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Welcome to the Codex of the Immot-
tals! In this book, we’re going to describe
everything DMs and players need to
know in order to use Immortals in a
DUNGEON & DRAGONS® game cam-
paign. Since the Wrath of the Immortals
set involves high-level characters, you
will need the D&D® Rules Cyclopedia in
order to use these books to their fullest
advantage.

Arrangement of the Codex

The Codex of the Immortals is ar-
ranged this way:

What Are Immortals? explains what
Immortals ate and the role they play in
mortal campaigns.

Immortals of the Known World de-
scribes those Immortals who are most ac-
tive in the Known World and HOLLOW
WORLD® settings. These Immortals rep-
resent a wide variety of personalities and
interests and can easily be adapted to
other campaign settings.

Becoming Immortal discusses the
means by which mortals—player charac-
ters and NPCs alike—can become Im-
mortals.

The Immortal Character Class explains
in detail the powers and special abilities
Immortals possess, including many new
spells.

The Immortals Campaign describes
ways to run a campaign where the player
characters are Immortals, as well as advice
on how to design scenarios for characters
whose powers so far exceed those of any
mortals.

Artifaces tells how to create artifacts,
those most dangerous and powerful of all
magic items.

Monsters details powerful creatures
that will normally be found only in
Immortal-level campaigns, either in the
company of Immortals as their servitors,
or as their foes.

Planes and Dimensions talks about the
planes of existence and the special prop-
erties of each. It also explains the concept
of alternate dimensions. Included in this
chapter is a description of Pandius, the
City of the Immortals.

For Owners of the Original
Immortalis Set

Owners of earlier D&D® products
dealing with Immortals, especially the
original Immortalsboxed set (now out of
print), should be aware that a number of
rules have been changed in this revision:
whenever a conflict between sources oc-
curs, the DM™ should follow the rules
given here. The rules also supplant those
given in the D&D® Rules Cyclopedia.

The Sphere of Matter is no longer lim-
ited to human characters. Immortals of
this Sphere can have originally belonged
to any species or character class, just as
with the other Spheres.

Although each Sphere favors one char-
acter class, members of any character class
may attempt to achieve Immortality in
any Sphere.

The experience level structure for Im-
mortals has changed. Immortals now
have 36 experience levels, much like
mortal character classes. These are
arranged in six tiers: Initiate, Temporal,
Celestial, Empyreal, Eternal, and Hier-
arch.

There is no longer any limit on num-
ber of Immortals who can exist at specific
experience levels, and there are no
“Olympics” to determine who achieves
higher experience levels. Most impor-
tantly, the term “Hierarch” no longer
applies to the single highest-ranking Im-
mortal in a Sphere but to ail Immortals of
31thlevel and above.

Spells no longer belong to any specific
Sphere. Instead of players having to keep
track of the relationships between spells
and Spheres, any Immortal can choose to
cast any spell.

The definitions of Planes and Dimen-
sions have been made much simpler;
terms such as “tetraspace” and their ilk
have been removed from the game. The
“bias” rules have also been removed
from these guidelines; each plane can
now have completely individual effects
on magic and the effects of the various
Spheres.

There is no longer any specific mean-
ing to Immortals’ names, and Immortals
do not acquire new names at various ex-
perience levels. Nor are fledgling Immor-
tals forced to chose a new name to
distance themselves from their mortal
identities, although most choose to do
s0.

Last Notes

It’s a good idea to have a rough famil-
iarity with this 1ulebook before moving
on to the adventure in Book II, but it’s
not absolutely necessary; DMs wishing to
run an adventure involving Immortal
NPCs will find most of the information
they need to know in the first two chap-
ters of this book.

For now, though, just turn the page to
find out all there is to know about the
Immortals.

Much of Codex of the Immortals is
drawn from the previously-published
work of several game designers, in-
cluding Jim Bambra, Robert J. Blake,
Bruce and Beatrice Heard, Frank
Mentzer, Tom Moldvay, Douglas
Niles, Ken Rolston, Carl Sargent,
Gary Thomas, and many other au-
thors who contributed Immortals to
the Known World setting.

Thanks also go to Matk Bennett and
Thomas J. Mahaney II for commen-
tary and criticism.




this chapter, we'll discuss what Im-

: rtals are and what they do in a
standard D&D® campaign—a campaign
where all the player characters are mor-
tals. Later in this book, we’ll talk about
using PC Immortals as the basis for a
campaign.

Definitions

First, let's quickly define a few terms
which we’ll be using in Wrath of the Im-
mortals.

Hierarch: a senior Immortal, one who
has considerable influence within his or
her Sphere of Power.

Home Plane: the plane to which the
Immortal’s life force is attached and to
which it always returns. An Immortal
“killed” anywhere else is simply ban-
ished back to his or her home plane; an
Immortal killed on his or her home plane
is forever destroyed.

Immortal: a powerful being who does
not age or die and who serves a Sphere of
Power. All Immortals were once mortals
like the player characters, although some
have been Immortal for so long they have
forgotten the species to which they origi-
nally belonged.

Prime Plane: the plane where most
campaign worlds are situated, including
the Known World and HOLLOW
WORLD® settings. The Prime Plane is an
entire universe, capable of holding an in-
finity of separate campaign worlds.

Sphere of Power: one of the five basic
forces that compose all of reality: Matter,
Energy, Time, Thought, and Entropy.
Each Immortal serves one Sphere and
draws his or her power from it.

Sponsor: an Immortal who helps a
mortal achieve Immortality.

What Immortals Are

In the D&D® game Known World set-
ting, Immortals are magical beings of
great power. Some are patrons of heroes;
some are sponsors of villains; some are
the representatives of certain natural
forces or personality traits.

All Immortals were once mortal be-
ings, whether humans, demi-human,
humanoid, or other. During their life-
times, they discovered that there was an-
other, higher level of existence and set
out on a path to attain that level.
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They besceched Immortals to become
their patrons; they undertook quests sig-
nificant to those Immortals; and those
who survived, when they were wise and
experienced enough, attained Immortal-
ity in one of the five Spheres of Power.

Immortals do not die of old age, disease,
or damage, though it is possible for one to
perish under special circcumstances. They
do not need to eat, drink, or breathe, al-
though they enjoy these activities.

They possess abilittes which mