary really is infinitely large, if a body walks far enough in
it, he comes to a place where the bookshelves are empty be-
cause the bindery has yet to create books to fill them yert.
However, it would take days to reach this empty section—
which of course stretches out forever) Like the Bindery room,
the main library has the power to create unscen servants as
well—this is necessary since sometimes the duration of the
spell runs oul long before the servant has managed to reach
the spot where the book its carrying belongs. Many times,
moving one book Lo one of these new shelves requires muld-
ple servants,

The magically created servanrs alse spend a fair amount
of their time tidying up—which means that if a canny basher
tries to leave behind markers to show where he's been (lots of
tolks think of this place like a maze—even though it's really
not), there’s about a 300 chance each hour that it'll get
picked up by a cleaning servant, {oiling his plan. The same
holds for physically marking the shelves or walls with
chalk, nicks, paint, or anything else. The unseen
servants can repair any such damage. Even i’
bookcases are toppled or destroyed,
books scattered, or rthe like by the
time the bashers return to that
area, the servants are likely to

tidied up.
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Through some quirk in the

magic of the reflections, only a few

rooms actually contain the ceiling

trap door to gel out. Once within the

main library, DMs should figure that

about every twentieth room or so has an exit

out, including a ladder to reach the hatch. Strangely enough,

all of these exits lead up into the Bindery Room (area &), al-

though when a hody goes down into the main library, it's al-
ways into the same room. Who can truly tumble as to why?

Once within the main library, the PCs can move abourt as
they wish, but this is the location of most of the kamerel am-
hushes and fraps that come in Part Two of the adventure. In
Part One, however, the PCs have the place to themselves.

Combat that occurs in these small rooms presents a num-=
ber of difficulties. With the sturdy bookcases in the way,
weapons longer than four feet cannot be used. Further, no
more than two foes can attack a single individual at a time,
and only then if they've managed to get on both sides of him.

On the other hand, the environment gives a wonderful
opportunity for thieves to sneak around (either around the
bookeases or through some mirrors and all the way around
from another room) and backstab. In situations where a thiel
attempts to hide his exact location in a room [but not conceal
his presence), he gains a +10% (o his chance of success be-
cause the multiple images in all the mirrers create confusion
as to where he actually stands. If he is among a group of crea-
tures (friend or foe), he gains an additional +10% chance to
hide due to the increased confusing mirrored images. Con-
versely, if a thief attempts to conceal his entire presence,
_20% is subtracted from his skill because of the lack of shad-
ows and the fact that there are few places where someone
can't see him in a mirror from some angle. Because sound
does not carry through the mirrors, move silently checks are
automatic (even for non-thieves!) unless or until the thief and
his loes occupy the same roont.

The other hazard is that combal can accidentally break
mirrors. Quick, sharp movements (like swinging swords or
whipping chains) can break the mirrors. even though normal
movements pass through them [as detailed above). Spells al-
ways pass through the mirror as though it was simply an open
doorway [but remember that sound does not).

The kamerel, with ages of experience around mirrors,
never break them by accident. PCs and kytons, on the other
hand, may. The DM should determine if a character is in a po-
sition to present a risk to a mirror and allow that player (or
NPC) to make a Dexterity check to avoid smashing it—assum-
ing that they don't want to. If & mirror is hit, damage is rolled
normally for whatever type of weapon or atlack the character
uses. Any blow that inflicts af least 3 points of damage breaks
a mirror, potentially cutting ofl forever a vast array of invalu-
able tomes. The wall behind the mirror appears to be made of
iron.

When a mirrar within the main library breaks, there is a
500 chance that room behind it ceases fo exist—or at least
cutters can no longer access the room and its contents, cven
fram the other rooms next to it. The mirrors that should have
led to it go black. If that happens, there’s a 10% chance that
each room adjoining the cut-offnom (not the one containing
the now-braken mirrar) also disappears. This effect cascades
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{o the reoms that adjoin cut-off rooms. The DM just keeps
rolling until the dice determine that no more rooms go away,
keeping in mind that the room where the mirror was broken
cannaot be cutoff (that's just how the library works).

The contents of cut-off rooms are gone as well. If living
creatures were in a room that was cut off, the DM is freeto
determine what happens. Harsh Dungeon Masters will strierly
adhere to the fact that connection with the room is perma-
nently severed—or at least until a new spacial miirrar is cre-
ated where the broken mirror hung, More generous DMs may,
at leasl in the case of player characters, assume that those
within the room are randomly fung into some distant portion
of the main library—most likely completely lost.

A room can be temporarily cut off if the reflection is
covered up. A simple drape hung over the mirror to a room
effectively cuts it off from the room beyond, as does & dark-
ness spell—unless that room happens to have an exit up and
out. Where spacial existence is based on reflection, vision
means everything—a blind basher cannot move through the
main library.

4 RILMANI CON+ACH ¢

After the PCs have poked around a bit (DM's discretion), some:
rilmani not caught in the [ron Shadow manage to contaet
them. Nearby. a few rilmani call kip in a village named Cen-
tered Focus. When they heard that something had happened
to Sum ol All, they went to the scene. Through quick investis
gation (and the loss of a few rilmani), they've determinei tha
Gum of All was consumed by some sort of alignment-focused
curse. They knew that they couldn't get to the Mirrored Li=
brary, in which, their learned argenach sage believed, the da ‘
of the affliction and its remedy lay.

Then, with inhuman vision, one of the ferrumachs sa
the PCs in the area, far off in the distance.

Pooling the power of all present, the rilmani enhancedd
message spell that could travel across the plains and reach the
ears ol the planewalkers who had somehow stumbled into the
afflicted area. (“And how did they do that,” asked the arggs
nach. “A question for later,” he was told.)

[DMs should nate that because of the power of the rilmant
enhancement to this 1st-level spell, the message can reach thl
PCs even il they are within the library. DMs wishing to begl
Part Two withoul forcing the PCs out of the library will find
this useful.

The message requests that the PCs “please go into the
Mirrored Library before you and retrieve a hook called Ever
changing Order.” Because the spell has a fair duration, the PG
can even manage to make replies—even asking [or a slight 8
trieval fee, if they're so inclined. Or, they can travel to wh
the rilmani investigation party stands—a halt-hour trip acr
the fat plains.

The investigators include an argenach named Te
rmanath, the de facto leader, as well as four ferrumach wal
riors and two plumach attendants. Two piles of ferrumat
dust lie on the ground at the border of the Tron Shadow. T
rilmani stand just at the affliction’s edge.

The rilmani don’t know any details about whit happen
to Sum of All other than those stated above. They can tell




PCs what Sum of All was like before, What is more impartant,
they can give them detailed directions on how to find Ever-
changing Order. “Once you get down into the main library. go
spireward thirteen rooms, turn to your left and pass through
tleven more rooms. It should be there, on one of the shelves.
IMmot.” the rilmani pauses a moment, almost forgetfully. “go
three—no four—rooms edgeward (don't get turned around)
and then twelve to your right.” It sighs. “Sorry. It's been a
while since I've been to the library.”

The rilmani know nothing of the presence of the kamerel
at this point, nor do they have any knowledge of the kytons
who brought the lron Shadow. Thus, they don’t believe that
the mission is at all dilficult or dangerous (the PCs probably
don't either). A modest reward, such as 100 gp in gems, is the
most that they'd be willing to pay.

Once the PCs, assuming that they agree to fetch the book,
break off communicarion, or leave thé presence of the inves-
figators, the rilmani wait. If the PCs take longer than two or
three hours to bring the book to them, the rilmani return to
Lentered Focus to begin assembling a team composed of non-
filmani allies to go in after them. The team (brought together
about five hours later) consists of three bariaur fram a nearby
lribe. a lizard man visiting from Semuanya's Bog, and a
human Indep warrior from an Outlander village.

The members of the team go into the library looking for
both the book and the PCs. These characters can be used by
the DM as "rescuers” if the characters get in over their heads
lor are captured by the kamerel). On the other hand, the PCs
might also come upon this alternate group and find their
aumbers decimated by some trap or ambush,

TERRMANATH, ARGENACH ALCHEMIST: AC -1; MV 15; HD 9: hp 46;
THACO 11 (10 with sword); #AT 1; Dmg 1d8+8 (Jong sword
+1, Strengith bonus) or 1d10 (bare [ist); SA Casts detect magic
@t will; S +3 (+1) weapon to hit, immune to electricity, half
damage from acid, gas and poison; MR 55%; SZ M (7’ tall);
ML champion (16); Int genius (18): AL N; XP 16,000,

Note: When not hampered by the spire, has know align-
ment always active; fires two destructive rays inflicting 1d20
points of damage each, cast continual light/darkness, detect
magic, dismissal. hold monster, polymorph self, and teleport
without error at will; casts advanced illusion, cone of cold
(Dmg 9d4+9) 3x¢/day: detect magic, detect invisibility, ESP,
b and geas |x/week; hallucinatory terrain, invisibility, leg-
end lore, mass charm, mirror image, prismatic spray, slow
solid fog, suggestion, and wall of fire 1x/day as well as garing
1d4 fermimachs or 1 argenach with a 75% chance ol success
1¥/day.

Special Equipment: ring of spell storing message %2); long
id +3 (forged in the Outlands), 10 50 gp gems and 87 gp

iRxmMACH (4): AC -4; MV 12; HD 6; hp 25 each; THACO 15
14 with halberd): #AT 3/2; Dmg 1d10+9 (halberd +1,
Strength and specialization); SD +1 weapon to hil, im-
ne Lo electricity, half damage from acid, gas
d poison; MR 35%; SZ M (6" 6" tall); ML
atic (18); Int high (13-14); AL N; XP
000 each.
Notes: When not hampered hy the
ire has know alignment always active;

casts biur, continual light or darkness, detect invisibility, dis-
missal, frold monster, know alignment, polymorph self,
silence 15-foot radius, tele-
part without error,
wall of fog at will;
dispel magic and ice
starm 3x/day; lay on
hands (neutralize poison, cure
disease, and heal up to 18 points of damage)
Ix/day; can gate 2d4 ferrumachs or | argenach with a 109
chance of success 1x/day.

Special Equipment: halberd +! (Outlands forged), 10 gp
each

Fromacn [2): AC 4; MV 12; HD 4; hp 16 each; THACO 17; #AT
1: Dmg 1d6+2 (footman's mace, Strength); SD +1 weapon ro
hit, immune to eleetricity, half damage from acid, gas and
poison; MR 10%; SZ M (5' 6" tall); ML steady (12); Int very
(11-12); AL N; XP 975 each.

Note: When not hampered by the Spire has krow align-
ment always active: casts chill rouch, continual light or dark-
ness, dismissal, heat metal, hold person, hold monster, know
alignment, polymorph self, teleport without error at will, and
solid fog 1x/day

BARiAURS [3): AC 6; MV 15; HD 7; hp 30 each; THACO 13; #AT

1; Dmg 1d10 {special war club) or 1d8 (horns); SA Charge for

3d8 points damage and 50% chance to knock down foe of

equal size or smaller; SD +2 to surprise rolls; MR 109%; SZ L

(77 tall); ML steady (12); Int high (13); AL CG; XP 2,000 each,
Special equipment: War club, 8 gp cach

Lizarn Man: AC 5; MV 6, Sw 12; HD 2+1: hp 12; THACO 19;
#AT 1 or 3; Dmg 1d6 (spear) or 1d2/1d2/1d6; SZ M (7' tall);
ML elite (14); Int avg (9); AL N: XP 65.

Special equipment: 12 sp

Heen (P14 human/F4/Free League): AC 6 (chain mail); MV
12; hp 20; THACO 17; #AT 1 or 2; Dmg 1d6 (short sword ar
1de/1d6 (how); SZ M (6 tall); ML steady (11): AL N; XP 175.

Special equipment: potion of hill giant strength. 6 gp, 14 sp

THE KAMEREL S+RIKE BACK

Ages ago, the kamerel, retreating [rom the advancing rilmani,

passed into reflection. That is to say, they took

their entire existence and placed it within an

undefined, quasi-realm that existed only

where a mirror or other reflective surface cast

a reflection. And, hy definition, this realm

only exists when another heing is looking into

the reflection—for how can there be a reflection
without someone to view it?

Thus, the kamerel's desperate attempt at es-

cape pul them in a position where they only ex-

isted when other heings looked at them. Their

xenophobia drove them mad in this siluation, and

they've remained within the reflection of mirrurs and

other shiny places for centuries now. Their entire existence

consisted of hiding their cver-so-slight movements so that
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they were nothing more than a brief flicker

in the corner of some mirror-gazer's eye, so

subtle that the viewer almost never noticed

them. An unpleasant way fo live to say the least.

The disappearance of the rilmani and the appearance of

the kytons triggered a reaction within the kamerel. Sensing

that things had changed, a few kamerel stepped out of the
mirrors in the library—the place that they once had hated

and saw that the time was right for their return, And now the

hated library would be their fortress. As time passes, more and-

more of them arrive.

The kamerel don't know where the rilmani went—bul that
knowledge is not their first priority. Their first priority is o
secure the library as a safe headquarters, which entails dri-
ving out hoth the kytons and the,PCs. After that. the order of
the day is simple: revenge. Revenge upon the rilmani, revenge
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upon anyone who they were forced to watch as they gazed
into the reflection where the kamerel lived.

Kamerel look like short, white-skinned humans.

They usually have long shocks of wild hair in which

but have learned [reluctanily) the coms

mon rrade language of the planes.
Kamerel name their sergeants “dri-
vers.” Usually, these individuals practice wiz-
ardry, but some train as warriors. Kamerel leaders,
above the drivers in rank, are always wizards. Furthes
the leaders and drivers developed a special ability that
allows them to memorize and prepare additional 1st
level spells instead of spells of other levels (which are useless
here). Therefore, a Sth-level wizard, with four first-level
spells, two second-level spells, and one of third level
can memorize seven first-level spells instead—a distind

counters with them work best. If the party’s levels ot

mare than 30, for example, the DM may wish to add

one kamerel warrior for every three levels over 30. These a
ditions should add to the total number of kamerel at the be-
ginning.
Nen Itan, overall leader of the kamerel, stations himsel

in Hallonac’s old chambers, This arca functions as th
kamerel base of operations until they've successfully cleared
the entire library of hostile foes—PCs or kytons.
The following encounters represent the plans that
kamerel have to defend the library. Rather than sending
troops to specilic locations, Nen Itan or the other wizatds
use scry mirrors to find their foes and the kamerel spring th
traps or ambushes where appropriate—although mos ass m
that the encounter oceurs in the main library.
The kamerel prepared the scry and rransport mirrom
called for in the following encounters long ago—they brough
them along out of reflection, where they've spent the last
millennia.



kamerer Trar 1—Transport: Using a special transport mirror,
the kamerel replace one of the mirrors in the main library.
When a character attempts to pass through the mirror, he
instead is reduced down to 20% of his height if he
fails his saving throw and then is immediately
transporied (no save) to the transport mirror associ-
ated with the first (see page 111). In this case, the
kamerel keep the second mirror in their headquarters, where
one kamerel warrior per level of the character waits to subdue
him as he appears. disoriented and extremely small.

The kamerel gain free attacks upon the victim of the trap
{although only three of them can attack at a time due to his
small size). and then the victim must roll for surprise.

The kamerel attack with the intention to subdue—they
wish to overbear their foe. Thus, they make a single attack roll
at +6 (+4 for being larger, +2 far their numbers). If successful,
they push him to the ground.

Once on rhe ground, a second successful attack roll
means that they have the poor sod pinned—in which case they
gmip him of his weapons and equipment and bind his arms
and legs with cord. The character will remain shrunken for 40
rounds after he was initially affected by the spell. Even if he's
able to fight back, he anly inflicts 20% normal damage due to
his stature.

If this trap works (or even if it doesn’t) the kamerel may
fry it again, in an attempt to scrag more prisoners. At this
point, subduing all of the threats within the library is as good
a5 killing them. Either way, the building becomes secure, al-
lowing them to safely plan their next course of action.

Not knowing who the PCs and the kytons are and why
they are here (and what happened to the rilmani), the kamerel
are interested in capturing them—in the short term—to get
some information, Prisoners are held in a locked room ro-
gether until they can be questioned. After their questioning,
the prisoners will almost certainly be slain by the barmy
famerel.

Of course, being kept in a room locked up alone or with
abody's Iriends is one thing—being trapped with a kyton or
two who were also captured by the kamerel is another. Cap-
tured kytons can simply will themselves to die—leaving be-
hind nothing but a pile of chains and foul-smelling ichor—but
‘an individual kyton may wait to see what's in store for him
‘before he chooses that option.

Stripped of its chains, a kyton has no special abilities or
weapons—except that it can still unnervingly take the appear-
ance of a viewer's departed loved one or friend. That won't
stop a bloodthirsty kyton from attacking fellow prisoners
anyway if he's able. A trapped kyton could, conceivably, also
atempt to control the chains he once wore [if they are within
20 feet) and use them to attempt to batter down the door or
attack his captors. This situation may provide a PC with a
possible diversion in which to altempt an escape. Assume that
all the warriors present when the PC was captured now func-
lion as his guards.

It is to be hoped that the captured characters can escape
or will be found and rescued them before the kamerel slay
them. The captors will probably hold the prisoners at least a
full day hefore killing them, and probhahly won't even ques-
fion them until the library becomes secure.

.

KAMEREL TRAP 2—THE STRAIGHTFORWARD APPROACH: Not relying
on magic at all, the kamerel rig tripwires amid the central two
bookcases in a room that they hope the PCs go into (or one
that they lead them into using darkness spells as outlined
below or other means). A non-thief has only a 10% chance to
spot the wire [a thiel gains his normal chance to detect the
trap). If a character goes to the room’s middle and trips, the
wires bring one of the central two bookcases crashing down
inward, toward the center of the room. If this oceurs, a shower
of heavy books bombards the character, inflicting 1d6 points
of damage (a successful saving throw vs. breath weapon re-
duces the damage to half). Most likely (75% of the time), the
falling bookcase lands upon one of the neighboring bookcases
and stops. Sometimes, however, (25% of the time) the book-
case causes the other to fall, Now, the PC who triggered the
trap must attempt a Dexterity check (-1 penalty to the check
for each point of damage inflicted by the falling books). If the
check fails, the heavy bookcase itself falls upon him inflicting
3d6 points of damage (no saving throw).

Creatures in the path of the other bookcase falling out-
ward feel the hrunt of the falling books now (as above), and
there's a 25% chance that it brings the outer bookcase that it’s
fallen upon down. That means thal the characters on the side
of the falling bookcase now must make successful Dexterity
checks or sulfer the 3d6 points of damage. Those on the other
side of the outer bookcase are bombarded by books and the
bookcase has a 25% chance of breaking the mirrar that it falls
upon. A broken mirror can result in many rooms heing cut off
(see the main library description, page 105). Fortunately. the
library is designed so that a falling bookcase cannot lall
through a mirror into another room, for this could potentially
set off a domine-like reaction throughout the entire infinitely
large library.

Kamerer Trap 3—Monsters: This trap requires the most work
and long-term effort on the part of the kamerel. It won't be
used unless their foes prove extremely troublesome.

The kamerel secret a number of transport mirrors
throughout the area around their foes. Then, a few of the
spellcasters head out of the library and into the Outlands with
the corresponding mirrors. Once in the wilds, they look for
hostile creatures to cast fransport mirror upon, sending them
into the main library to attack their foes. If a beast is too large
(often the case] they shrink it down using reduce.

In the Library, the kamerel's foes suddenly [ind them-
selves attacked by oddly small wild beasts, one at a time, usu-
ally coming from 15 minutes to 1 hour aparl. The kamerel
manage to find the following beasts, in this order:

+ 109 +



LELCROTTA, SHRUNK TO 200 sizk: AC 4; MV 18; HD 6+1; hp 32;
THACO 15; #AT 1; Dmg 3d6 (bite]; SA Foes using shields must
make a save or it bites through, mimics voices and sounds; SD
When retreating, rear hooves inflict 1d6 poinfs of damage;
SW all damage divided by 5 (minimum of 1) due to reduced
size: SZ T (2" long); ML clite [14]); Int avg (10); AL CE; XP 650.

GianT BOMBARDIER BEETLE, SHRUNK 10 50% AC 4; MV 9: HD
2+2; hp 12; THACO 19; #AT 1; Dmg 1d6 (bite); SA twice per
hour fire an acidic cloud with a diameter of 4 feet, a creature
in the cloud suffers 3d4 points of damage, the cloud also gen-
erates a boom that has a 20% chance to stun and dealen a
creature for 2d4 rounds, plus 2d4 rounds of deafness after-
ward, creatures nol stunned have a 200 chance to be deaf
ened for 2d6 rounds instead: SW bite damage reduced by half
due to reduced size; SZ S (2 long); ML elite (13); Int non 0);
AL N; XP 120.

RusT MUNSTER, SHRUNK 10 40% sizk: AC 2; MV
18; HD 5; hp 18; THACO 15; #AT 2;

Dmg Nil; SA metallic items touched
are destroyed (magical
items have a 10%
chance to Tesist per
*plus”); SZ S (2°
long): ML average

(9); Int animal (1);

AL N; XP 270.

Kvron, Caamiess: AC 2; MV
12; HD 8; hp 48; THACO

13: #AT 2; Dmg pummel; SA
control and even attack with
any chains within 20 feet; SD
+2 or better weapon to hit,
immune to cold, regen-
erate 1 hit
point a
round; SW
Recover from
wounds inflicted

from blessed or haly weapons at half
normal rate, flee from blessed items; MR 2500;
SZ M (6’ tall); ML fanatic (17); Int low to avg (5-
9); AL LE; XP 6,000.

KAMERE | —Darsness: Three kamerel mages, able to
cast darkness (the kamerel version of light allows a mage (0
reverse the spell as a cleric could], cast their spells so thal
three of the rooms adjoining the room that the PCs accupy
are dark (but not the room that the PCs are in), effectively
making three of the mirrors leading out of the room useless
(darkness means no reflection, which means no connection
with the room). For the duration of the spell, these mirrors
cannot be used, and the PCs arc either trapped or forced 10
use the one exil left functioning—where one
kamerel warrior for each PC waits in ambush (more if the
PCs are high level—see above).

These kamerel use the hookcases in the room to their ad-
vantage. An incoming PC is allowed to move far enough into

AMBLSH

+ 110+

WHA+'S
RA++LING

— A S®D aseu+ +@
DISC®VER +HA+
KY+@®NS new INHABI+

+HE main LIBRARY

the room so that two kamerel can surround him. Likewise,
they try not to let the PUs get on both sides of them. When-
ever possible, rwo kamerel artack a single foe—in an ambush
situation like this, they know it is best to overwhelm the foes
as quickly as possible, reducing their numbers so that the rest
can he overcome by the remaining superior force. The three
wizard kamerel (drivers all] can participate in the fight. Once
the darkness spells are in place—it's key that they are cast in
the right spots (they can only cast the spell one room away
from them due to the range of sight and even then can only
see (he targeting spot in a reflection in a mirror—see the dia-
gram on page 101) and at the same time. Due to their passing
(hrough numerous mirrors to reach the ambush site, two of
the drivers arrive four rounds alter they cast their spells and
the third in ten rounds.

Conceivably, the kamerel could use the darkness spells ©
isolate one portion of their foes from the rest. Splitting the
group in two with well-placed darkness

spells is relatively easy. Once half the

group has passed through a mirror

they, cast a darkness spell in the

room with the rest of the

PCs, isolating the former and

trapping the latter so that

none of their exil mirors

function.

At this point, the am-

bushers strike, possibly at-

tempting to subdue their foes

(as detailed in the Kamerel

Trap 1 description, 2lthough’

the PCs would presumably

he normal sized) and camy

them off to whatever

room(s) they are using far

cells in their headquarters. AS

with all such ambushes,

kamerel gel free attacks

less the PCs were able

somehow detect their presence, and th
their foes must check for surprise.

L H A
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KaMEREL AMpusH 2—Tue Lure: This ambush works
only if one of the PCs or the PCs’ allies was caught in

Trap | and transported away. In this case, the kamerel scatfes
the equipment of the captured PC in a path through whatever
part af the library they occupy. This, they hope, lures the o
tured foe's allies into a position where the kamerel are waifing
to attack.
In this ambush, one warrior for each PC wails with @
wizard driver and a warrior driver. The wizard uses durkn
spells to cut off PC escape routes il possible [in the main i
brary), while the warriors attempt 1o attack their foes frof
two sides.

il wARRoR, F3: AC 3 (banded mail and shield): MY
17; THACO 18; #AT 1; Dmg 1d6 [short sword) or 1d4 (sn
crossbow): SD immune to electricity, blinding or deafer
attacks, and petrification; SZ S (4" tall); ML average (913
avg (10); AL N; XP 175.



KAMEREL DRIVER, F6:
AC 2 (plate mail
and shield); MV 12;
bp 40; THACO 15
(14 with sword); #AT
1; Dmg 1d6+1 (short
sword +1) or 1d4
(small crossbow); SD
Immune to electric-
ity, blinding or deaf-
ening atracks, and
petrification; SZ M
(5" tall); ML champion
[15); Int very (11); AL
N; XP 975.

Special equip-
ment: short sword +1
[Outlands forged)

KAMERFL DRIVER, We: AC
10; MV 12; hp 20;

THACO 19; #AT 1; Dimng
1d4 (dagger): SA spells;
SD immune to electric-
ity, blinding or deafen-
ing attacks, and petrifi-

cation; SZ S (4" tall); ML

elite (13); Int high (13);
AL N; XP 1,400,

Spells (8): darkness,
detect magic, light,
magic missile, reduce,
sery mirror, shield,
rransport mirror

NEN ITAN, KAMEREL

Wi10: AC 4
[bracers AC 4); MV 12;
hp 28; THACO 17 (16
with dagger): #AT 1;
Dmg 1da+1 (dagger
+1); SA spells; SD im-
mune to electricity,
blinding or deafening
altacks. and petrifica-
tion; SZ M (5’ tall); ML
thampion (16); Int ge-
nius (17); AL N; XP
4,000,

Spells (15): burn-
ing hands (x2), dark-
ness, detect magic,
magic missile, reduce
(2], scrv mirror (x4),
shicid, transport mirror

{x2)

MIRR®R
mAGIC

Mirror magic only
works in the skilled
hands of the kamerel.
The spells (which are
maore appropriately
thought of as special
abilities) presented here
will not function for any
non-kamerel caster. For
purposes ol the Out-
lands' cancellation of
magic, all of these abili-
ties should be consid-
ered to be the equiva-
lent of 1st level spells.

S5CrY Mirror: Not nearly
as powerful as a magic
mirror spell, a scry mir-
ror is limited ro looking
upon only an area al-
ready shown in a mirror
somewhere. The target
mirror must be within
10 miles per level of
the mirror's creator
and the user must be
aware of its exact lo-
cation and position,
No spells can be
cast through a scry
mirror. Once the
scrying attempt is
finished, the mir-
ror shatters. It
takes a full day to
Creare a scry mir-
ror—although once
created, they last
up to 3 weeks + 1
week per level or HD
total of the creator.
T Mir

Using two different,
specially prepared mir-
rors, kamerel can
transport small items
or creatures from one
to the other. The item
can he no more than
two feet long or
wide, and cannot
weigh more than 50
pounds. The

kamerel use a

reduce spell (the



reverse of the enlarge spell) to make themselves or other items
smaller, enabling them to be moved via a transport mirror.
The distance that separates the two mirrors can be no greater
than 1 mile per level or HD rotal of the creator of the mirrors

Each transpart mirror requires a week of preparation.
Both mirrors must be created by the same sorcerer. Barh shat-
ter upon completion after use.

Spaciar Migrok: This ability allows the kamerel to create more
space by making the area within a mirror’s refection real. This
ahility can create, at most, an exira 20-foot cube per mirror—
which explains the layout of the main library.

When two or more spacial mirrors reflect each other., the
reflections within the initial reflections also create extra
space. Quickly, without even trying, an infinite amount ol
space comes into being. This represents the height of mirror
magic development and the pinnacle of a mirror sorcerer's
power. Unlike scry mirror or transport mirrar, spacial nirror
needs only be cast during the mirror's creation, and then
works indefinitely.

Each spacial mirror needs a full year of preparation. Spa-
cial mirrors reflecting each other must he created by the same
sorcerer. Mirrors of different creators reflecting each other in
this way shatter.

THE KY+@&NS

The kytans that brought the Iron Shadow ta the Qutlands re-
main in the library. Currently, they represent the primary
threat in the eyes of the kamerel. Six lesser kytons wander Lhe
main library. The DM should change one lesser kyton to a
normal kyton for every three levels over 30 in the total com-
bined levels of the PC party. At first, they are unaware of both
the kamerel's return (they've never even heard of the kamerel)
and the PCs’ presence. They came to Sum of All to break into
and loot the library. When the rest of the city went away
{which delighted them), they spent little time wondering why
and went straight for the library. Scattered in groups of one or
two. they comb the shelves for books for their leader,
Quimath, on the Iron Shadow or anything like it. They cannot
return to Baator even il they wanted to now, however, for the
portal they used was a part of Sum of All—a part that was de-
stroyed by the Iron Shadow.

Later in the adventure, once they begin to encounter the

kamerel, and possihly the PCs, the kytons band together in °

whatever numbers remain and attempt to fight back against
whatever they see to be the major threat—probahly the
kamerel.
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Like thase presented above, the [ollowing encountcers are
nol keyed to specilic locations but instead allow the DM to
place them where appropriate.

KyTon ENCOUNTER 1—ACCIDERT: As the name implies, this en-
counter occurs without any preplanning on the kytons' part.
Make a normal surprise check for both sides. Also, roll a d20
to determine how many feet away the groups are when one
side spots the other (most likely, the nhserver catches a
glimpse of a reflection in a mirror rather than a direct line-of-
sight spatting). Remember that sound cannot travel heyond
the bounds ol one room—unlike most situations, it's likely
that a body'll sce a foe hefore he hears him. Sneaky plane-
walkers who gain awareness of the kytons ahead of time can
possibly even move back to ambush them later.

When an accidental kyton encounter occurs, only one
(two if the combined total levels of the PCs is over 30) kyton
is present. He searches the shelves of the bookeases, looking
for valuable magical tomes usable hy Quimath (or hersell). If
attacked, he's likely to flee with the intention of finding his
comrades. He might, however, speak with & basher that offers
him sufficient garnish—that is to say, a good hribe. He might
consider 100 gp in jink (coins) or gems enough to loosen his
tongue, and a magical item of any type easily fits the bill. He
would be willing to tell those who've bribed him that he's

working for (he'll say “with"] an-
other kyton named Quimath,
and that Quimath seeks 0
spread the lron Shadow (if
this is a secret, he's not aware of that
fact), He doesn't know what happened
to the rilmani, or anything about the
kamerel, He's looking for a book that might help increase the
Kytons' knowledge of how the Shadow warks.

He won't be cowed by threats of any kind, and if cap-
wred simply destroys himself. He's definitely not interested i
an alliance, although once he’s talked with the PCs, he'll be
happy to leave peaceably (only so that he can gather his fel-
lows together to come back and put the bashers in the dead-
book).

Kyron ENCOUNTER 2—WAR ParTy: This time, the kytons know!
that forces hostile to them have made their way into the li-S
brary. Now, five of the kytons have gathered together (or 4l
that remain, whichever is fewer) and seek to meet their oppes
nents in force.
As in encounter 1, however, the kytons have not set i
an ambush. They have the same potential to be surprised a8
the PCs when the two groups finally come together.
When encountered, the kytons fight immediately and 0

the death. They do not seek parley and they offer no quartet,
The kytons might try flinging some of their chains oyl

the top of a bookcase (using their power to control the chain
so that they can attack a foe on the other side by surprise]
Kytons attacking in this way may hope to entanglé
the foe so that they can pull him ug
and over thg
hookease



To entangle an enemy, a kyton must make two successlul at-
tacks (cach inflicting only half normal damage) and the vic-
tim must fail a Strength check. If this happens, the kyton can
pull the victim up (o the top of the bookcase, holding him
there, incapacitated (a successful Srrength check can hreak
him free, but it resulls in an almost 20-foot drop for 2d6
points of damage). Or, the kyton can drag his opponent over
the top of the shelf, inflicting 2d6 points of damage from the
drop.

Katairin/KyTon ENCOUNTER: In this last sort of encounter, the
PCs stumble upon both the kamerel and the kytons, but these
two groups stumbled upon each other before thal. The bartle
is heated and bloody, with four kytons [or all remaining,
whichever is fewer) combating seven kamerel, including one
warrior driver.

With no kamerel wizards present, the battle is very
straightforward. The kytons attempt to keep their distance,
fighting at a range with their whiplike chains. The kamerel
make repeated attempts to close so they can use their melee
weapons against their foes. The kytons have a slight advan-
tage in physical power slightly, bur the kamerel have their
foes outnumbhered,

When the PCs arrive on the scene, neither of the oppos-
ing sides can take the time to deal with them. Whether the
planewalkers get involved is up to them. If they decide to help
one side over the other, they will clearly make a difference
and urn the tide either way. The ultimate outcome remains in
question, however.

If the PCs aid the kytons, the kytons fight until every last
kamerel is dead. And then without missing a beat, turn upon
the adventurers, They give no opportunity for parley or sur-
render.

On the other hand, if the PCs help the kamerel, the act is
enough to give the neutrally-aligned (but barmy) planars
pausc. Rather than continuing the fight, the kamerel will then
be ready to talk—assuming that the PCs treat them with re-
spect. If the kamerel learn that all the intruders want is a
single book. they're likely to let them take it if they promise to
leave afterward.

Lkvron, Lesser: AC 23 MV 12; HD 4; hp 24; THACO 17; #AT 2;
Dig 1d8/1d8 (chain); SA control and even attack with any
thains within 20 feet; SD +1 or better weapon to hit, immune
o cold, regencrate 1 hit paint a round: SW Recover fram
wounds inflicted [rom blessed or holy weapons at half normal
te, flee from blessed items; MR 10%; SZ M (6' tall); ML fa-
natic (17); Int low to avg (5-9); AL LE; XP 2,000.

Kvion, Norwmar: AC 2; MV 12; HD 8; hp 48; THACO 13; #AT
2 Dmg 1d10/1d10 (chain): SA control and even attack with
any chains within 20 feet; SD +2 or better weapon to hit,
immune to cold, regenerate 1 hit point a round; SW
Recover from wounds inflicted from blessed or

holy weapons at half normal rate, flee from
blessed items: MR 2506; SZ M (&’ tall):
ML fanatic (17); Int low to avg (5-9);
AL LE; XP 6,000.

4 EVER-CHANGING ©@RDER +

I the PCs manage to get the copy of Ever-changing Order,
they'll find it to be an obtusely written text on the nature of
law and chaos and how the two can paradoxically work to-
fiether. Apparently written by Ghuntomas of Thomn, a Frater-
nity of Order sage, ahout 30 years ago {who was later kicked
out of his faction for his heretical views), the book is probably
toa scholarly lor the PCs ro understand, unless they have a
great deal of knowledge already pertaining to the metaphysics
of order and chaos. Even if they do, it's a complicated tome.

Terrmanath. the rilmani argenach, can decipher it. He's
the one who requested that they get the book in the first place.
Ever-changing Order contains the details for overcoming an
unbalance of law in a specific locale—in theory. These
processes have never been tested because no one’s ever heen
able ro distill the catalyst for the entire process to begin—as far
as Ghuntomas knew. In fact, Cahm'Fel the githzerai did just
that when he produced the substance he calls Navimas on the
plane of Limbo. With hoth Ever-changing Order and the Navi-
mas, a well-learned alchemist can develop a remedy which
will banish the Iron Shadow (Terrmanath is such an alchemist).

Interestingly enough, if the PCs find themselves in a po-
sition to do research regarding Ghuntomas of Tharn, they dis-
cover that he’s still alive and living on the Elemental Plane of
Air. Ghuntomas has fallen on some hard times of late ... (see
Tale 5).

If the kytons get the copy of Ever-changing Order,
Quimath will use it to learn more about the Iren Shadow and
how it can be intentionally spread. This is very dangerous in
the long term, although it will take the kyton many months to
tumble to all the nuances of the book and probably more for
him to implement what he’s learned.

This also isn't the only copy of the book. Once the PCs
learn that it's needed, a research rrip (side adventure) to Sigil
might result in someene finding it, or ar least their learning of
the whereabouts of the down-and-out author.

4 LEAVING +HE @U+LANDS 4

Once the planewalkers decide to give the Outlands the laugh,

they can simply use the doorway back to the Infinite Stair-

case. This doorway exists even here so near the Spire, for its
magic is potent and yet subile.

If the Iron Shadow is dispelled, either through

the heroic actions of the PCs or through the mov-

ing of the rings of the Outlands (when the first ring

of the Outlands moves toward the city it dispels the

Shadow], the city returns. The secret portal within

one of its towers, leading straight to Baator and the

horrid city of Jangling Hiter, also returns, More kytons

can come into the city, and likewise, the PUs—should

they so choose—can usc the portal to travel to the City

of Chains. Few know the key to this magical gate, but

enough asking around in Sum of All turns up the dark of

it—a living cat activates the portal to Baator (and a dead cat

activares the way back].
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Even a foul pestilence like the Iron Shadow has its supporters. Quimath, a rare kylon
who has risen above the ranks of his kind 1o learn some of the lore regarding Order
and Chaos, longs to toster the Iron Shadow. He hopes to spread its rigid, soul-numb-/
ing presence throughout the multiverse, to drain away all emation and thought other

HERE. Baatorian city of Jangling Hiter. There, he attempts to learn more of

return—a completely acceptable turn of events.
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4 @VERVIEW +

than subservience and blind existence.
Quimath dwells in a minor fortress, Panos Qytel, within the

the nature of the Iron Shadow and how it spreads. The PCs arrive i
the City of Chains to find that the Shadow festers here, Tronic
making it difficult for Quimath to think of a way to master il. Yel

still the evil plans of the kyton leader must be stopped, for were hie
able to spread the foul infection to more realms, its expansion

challenges of Baator head-on, rather than with guile and s
terfugie. If using this adventure with the others in this prod

have a chance to fully complete the adventure. That m
mean that the planewalkers come to Jangling Hiter, leave, and

4+ ADVEN+URE NO+ES ¢

4 If the PCs have encountered kytons in earlier tales, they probably know that
the creatures are involved in a sinister way with the Iron Shadow. Although
they're not directly responsible for it, they certainly seek to learn more about]
[not unlike the PCs, after a fashion) and how it can be spread further. To alla
the PCs to camplete this entire adventure, they’ll need to have heard of eithet
Quimath or Panos Qytel-most likely in Tale 7 in the Mirrored Library, but po=
tentially in Tale 4, after the kytons have killed Cahm'Fel the githzerai.
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Of course, il the PCs

are aware of the kytons, the ky-

tons most likely know of the PCs. The DM
needs to determine what the kytons know aboul
the planewalkers (it anything) and how easily the
PCs will be recognized based on their previous ac-
tivities and encounters with the kytons, It's possible
that Quimath has even tumbled to the fact thar the lil-
lendi have sent adventurers to investigate the [ron Shadow. In such a case,
the kyton leader might even be expecting the PCs, whether he knows of them

specifically or not.

Obviously, if the kytons know the PCs are coming (or at least realize that it's a
possibility), the adventure here becomes much more dangerous. The dilTiculty in navigating
through Jangling Hiter is much greater if the kytons watch for them. Unless the PCs take careful

precautions, the kytons guarding Panos Qyrel will sec them and attack in force,

Of course, Quimath
doesn't hold sway over every
kyton, or even every kyton in
Jangling Hiter. Not every
kyton on the city's streets will
recognize the PCs or even
know to look for them. Were
it otherwise, the planewalkers
wouldn't last more than a few
minutes after entering the
city.

I the PCs have brought Navi-
mas Lo other planes. using it
as described in Ever-changing
Order and ridding those
planes of the Iron Shadow, the
kytans almost certainly al-
ready search the multiverse
for them in order to stop
them. Caming here, to the
heart of their power, throws
ofl the search—(Quimath cer-
tainly never thought that
they'd come to him with the
antidote=but also means that
they'll be recognized by any
of Quimath’s kytons and ar.
tacked immediately. They've
become the greatest threat to
the kyton's plans, and he's in-
formed all those loyal to him
regarding their appearance
and anything else he's
learned.

Eventually, the kyrons
are bound to find the PCs,
forcing a bloody confronta-
tion (or a death-defying
chase).

This turn of events makes
things much harder. If the PCs
get in over their heads in an
attempt to rid the city of the
Iron Shadow, a generous DM

PLANAR MAGIC—BAA+ @R

The plane of Baator alters magic in various ways, Spells af-
fected are listed by school.,

COoMIURATION/ SUMMONTNG: To control a summoned ereature, the
caster must perform a special binding upon iv. This entails a
Spelleraft proficiency check or an Intelligence check at a -5
perally (o see if the caster makes the binding absolutely per-
fect. If the roll is failed, the creature isn’t under the control of

“the caster and can do as it pleases.

Divinanon: Although not entirely inaccurate, divinations on
Baator always carry a dark, gloomy tone. Usually, the future is
forecast in the worst possible light. Further, divinations draw
altention to the caster, and increase the chance of a hostile en-
counter on the plane, making such an occurrence lwice as
Hkely, : o
NECROMANCY: Spells used to heal or grant life require a success-
ful saving throw vs. spell to he made by the caster. Necroman-
tic spells that bring pain and wo are cast as though the spell-

- slinger were onie level higher.
Wih Magic: Wild mages operate as though one level lower per

layer of Baator upon which they stand, so on Minauros they
lose three levels in regard (o casting and memorizing spells [a
Ist=3rd level wild mage would cast no spells at ail here).
ELEMENTAL: These spells are almost always changed on (he
Outer Plahes, and Baator's no exception. The effects vary layer
by layer, but on Minauros spells of water, wind and ooze: [if
applicable] function as though cast by a wizard oné level
higher than actual, while spells of fire and earth do naot finc-
tion at all without a spell key.

Spell keys on Baator are difficult to discover and require
more and more of the caster the deeper a body goes into the
Pit. On Minauros. nine different keys- ohjects, words, gestures,
and so forth—are required for the affecred spell to function
properly. Most wizards are better off forgetting about them al-
together unless they plan on staying a while (and wha in their
right mind would do thar?).
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will allow two or three lillendi from the Staircasc at-
templ a rescue, having been alerted to the PCs’ need
when they themselves spied upon the doings of the evil
kytons (see Tale 1 for lillendi statistics).

If the PCs bring Navimas with them here to dispel the
Iron Shadow (using the knowledge gained from Ever
changing Order), the chain artisans and craftsworkers
can once again return to their work (see page 122).
Quimath is thrown intn an almost insane rage if he’'s still
alive and present. He wan't rest until the PCs are dead.

The Iron Shadow cannot be dispelled from Jangling
Hiter without the assistance of a baatezu. The characters
need the express permission, in the form of a written
contract sealed in Navimas, to banish the Shadow and
its effects. Fortunately, most haatezu will he glad to be
rid of the afMiction, which makes it more difficult to cre-
atively form plans and schemes (their forte). However,
canny bashers'll watch the fiend and her contract with a
peery eye (as they say in Sigil), for baatezu like to put
nasty clauses and tricky addendums to their agreements.
Details regarding this process can be found by reading
Ever-changing Order. Research time needed involves (21
minus Intelligence score) days of reading.

+ If the kytons have the Navimas, having taken it from
Cahm'Fel after they put him in the dead-book during
Stage & (see Tale 4), they've placed it in the rusted cask
within the Stagnation Shrine in Panos Qytel. At least
one kyton guards the hated substance at all times.

+ At Stage 5, Jazruil the hound archon dares to come to
Baator to investigate the spread of the Iron Shadow. Ob
viously, the place is inimical to him, presenting dangers
at every turn. Should the kytons or the baatezu detect his
presence, they would delight in his destruction which the
fiends would stretch out to last many painful centuries.

In this Tale, Jazriul helps the PCs in any way he can
il he comes upon them. They're obviously as out-of-place
and threatened here as he is, and Jazruil holds the simple
truth of safety in numbers dear to his soul.

Jazruil magical long sword has no bonuses here.

The hound archon travels the swaying streets of
Jangling Hiter in the form of a mangy dog or, if that
shape won't get him where he needs to go, he'll wrap his
humanoid form tightly in a concealing. hooded cloak,

4+

If the exploring mind flayers from Tale | find their way
ta Jangling Hiter, they remain as nonchalant as possible,
realizing quickly that even they do not have the power




to threaten the fiends and
kytons that dwell here
in such numbers. On the
other hand, their pres-
ence isn't inimical here as it

might be in other cities, so the illithids are able
ta explore at their leisure, perhaps even becom-
ing frequent visitors or merchants.

Usine tHe ApvenTuge InDePenpENILY: To use the
adventure presented here without the others in
the product, the DuNGEON MASTER should
probably focus on the nupperibo ex-
periment being conducted in Panos
Dytel [see page 126) rather than
dealing with the Tron Shadow,
Wherever the PCs hegin the adven-
ture, they come in contact with a tiefling woman
ramed Gibbaren who claims to have a nasty bit
of chant, She says that the kytons of Jangling
Hiter have a mysterious prisoner within a tower of
chains called Panos Qytel. This prisoner, she says, possesses
farbidden secrets of Baator and should the kytons learn the
secret, they will become a porent threat of evil.

Gibbaren is actually an erinyes baatezu. She secretly
works for Pollus Windscreamer, the city’s puppet baatezu
ruler (see page 119). Pollus knows the kytons have the nup-
peribo prisoner and that they have discovered some of its se-
crets. He seeks to stop the experiment before the kytons be-
come a threat even to the baatezu. He cannot, however, act
directly because the kytons will kill him before he can do
anything. Gibbaren has lured others into going into Panos
Qyrel. but so far all have failed (Gibbaren won't tell the PCs
that, though).

The disguised erinyes offers the PCs 1,000 gp each if
they'll help her get in and rescue the prisoner. If they accept,
Gibbaren uses her abilities to their fullest to help the plane-
walkers infiltrate the fortress (even at the risk of exposing her
true identity) and if they reach the Chamber of Ancient Hor-
tors she'll do anything she can to destroy the nupperibo
quickly and campletely. After that, she will neither help the
P(s escape nor explain her true motives. The duped gullies are
on their own in theorizing why everyone's getting so con-
cerned over such a minor fiend and in getting out of the
fortress and city alive.

Gieparen, ERinyes: AC 2; MV 12, FI 21 (C); HD 6+6; hp 41;
THACO 13 (12 with sword); #AT 1; Dmg 1d8+1 (long sword
+1; SA Anyone seeing the erinyes in its true form must save
vs. wands or flee in fear for 1d& rounds, gaze acts as charm
person spell (victims save at half their level, can only charm
one victim at a time), has know alignment always active, casts
advanced illusion, animate dead, charm person, detect invisi-
bility, infravision, invisibility, know alignment, locate object,
polymorph self, produce flame and suggestion at will, can gate
108 spinagans (30% chance of success) or 1d4 barbazu (35%
chance of success) [1x/day); SD +1 or better weapon to hir,
immune to fire and poison, half damage from cold and gas;
MR 20%:; SZ M (6" tall); ML steady (12); Int high (14); AL LE;
XP 7,000. .
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A PRIME PLANEWALKER

Special equipment: long sword +1 [Baator forged), rope
of entanglement

4 PASSAGE +@ BAA+®R +

As the planewalkers descend a flight of iron steps, it grows
darker and darker until even torchlight becomes shrouded in
shadow, Only magical light can provide illumination in this
cold region of the Staircase, and without it the PCs need to
feel their way along the rusty iron steps to reach the tiny
landing of clattering, corrosion-covered metal plates. A thick
curtain of heavy iron chains serves as a doorway. Wind Irom
the other side rattles the chains and the plates, making a ca-
cophonous, irritating sound in the chill darkness.

Baator is to the multiverse what a piercing spike is to a
bady's ribcage. The heart of regimented order and compas-
sionless evil, the plane holds the dubious distinction of being
the home of the lawful evil fiends known as baatezu. These
creatures occupy all nine layers of the plane some call Hell.
(But really, how's a body really able to say that Baator's Hell
but the Abyss or Gehenna's not? A canny planewalker knows
that they're all Hell.)

The doorway leads to the third of Baator's layers, called
Minauros. The whole of Minauros spans an infinite, fetid
swamp of mire and pollution. Rusty, acrid rain and harsh cold
winds rage more often than not above the level of the endless
bog, At its center lies the city of Minaures, as big as an entire
prime world. This huge metropolis of fiends spends eternity
sinking into the muck and slime of the layer, with its inhabi-
tants constantly attempting to keep it from succumbing to the
swamp. Baatezu wander the fields of the layer looking for
slaves that can be put to work helping in this effort,

Fortunately, those within the City of Jangling Hiter re-
main safe from kidnapping and conscription. Unfortunately.
conditions within the city are probably worse than that hor-
rible fate,
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4+ CI+Y ©F CHAINS +

Jangling Hiter, called the City of Chains or the City of Rat-
tling Madness or the Place of Chain-Torn-Flesh [depending
on who a body asks), hangs suspended from thick chains
from the darkness above the infinite bug of Minauros. The
level of the lower portion of the city lies just above the
marsh, but the chains keep the mire from
tdrawing Jangling Hiter down

into it

THE S®BNER +Ha+

creatars in cons past.

The city isn't large, particularly in comparison to the

unimaginzably huge sprawl of Minauros, the city. Only six or

seven thousand creztures call it home. It once boasted many

more visitors who came to the eity Lo trade, but their numbers

have decreased steadily as the City of Chain’s reputation

for danger and death—even by Baatorian stan-
dards—grew.

Jangling Hiter's ruler, at least in name,

is an apathetic hamatula baatezu

PE@PLE REALIZE
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Everything in Jangling Hiter—the streets, the build-
ings and all—is made from chain. The movement of the in-
habitants and constant winds around the city keep the chains
in almost continual motion. Toward the center, the movement
is subtle, although the noise of the rattling chains remains
cver-present. Al the edges or near the tops of the chain-made
towers, the swaying of the construction becomes much more
prevalent and noticeable, Thus, most of the inhabitants crowr
in the middle. The center also offers the most protection from
the rain as well, although the dripping. corrosion-filled liquid
permeates all of Jangling Hiter.

A few petitioners and off-plane mortals (humans, tief-
lings, goblins, orcs, half-orcs and others) make the city their
home, hut most of the inhabitants of Jangling Hiter are minor
baatezu, other lower-planar creatures (mostly night hags and
yugoloths), or kytons. The kytons are the true native popula-
tion of the city, and chant has it that they were its original

named Pollus Windscreamer. A baatezu superior long ago as-
signed Pollus to oversee this small city and maintain order.
Pollus knew that the commission was more a punishmeni than
a promotion, for it would entail an cternity of baredom locked
away in a city made ol rusty chains, What he didn’t realize
was thal the true natives of the city, the mysterious kytons,
had other plans for him. They hold the real power in Jangling
Hiter, quietly holding Pollus up as a figurchead. Most of the
time. Pollus uncaringly lets them run things, but lately, he's
begun to worry that the kytons have goals beyond control of
this one city.

Chant has it that the kytons are beginning to spread
throughout the planes, sometimes on some mysterious errand
and sometimes to establish small settlements in places where
no one thought to ever find kytons. Rumors also rell of (he
fact that more kytons exist, deep in the bowels of the City of
Chains (and clsewhere) than anyone had ever really guessed.
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Take a human—man or woman. Now, wrap her in thick iron
chains spatted here and there with barbs and spikes until you
can only see a hint of flesh, a glint of teeth, or a single gleam-
ing eye. Though the creature’s limbs are wrapped separately
[they're not bound, in other words), the weight of the chains
alone should render the poor human immobile.

But kytons are nat human.

One sage, who wrote a book called An Eternity in
Chains, believed that the kytons were undead creafures.
Others think that they were petitioners from Baator altered
somehow. These beliels come from the (often muddled] re-
ports that kytons resemble some deceased loved one of the
living soul who lays eyes upan them. The dark ol this is
simply that that's a kyton's idea of a joke—they possess the
ability to make a body think she’s seeing some dead friend of
relative underneath all those chains, but it just isn't
true—it's just a mind dance.

Kytons serve as the police
force, the militia, and the organized crime syndicate of Jan-
gling Hiter all at once. They hold all the power there. Even
haatezu become peery if they find themselves alone in the
wrong part of town in Jangling Hiter. The kytons would never
openly attack or threaten a baarezu (at least not yet), and in
fact, pay the fiends the lip service of being their servants.
Crossing the baatezu would mean certain doom for the ky-
tons. Nevertheless, fiends disappear in the back streets of Jan-
gling Hiter all the time,

Cl+Y LAY U+

The inhabitants of Jangling Hiter divide it into squarish
wards, including the Merchants” Quarter, the Fiends™ Quarter,
the Kytons' Quarter, and the Visitors’ Quarter, which the lo-
cals also name the Meat Quarter. Qutsiders stick to the Mer-
chant's Quarter at the heart of the city where most of the
people crowd tagether in a noisy, stench-filled morass. The
Visitors' Quarter, a body guickly realizes, has become nothing
more than a juke—it's an empty, dangerous place where fiends
and kytons prey upon anything they come across.

Cl+Y ENCOUN+ERS

As the planewalkers make their way around this Baatorian
city, they'd he wise to keep their heads low and their mouths
quiet. If they don't, they're likely to be attacked by some vi-
cious predater (kytons, baatezu, hell hounds, and the like) as
soon as they get away from the crowds. If they commit some
menumentally foolish actions, they might even draw such at-
tacks upon themsclves while in the open streets. Sure ways to
draw the unwanted attentions of the kytons or baatezu in-
clude unwarranted violence, theft, or pruperty destruction

Although an evil and terrifying place, Jangling Hiter lies
within a lawful plane—the residents and high-ups here don’t
{wig to disturbances. The DM (and the PCs) should keep the
simple rule of thumb in mind: the authorities (the kytons)
look down upon chaos, killing, and thievery. The first, the ky-
tons consider ro be dangerous; the second and third are activ-
ities within rheir right, not anyone clse’s.

While in the Jangling Hiter, the PCs can potentially en-
counter any of the following creatures (and more—and worse).
Canny cutters won't actually get into a tussle with them, but
with such an evil assortment of beings, the potential for dan-
ger and violence always exists,

Kvrons, Lesser (1d6): AC 2; MV 12; HD 4; hp 24 each; THACO
17; #AT 2; Dmg 1d8/1d8 (chain); SA Control and even attack
with any chains within 20 feet; SD +1 or better weapon to hit,
immune to cold, regenerate 1 hit point a round; SW Recover
from wounds inflicted from blessed or holy weapons at half
normal rate, flee from blessed items; MR 10%; SZ M (6' tall);
ML fanatic (17); Int low to avg
(5-9); AL LE; XP 2,000 each.

Kytons, Normal (1d4): AC2;
MV 12; HD B; hp 48 each; THACO
13; #AT 2; Dmg 1d10/1d 10 (chain); SA
Control and even attack with any chains within 20 feet; 5D
+2 or better weapon to hit, immune to cold, regenerate 1 hit
puint a round; SW Recover from wounds inflicted from
blessed or holy weapons at half normal rate, fee from hlessed
items; MR 25%; SZ M (6" tall); ML fanatic (17); Int low to avg
(5-9); AL LE; XP 6,000 each.

Lesser kylons wander around the city conducting their
strange business and carrying out tasks that only their own
twisted minds can truly understand. “Normal™ kytons are
their more common, mature counterparts that patrol Jangling
Hiter, serving as both law enforcement and civil defense. The
city has no codified law system—the kytons act as enforcer,
sentencer, and executioner on the spot. Further, the kytons
quietly travel around the city collecting money and favors
from all within Jangling Hiter as the price for “protection.”

Nuprrripos (1d12): AC 9; MV 6; HD 1; hp 5 each; THACO 19;
#AT 2 or 1; Dmg 1d2/1d2 (claw/claw) or 1dé (club or short
sword); SA Casts cause fear when united with at least nine
others against a common foe and ordered to do so by a supe-
rior; SD Regenerate 1 hit point per round, immune to mind-
affecting spells; SW Wounds inflicted from blessed or holy
weapons do not regenerate; SZ M (5 rall): ML fearless (20);
Int non (0); AL LE; XP 120 cach.

Lomunes (1d10): AC 7; MV 3; HD 2; hp 11 each; THACO 19;
#AT 1: Dmg 1d3 (bite); SD Regenerate 1 hit point a round, im-
mune to mind-affecting spells; SW Wounds inflicted from
blessed or holy weapons do not regencrate; SZ M (5" tall); ML
fearless (20): Int semi (2-4); AL LE; XP 120 each.

Nupperibos and lemures wander about in Jangling Hiter
sometimes as the entourage of a barbazu or kocrachon (see
below), sometimes on their own, probably lost. They present
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more of a danger if they're on their own, since they're prone
to attack non-baatezu (although in this context, kytons are
treated as baatezu). Fortunately for the PCs, both types ol
creatures provide new definitions for stupid, and the nupperi-
bos are blind and deaf as well, so they're easy to avoid.

Darsazt (1d3): AC 3; MV 15: HD 646; hp 42 each: THACO 13;
#AT 3 or 1; Dmpg 1d2/1d2/1d8 [claw/claw/beard) or 2dé
{glaive); SA Wounds inflicted by glaive bleed 2 hit points a
round until bound, if both claw attacks hit, beard attack auto-
matically hits for maximum damage, 25% chance to give dis-
case with heard attack, has know alignment always active,
casts: advanced illusion, affect normal fires, animate dead,
charm person, command, fear (hy touch), infravision, produce
flame and suggestion at will can gafe 2d6 abishai [50% chance
of success) or 6 barhazu (35%
chance of success) 1x/day; SD +1
weapon or better to hit, half dam-
age from cold and gas attacks, im-
mune to fire and poi-
son: MR 30%; SZ M
(6" tall); ML steady
(12): Int low (5-7); AL
LE; XP 6,000 cach.

Kocracuon (2d2): AC 2 (0 from
behind); MV 12, Fl 12 (D); HD
6+6; hp 42 each: THACO 13; #AT 3 or 2; Dmg 1d6/1d6/2d6
[claw/claw/hite) or 1d8/1d8 (two scalpels); SA alter three
rounds of study, if only one attack is made in a round, can in-
flict pain which penalizes foe’s artack and damage rolls by -4,
movement by 3 and AC by 2 for 2d6 rounds (saving throw
versus spells at -6 negates this effect), inflicts disease in vie-
tim by biting for three rounds (bend bars rolls to remove)
which is fatal in 1d3 weeks, has know alignment always ac-
live, casts: advanced illusion, animate dead, charm person,
infravision , and suggestion; SD +1 weapan or hetter to hit,
half damage from cold and gas attacks, immune to lire and
poison; MR 30%; SZ M (5 tall); ML elite (14); Int high (13);
AL LE; XP 5,000 cach,

These lesser baatezu move about Jangling Hiter with their
own individual agendas, sometimes with least baatezu servants
[see above), sometimes not. Barbazu usually carry out the or-
ders of higher-ranking fiends. Kocrachons serve as baatezu tor-
turers, so their goals in the city might be particularly unpleas-
ant. Leery of the kylons' power in the city, they usually do not
draw attention to themselves. However, if they come upan
mortals alone—particularly in the Baatezu Quarter—they may
attack hoping to feed upan or just torture their prey.

Teeinas (1d6): AC 4; MV 12; HD 4+3; hp 27 each; THACO 15;
#AT 1 or 2; Dmg 1d3 (punching) or 1d4/1d4 [two daggers) or
1d8 (lang sword); SA Casts darkness 15-foot radius 1x/day,
Type B poison coats weapon blades (inflicts 20 points of dam-

time is 2d6 minutes); SD Half damage Irom cold, +2 to saving
throws vs, fire, electricity and poison; SZ M (6’ tall); ML
steady [12); Tnt very (11): AL LE; XP 650 each.

.

These creatures hang aboul Baatorian cities looking for
their place in things, hoping to be accepted by the fiendish
side of their heritage alter being rejected by the mortal side.
Not surprisingly, the kytons and baatezu abuse these hangers-
on mercilessly. The abuse makes the tieflings even harder and
meaner than before, and ironically focuses them more and
more on gaining their tormentors’ favor.

The DM should keep in mind that normal, mortal humans
and humanoids—even including orcs and goblins—alse walk
the swaying streets of Jangling Hiter. While most of these
hashers have evil oullooks (and motives for coming to such a
place), some neutral and good-aligned mortals come Lo Jan-
gling Hiter for various reasons—usually desperate need moti-
vates such risk. The PUs won't be as alone as they think, al-
though anyone expecting someone to come to their aid in a
Baatorian city dreams wonderful but unrealistic dreams.

Hrrrcat (1): AC 6; MV 15; HD 7+2; hp 44; THACO 13; #AT 3:
Dmg 1d4+1/1d4+1/2d6 (claw/claw/bite); SD immune to
mind-controlling spells, =1 weapon to hit (magical bonuses
do not count toward damage inflicted upon the helleat), invis-
ible in bright light; MR 20%; SZ L (7" long); ML elite (13); Int
avg (9): AL LE; XP 5,000.

Hetr nounns (2d4): AC 4; MV 12; HD 4; hp 24 each; THACO
17; #AT 1: Dmg 1d10 (bite); SA -5 to foes’ surprise rolls,
breathes fire for 4 points of damage (save versus breath
weapon for half damage). on a natural 20 attack roll breathes
fire and bites in the same round; SD Immune to fire, +1 to
surprise rolls, 50% to detect hidden or invisible creatures; 52
M (5 long); ML elite (13); Int low (5-7); AL LE; XP 420 each.

These creatures wander the city on their own, although
they may serve a dark master not present at this time. A hell-
cat won't attack unless the PCs look like easy prey. The hell
hounds present a much more volatile threat, and virtually any
action can provoke the belligerent creatures into a fight.

[nes (1d3): AC 2; MV 6, Fl 18 (A); HD 2+2; hp 10 each; THACO
19; #AT 1; Dmg 1d4 (sting); SA Tail stinger is poisoned (save
or die). can polymorph into two different animal forms, casts
detect good, deteer magic and invisibility at will and sugges-
tion once per day: SD +1 or silver weapon to hit, immune to
cold, fire and electricity, saves versus spells as 7 HD, regener-
ates 1 hit point a round; MR 25%; SZ T (2’ tall); ML average
(8-10); Int avg (8-10); AL LE; XP 1,400 each.

If encountered alone, the imp carries oul the task as-
signed its master. A group of imps indicates that they are un-
affiliated and just seek 1o wreak evil. Woe to the planewalker
who underestimates a group of imps out looking for fun.

THE MARKE+ QUAR+HER

The doorway {rom the Infinite Staircase opens into a small
raom in a high tower in the Merchants' Quarter of the city.
Wind rattles the chains and causes the tower to sway vio-
lently. Rain beats down through the chain links, and the rust
and wet slime on the chains indicates that the weather is
probably commonplace.

A chain ladder guides the newly arrived characters down
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into the crowded Merchants’ Quarter, where mortals and
fiends. monsters and madmen all mill ahout looking to profii
from and to cheat the athers. gaining something for little and
staying alive doing it.

First-time visitors to the Lower Planes, particularly to the
cities found there, always express surprise al how many out-
siders fravel there o conduct business with the fiendish in-
habitants. The fact is, the fiends and other residents of the
Lower Planes often have information [usually dark secrets) or
items, substances, or goods that buyers cannot oblain any-
where clse. Jangling Hiter's no exception. Within its rattling
walls, the inhabitants hold keys to various secrets of Baator
and beyond, magic and the powers, life and death. It's also a
good place to buy chain. As absurd as it may seem tn some, a
body interested in procuring the best chain in the multiverse
cames to Jangling Hiter. Fine decorative chain, virtually un-
yielding manacles, finely wrought chain mail armor, or just
stout, unbreakable wark-stock chain can he found here in
great quantity. Additionally, the kytons produce magical
chains, armor, bindings, and other accouterments as well.

I'hus, the Merchants' Quarter teems with people bringing
their wares to trade for the goods found only here. Despite the
crowds, the numbers thin each month. Those who've been to
Jangling Hiter know thal something particularly bad and
grandiose is coming. They've seen the kytons growing bolder,
and in greater numbers—and they're wisely afraid to go back.

And now the Iron Shadow has descended upon the city.
[n many ways, in a place like this, no one can notice the
change. Jangling Hiter was never a place of inspired free-
willed thaught anyway. Nevertheless, the Shadow drains
away even the artistry of the chains, even the skilled touch of
the torturer’s knife, and even the creativity behind the plots
and schemes of the baatezu.

The effect is such that, when the PCs arrive, they see and
hear distraughr people, moaning and gasping. Some think it's
because of the curtailed production, others don't know why at
all—some aren't even aware that they do it.

“No more chain.” a dark-eyved vendor growls, closing a
curtain-like door fashioned from rattling links of metal. When
a night hag cackles angrily and retorts that she’ll tear it from
the walls of the shop if she has to, her gaze meets that of two
kyton enforcers appearing as the gloomy crowd parts. The
hag slinks away, and no one notices the PCs.

The planewalkers can make their way through the Mer-
chants” Quarter without much trouble as long as they don't
draw attention to themselves, Poking around the city, they
can see the effects of the Iron Shadow here just as in the other
Tales, but na one that they might speak with knows anything
more about it than the PCs. Most non-natives are upset by the
sudden lack of chain goods to buy and make plans to leave
(which of course threatens (o spread the Shadow). From these
hashers, the PCs might lear the location of a few portals here
in the city or nearby in the mire of Minauros, burt little else.

Discreet inquiries, probably accompanied by a fair bit of
garnish, casily produce directions to Panos
Qytel (whether the PCs know the
foriress by name or ask about
Quimath, directions to his home is the
most information that they'll obtain). Virmally
everyone in the city at least knows of Quimath.

If the PCs don't know about Panos
Qytel or Quimath yet, fortune can still drag
them into the adventure using the set-up de-
scribed under Using this Adventure Independently, near the
beginning of the Tale, The crinyes comes to the PCs and en-
lists their help in gerting into Panos Qytel in Jangling Hiter
instead of Sigil.

The trip to the fortress is fraught with danger, for it
means that the PCs must leave the relative safety of the Mer-
chants’ Quarter and enter the Kytons' Quarter. Most non-ky-
tons are attacked on sight in this section of town (lone kytons
scour the streets, hunting for interlopers). Unless the plane-
walkers are disguised as kytons (or something obviously mare
powerful than kytons) or move about invisibly, they will be
attacked by at least one hungry, chain-wrapped hunter.
They'll certainly not see any ather non-kytons on the eerily
quiet streets of the quarter.

Well, except maybe one.

While making their way through the Kyton Quarter, a
hideously ugly woman appreaches the out-of-place plane-
walkers. Named Kidkeki Tomi (Pl/ half-ore/T5/N), she at-
tempts to persuade the PCs to retreat to safety to speak with
her without running the risk of kyton artack.

She's been watching them, Kidkeki says, and can tell that
they're not from around here and certainly don't belong. She
assures them that she thinks this is a good thing, not a had
une, and attempts to put them at ease.

Kidkeki also tells them that they're obviously very hrave,
as they're wandering about the most dangerous part of one of
the more dangerous cities in the multiverse (she’s perhaps ex-
aggerating slightly, and ohviously assuming that they do such
out of bravery and not ignorance). She needs such bravery o
help her with a problem thar she's having. She explains that
she and some companions were hired by a priest of Isis named
Evren Enchaft to recover a magical item taken by kyton
raiders fram his temple in Sigil. Unfartunately, soon after
their arrival here, her comrades were slain by a group of foul-
tempered baatezu. She tells them that if they recover the item,
Priest Enchalt will certainly give them the reward he prom-
ised her—500 gp each and multiple blessings of his patron
power.

The item in question is a shield that Enchaft's priesthood
captured in battle against the forces of the evil god Set. The
item itself isn't evil, despite its name and design. Called the
spider shield, it has a black spider device on its front and pro-
vides great magical protection.

Now the kytens hold the shield in a fortress that lies
ahcad (Panos Qytel. although she doesn't knaw that's its
name), She and her group were able to learn that a secret path
(through the slime pil, see page 127) into the fortress exists,

. but it entails dropping down into the mire of

Minauros and coming in from under-
neath. By search-
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ing around, she says, the PCs can enter through a sliding
panel found in a stone chamber hanging below the fortress.

Kidkeki can’t continue any further with her quest be-
cause she has contracted a horrible disease from the bite of a
kocrachon baatezu and seeks to leave Jangling Hiter alto-
gether to find healing [even if the PCs offer a cure discase
spell, she wants to leave this horrible place]. Canny PUs cau-
tion her not to use a portal (which will spread the Tron
Shadow) and tell her about the Infinite Staircase instead.

Kidkeki's story isn't a peel—it's all true. She's interested
in seeing Evren's magical shield returned to him because she's
in love with him [although he doesn’t return her feelings). The
PCs can agree or ignore her as they will. but her secret about
getring in could prove helpful and if they head to Panos Oytel,
they'll most likely come across the spider shield. Getting it out
is another matter entirely.

PAN®S @QY+EL

Pale yellow light, flickering as it's filtered through layers of
swaying chains, reveals this foul place as a triple-towered
cathedral-like structure. It scems completely quiel. Except for
some sinister shadows (ever-present in the cily as the moving
chains cause the shadows to flicker and move], nothing
moves around Panos Qytel.

Originally, Panos Qytel was the home of Quimath and his
nine brothers, While among kytons there is no hierarchy,
Quimath and his siblings were always special. Taken under
the wings of various baatezu and taught concepts involving
plotting, scheming, research, and planning. these kytons
quickly distinguished themselves as something special. Soon,
the other kylons of the city recognized them, unofficially, as
superiors—at lcast in the sense of determining action and
planning for the future. With Jangling Hiter on the decline,
the kytons needed all the hrain power they could muster in
the area of planning.

Being kytons, however, Quimath’'s many siblings began
to grow envious, and eventually suspicious, of each other.
One by one, the brothers hetrayed and killed une another until
only Quimath and his brother Quaheim survived, They kept
their distance, for both had their own plots and schemes to
tend,

Quimath's brather held a nupperibo captive and watched
as the creature mutated into something wholly different—
something he could not identify, but which obviously had
some special, mysterious power to it. When Quimath slew his
last brother, becoming sole master of Panos Qytel, he wasn't
entirely sure why his sibling had this nupperibo imprisoned
here, but he won't let it go until he learns the dark of it.

|, Geeat Hall: The main entrance to Panos Qytel appears to be
open and unguarded, which is, of course, untrue. Passing
through a fine chain curtain serving as a door to the outside.
visitors come into a vast hall made of particularly rusty
chains. While not noticeable at first, a hody spending a few
minutes here realizes that the rust on the chains forms intri-
cate patterns on the chain walls, floors, and vaulted ceiling.

Exits from the Great Hall lead up to the galleries above,
or to the barracks, kennel, and food stores in the rear of the
fortress. :

The kytons feel safe leaving the main entrance relatively
unattended because of the horrible magical trap that waits for
unauthorized intruders. Onee an intruder has come 20 feet into
the hall, the chains around her and underneath her animate
and attack. The victim(s) must artempt three saving throws vs.
paralyzation. Each failed saving throw indicates that a chain
has wrapped around her, halding her fast. A Strength check
wrenches the held character free ol a single chain, but with the
loss of 1 hit point fram the barbs and hooks on the chains.

Qn the round following, each intruder is then attacked by
another animated chain, This ene whips at the character and
has a razor-sharp blade at the end. The chain attacks with a
THACO of 16; a character bound in place loses all Dexterity
and shield bonuses to Armor Class. The whip-blade inflicts
1d8 points of damage and continues to attack until the char-
acter leaves the hall or ren rounds have passed, whichever
comes first. The kytons in the barracks have a cumulative
10% chance per round of hearing the activated trap and com-
ing to investigate.

A dispe! magic spell sends all animated chains in the area
of effect back to their proper positions and renders the trap
inert for ten rounds.

2. Seconp-FLOOR Enriances: These entrances to the fortress
connect to chain bridges and thus to other parts of the Kyton
Quarter. A kyton guard stands watch over each, hiding amidst
the chains. Loyal to Quimath, these kytons fight to the death
defending their posts.

1. Kyion Bareacks: A total of fen lesser kytons and twelve
normal kytons (beside Quimath) live in Panos Qytel. All of
them rest here, when they need sleep, in chain hammocks. For
the mosl part, however, most of them spend little waking time
here. Usually, a body'll find no more than 1d4 lesser and
probably one normal kyton in the barracks, with at least hall
of them asleep.

Kyviron, Lesser: AC 22 MV 12; HD 4; hp 24; THACO 17; #AT 2;
Dmg 1d8/1d8 (chain); SA contral and even attack with any
chains within 20 feet; SD +1 or better weapon to hit, immune
to cold, regenerate 1 hit point a round; SW Recover from
wounds inflicted from blessed or holy weapons at half normal
rate, Ree from hlessed items; MR 10%; SZ M (6" tall]; ML la-
natic (17): Tnt law to avg (5-9); AL LE; XP 2.000.

Krron, Nowmal: AC 2; MV 12; HD 8; hp 48; THACO 13; #AT L
Dmg 1d10/1d10 (chain); SA control and even altack with any
chains within 20 feet; SD +2 or better weapon to hit, immune
to cold, regenerate 1 hit point a round; SW Recover from
wounds inflicted from blessed or holy weapons at half normal
rate, flec from blessed items; MR 259%: SZ M (6" rall): ML fa-
natic (17); Int low to avg (5-9); AL LE; XP 6,000.

4. Here Hounp Kenwer: Quimath keeps a small foree of hell
hounds to serve him as hunting hounds or guardians. Each
has a complex chain-link tattoo that covers its entire hody. If
something powerful threatens the fortress, the kytons release
the hounds and tell them to defend the halls or hunt down in-
truders (whichever is appropriate), The hounds split up into
two packs of four while following either command.
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I'he kennel holds eight hounds and is littered with
gnawed bones and smatterings of dried blood.

Here nounns (8): AC 4; MV 12; HD 4; hp 24 each; THACO 17;
#AT 1; Dmg 1d10 (bite); SA -5 to foes’ surprise rolls, hreathes
fire lor 4 points of damage (save versus hreath weapon for
half damage), on a natural 20 attack roll breathes fire and
bites in the same round; SD Immune to fire. +1 to surprise
rolls, 50% to detect hidden or invisible creatures; SZ M (5'
long); ML elite (13); Int low (5-7); AL LE; XP 420 each.

5. Lo Stores: This grisly chamber holds food for the kytons
of the fortress. Human and humanoid corpses, most still fairly
fresh, hang from the high ceiling (20 feet from the floor), sus-
pended by barbed chains. The kytons simply use their own
chains to climb up and feast when they're hungry. Keeping
the food suspended keeps it away from a hell hound that
might get lonse and come in, or from scavengers like rats,
stray hounds, and so forth.

6. Gavliries: These long halls display the lurid bone-and-gris-
tle art of the kytons. On rare occasions, an inspired kyton
takes its prey, rearranges the bones in an abstract way, covers
it all in gore left over from the kill, and then wraps in it thin
chain so that it all dries. The kytons ol Panos Qytel hang their
art projects here in the gallery—but not until they are very dry
(ar their comrades tend to tear them apart to eat them).

7. Enpry Cuamiers: These were the personal
rooms of Quimath's brothers. now all dead—
each one bhetrayed by another brother,

8. Quivari's Cuamair: This small
chamber holds the chain ham-
mock where Quimath sleeps
and his personal food store
(a rotting tiefling corpse
lies tied in chains near the
bed).
Underneath the
corpse, Quimath
keeps his personal
treasury (obscured
by the chains of the
floor). Inside an
iron urn stopped
with a stone cap, in-
truders can find 534
gp, a 100 gp jeweled
comb, a 150 gp silver
headband, and six 100
£p gems.
Under the urn is a
treasure recently un-
covered by Quimath’s
agents infiltrating a
temple in Sigil hop-
ing to discover
some informa-
tion aboul the
Iron Shadow.
When they found no useful lore, they tonk a magical item in-
stead—the spider shield told of by Kidkeki.

The spider shield acts as a shield +1 no matter where in
the multiverse it is localed, Further and more importantly, it
conveys 15% magic resistance upon the user. Unfortunately,
it has a drawback. The shield draws spiders. In normal life,
this means that the owner is plagued with pests. If near more
dangerous sorts of spiders, however, they are drawn to the
shield as well, attacking the owner in favor of other targets
and gaining a +1 atrack bonus, The range of this power ex-
tends immediately to about 500 feet, but can also (at the DM's
discretion) draw spiders from Farther away over time. Only an
absolute addle-cove would bring this shield into the Demon-
web Pits of Lolth on the Abyss.

9. Tower OnE—THE STAGNATION SHRINE: The bottom of the tower
is empty, with a chain ladder running up through it leading to
a room at the top. The top room is a shrine constructed by
Quimath to focus his energies toward his goal of mastering
the Iron Shadow. He uses the room to meditate, contemplate,
theorize, and study.

Quimath has placed three iron cobras within the chains
of the floor, waiting and watching for intruders. These partic-
ular creations are unique to Jangling Hiter, for their bodies
are animate chains topped with iron, snakelike heads sporting
poisonous fangs. They attack any non-kyton entering the
room, reducing the intruders' surprise rolls by -4 due to their
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ability to blend in with the metallic chains.

In the room’s center, the kyton has erected a sort of altar,
although it's hardly recognizable as such o a non-kyton.
Strands of barbed chain crisscross every which way; dark
smelling incense burns in brazier suspended in the middle of
the rangle of chain. A small, rusty cask lics below the brazier,
but reaching the cask requires getting through the chains and
their spikes. A Wisdom check at a -2 penalty provides a char-
acter with an idea of how to move the chains in such a
way as to lay hands on the cask wirhout cutting
herself. Without the check, a char-
acter suffers 1d6 points of dam-
age from the spikes and barbs be-
fore the cask can be pulled away.

The rusty iron cask is locked
and Quimath has the only key. He's

rate, flee from blessed items; MR 259; SZ M (6" tall); ML fa-
naric (17); Int high (14); AL LE: XP 7,000.

10. Towek Two—CHAMBEF ANciENT Horrors: Like the other
tower, most of this struuurc is empty, except for the top
chamber. However, the stairs leading to that reom have a trap
placed upon them to ward off intruders. The trap simply
loosens the chains under the climbers’ feet so that they slip
down hetween them up to their ankles or even

shins. Then, horrible blades scythe under
the level of the chains to slice at the
trapped limbs.

When the trap activates, all
potential victims must make suc-
cessful saving throws vs. par-
alyzation to avoid slip-

also poisoned the lock so that anyone at- SEEMS LIkE A LB+ ping down into the
templing to pick or force it open is pricked DF +REPUBLE chains that compose the
by a tiny barb coated with Type B [US+ H&LD stairs, Characters wha fail

oison (onset time of 2d6 minutes, — ) ey their saving throws become trapped until
g FA+ LI++LE FIEND. 5 3

20 points of damage inflicted il
saving throw is failed, 1d3 points
of damage if successlul). Inside, the
cask holds some of
Quimath's most val-
ued treasures: a

wand of chaos de-
tection (as the spell de-
tect evil except that the
wand deiects chaos; it has
23 charges) and a flask ol vil of
devildeath (when coated on a weapon, the
weapon becomes a +5 weapon inflicting douhle

damage against baatezu, tanar'ri, or yugoloths—the oil rubs
off after a successful strike, but the flask holds enough for
twelve applications).

Shelves made of iron platfurms suspended by chains
haold a small collection of books. Close examination reveals
their topics as dealing with the forces of order, of obedience
and stagnation, and of the strong ruler over the weak. Addi-
tionally, if the kytons managed to seize the copy of Ever-
changing Order in the Mirrored Library (see Tale 7), it will be
here on these shelves now.

If Quimath is in Panos Qytel, he's more than likely here,
in his sanctum. Perhaps studying or simply meditating,
Quimath spends most of his time here rather than in his
chambers.

ETICR 5 (3): AC 0; MV 12; HD 1; hp 5, 4, 3; THACO 19;
#AT 1 Dmg 1d3 (bite); SA Poisonous hite (enough for three
bites; victim must save vs. poison or die in 1d6 rounds), SD
Immune to mind-influencing spells, webs, nonmagical weap-
ons inflict only half damage; SZ S (3" long); ML steady (12);
Int non (0); AL N; XP 420 each.

Quiviats: AC 2; MV 125 HD B; hp 48; THACO 13; #AT 2; Dmg
1d10/1d 10 [chain); SA Control and even artack with any
chains within 20 feet; SD +2 or better weapon to hit, immune
to cold, regenerate 1 hit peint a round; SW Recover from
wounds inflicted from hlessed or holy weapons at half normal

— QUIMA+H,
uren DISCOVERING
+HE CHAMBER or
ANCIEN+ H®RRO®RS

a bend bars roll successfully frees them (the
hold is very strong). Meanwhile, scything
blades slash and cut. Trapped characters
suffer 1d10 points of damage per round
and must attempl saving throws
vs. death magic. If a trapped
character fails her saving throw,
the poor sod loses her foot io the
trap (but is freed). If the charac-
ter makes a successful saving
throw, the foot remains intact
bur the blade keeps cutting
for another round, inflicting more damage and
requiring another save. The trap continues until the victims
are freed —one way or another.

A character with severed feet necds immediate atten-
rion. The victim must make a system shock roll or fall un-
conscious for 1d100 minutes, Bandaging the severed ap-
pendage must be accomplished within 3 rounds or the
wounded character dies from shock and blood loss. Dexter-
ity is reduced by 2 points and Constitution by 1, both per-
manently. The character faces a week of bed rest, although
hardy and willful characters can push themselves for up to
10 minutes per point of (reduced] Constitution hefore they
collapse from exhaustion and pain. During this time, they
suffer a -4 penalty to all rolls (atrtack, damage, saving
throws. ability checks, etc.) and cannot move faster than a
movement rate of 3 without assistance.

After the proper amount of healing, the unfortunate
basher can learn to walk at a movement rate o’ 6 [a prosthetic
foot ar peg, often made of wood, increases this to 9, but does
not restore ahility loss). A regeneration spell negates all of
these penalties as il grows a new foot for the character.

The tower room holds a single nupperibo, trussed up in

" thick black chains of particularly strong construction. Plane-

walkers who know a little of the chant regarding baatezu can
recognize that this is no ordinary nupperibo. For one thing, it
mewls in pain and frustration at its predicament. Nupperibos
are mure. Further, it looks at the PCs as they enter the room.
Nupperibos are blind.
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Quaheim was given (his nupperibo by a nycaloth yu-
goloth as a mysterious gift. When the kylon saw that the
creature exhibiled extraordinary qualities for its kind, he be-
lieved that it was a slain haatezu high up accidentally put into
the form of this least baatezu when its spirit was returned to
Baator. He quickly hid it away in the tower, hoping o gain in-
formation or ransom for it.

Quaheim was wrong. What the yugoloths gave him was a
maturing nupperibo. The baatezu covertly change nupperibos
into lemures before they can mature. Nupperibos are neither
real baatezu nor petitioners. Instead, they are a race indige-
nous to Baator, older than even the baatezu. Only a few of the
highest ranking baarezu (the Lords of the Nine and perhaps
some of the Dark Eight) know this secret, and seek 1o never let
a nupperibo mature into one of these rival baatorians. Rumors
exist of these creatures, sometimes called ancient baatorians,
inhabiting far-flung and iselated portions of the plane.

And now one grows within Panos Qytel.

The maturation of a nupperibo, even to the stage that
this one has reached, requires nearly uncountable centuries.
The yugoloths have heen holding this captive for a long time,
and now they've given it to the kytons—perhaps hoping (o see
the kytons strike against the baatezu and create an internal
war on Baator. Perhaps their motives are something else en-
tirely. (No one ever really knows for sure...)

As the PCs enter, the creature tfurms toward them. After a
few moments, it pleads with them ta let it go, but in a tongue
foreign to all ears, If they do not respond, it begins to alter its
shape, proceeding to the next stage ol its development. Sud-
denly, the pale, bloated stomach of the disgusting creature
bursts open, and dozens of tiny, pinkish tendrils shoot out, at-
templing to grab the chains which confine it, the PCs, and
anything else in the room.

Fach round, the baatorian has a 10% chance to burst its
bonds. Until it does so, it attacks everyone in the room. Once it's
free, it attempls to flee the citadel. This actually works to the ad-
vantage of the PCs, because all of the kylons' attentions will be
drawn to the cscaping “nupperibo” rather than to them for at
Jeast the next 10 to 15 minutes (whether the kytons capture the
creature, if there's no PC intervention, is left up to the DM).

Tup “NUPPERIBO,” MaturinGg BaaTorian: AC & (10 while in
chains); MV 12 (0 while in chains); HD 6; hp 35: THACO 15;
#AT up to 10; Dmg 1d6 (10); SA Touch drains 1 point of
Constitution (recovered later at a rate of 1 per 10 minufes of
rest); S Immune to cold, fire, and electricity, regenerate 1 hit
point a round; SW Recover from wounds inflicted from
blessed or holy weapons at hall normal rate; MR 15%; SZ M
(5’ tall); ML unsteady (5); Int low (7); AL LE: XP 2,000.

11 Tower Tigie—TiEe Prison: The third tower, the largest of the
three, holds the other, more conventional, prisoners of the ky-
tons. Currently, there are two: a hill giant named Derm who
simply wandered through the wrong portal by accident one
day and found himself in this hellish city of chains, and a
kyton named Temrian.

Derm's shackled here with particularly stout chains in
the lower portion of the tower. If the PCs can communicate
with him (he speaks only hill g'}anr]. he'll agree Lo almost any-
thing they say il they'll only promise (o set him free. He'll

keep the promise only as long as it takes to get out of Jan-
gling Hiter, however—nat that he’s necessarily lying when he
speaks to the PCs, but once out of danger, his inherent nature
gets the hetter of him and he'll not be satisfied with helping or
even hanging around a bunch of little creatures like the PCs.

Temrian is bound with good, strong rope (he could con-
trol chains) and suspended fram the ceiling. He's blindfolded
so that he cannot see the chains of the room he’s in, Temrian
was placed here because he works for the baatezu. He turned
stag on his own kind for fiendish favors, agreeing to spy on
the activities within Panos Qytel. He was caught. Quimath
keeps him for questioning, hoping to get information out of
the spy. So far, he's been unsuccessful, but eventually the ky-
tans will learn that Temrian works for Pollus Windscreamer,
figurehead ruler of the city, and that he was the source of the
information fed to the erinyes Gibbaren.

Temrian alsa agrees to anything to be set free, but turns
stag on the PCs (see the pattern in his behavior) to attempt to
get in the good graces of Quimath once again. It won't work,
but it may be the undoing of the PCs if they trust him too
much. If freed, Temrian can gather chains to wrap himself in
from those that make up the prison fower.

Drew, HiLl Giaxt: AC 5; MV 12; HD 12+1d2; 26 hp [down
from 49); THACO 9: #AT 1; Dmg 1d6 or hy weapen +7 (il
given a suitable weapon]; SA Hurl rocks for 2d8 points of
damage up to 200 vards away; SZ H (16" tall); ML elite (13);
Int low [6); AL CE; XP 3,000.

Temmian: AC 2: MV 12; HD 8; hp 45; THACO 13; #AT 2; Dmg
1d10/1d10 [chain); SA Contrel and even attack with any
chains within 20 feet; SD +2 or better weapon to hit, immune
to cold, regenerate 1 hit point a round; SW Recover from
wounds inflicted from blessed or holy weapons at half normal
rate, flee from blessed items: MR 250%; SZ M (67 tall); ML fa-
natic (17); Int low to avg (5-9); AL LE; XP 6,000,

12, TE St Pris: Below the fortress, Quimath keeps a spe-
cial, secret chamber not made of chains at all, but of stone.
The chamber dips down into the mire of Minaures, but is
sealed tight. This chamber, essentially a deep pit, has a few
monsters inimical to Jangling Hiter and kyrtons in general—
creatures that devour or corrode metal. Within this slimy pit,
a black pudding and two gray oozes wait, imprisoned.
Quimath sees that they are fed enough 1o stay alive, waiting
for a time to use them Lo estahlish himself as master of all ky- -
tons—they would make potent threats. He's hoping to ahtain
one of the fabled rust monsters told ol in kyton horror fales,
but he's su far been unable to do so.

A sliding stone panel allows entrance (or exit) to this
room from the surrounding bog.

Brack rupning: AC 6: MV 6; HD 10; hp 54; THACO 11; #AT 1;
Dmg 3d8 (corrosive attack); SA dissolves wood, metal, and
flesh; SD immune to acid, cold, and poison, lighting and
blows from weapons break the creature in two; SZ M (5" di-
ameter); ML fearless (20); Int non- (0); AL N; XP 2,000.
Notes: Touch dissolves a 2-inch thickness of wood, cloth,
or leather in one round, Chain mail dissolves in vne round,
plate mail in two rounds. Magical items last one extra round
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per plus, Weapons striking the pudding
must save vs, acid or be destroved,

A blow from a weapon or a strike
from a holt of lightning divides the
creature in two, each with the same
hit dice, THACO and damage rating,
but only half the vriginal creature’s
hit points (round up).

[ SP—

G ooz [2]: AC 8; MV 1: HD
343; hp 15, 14: THACO 17; #AT
1; Dmg 2d8(corrosive attack): SA
Corrodes metal (chain mail in
one round, plate mail in two, one
additional round for each plus of
magical
armor); 5D
Immune o
spells, fire
and cold, weap-
ons striking the
00Ze musl Save vs.
acid or be destroyed.;
SZ M (6" across); ML
average (10]; Int ani-
mal (1): AL N; XP
270 each.

ESCAPE

FROM
4
R - BEAA+OR ¢
Eﬁ‘r Once the PCs have
T explored Panos

Qutel and learned
some or all of its secrets (and
& perhaps put the threat of

Quimath to rest conclu-

sively), they’ll probably

want to escape from Jangling

Hiter as quickly as possible.

A return trip to the doorway

back to the Infinite Staircase

probably entails a fair bit of

danger, for the planewalkers need

to cross through the Kyton Quar-
ter alone again.

A portal to the Outlands City of
Sum of All waits in the Merchant's
Quarter, although it functions only
while Sum of All exists [see Tale 7).




'] rAL-Es FROM +HE
) [NFINI-I-ESj-l-AIRCAsE
by Monte Cook

THE INFINI+E S+AIRCASE IS A PLANEWALKER'S DREATI.
BU+ A DREAIM CAN +URN IN+® A NIGH+MARE. . ..

Stretching to every plane imaginable, the Infinite Staircase is one of the best-kept
secrets of planar travel in the ‘multiverse. Watched over by the mysterious lillendi, the
Staircase stretches in all directions, bending back upon itself to form the ultimate thtee-
dimensional maze — and every landing where the Staircase stops, a doorway to a new
planar location awaits the traveler.

The chaotic morass of energy and matter filling Limbo holds a dark secret — the same secret found
in the depths of Baator, in an underground formian hive-city on Arcadia, and in a battle-torn
githyanki fortress on the Astral Plane. Using the Infinite Staircase, a group of planewalkers must
travel to these far-flung locations, and elsewhere, to learn of a new threat to the planes — and stop
it. Even exploring the Staircase itself can be dangerous, particularly when it's ravaged by a barmy
fiend and an even crazier sorceress.

Tales From the Infinite Staircase features eight separate but linked adventures presented in a new format.
The adventures can be played in any order, yet each scenario impacts upon and changes those played
after it. Further, the PCs can return to the individual scenario locations and find that conditions have
changed so that more adventuring is possible. Each of the eight adventures can also be played separately.

Tales From the Infinite Staircase can be linked with the epic adventure from the FORGOTTEN
REALMS® setting, For Duty & Deity, wherein the heroes must traverse the Infinite Staircase to reach the
foreboding realm of Graz'zt, a wicked lord of the Abyss.
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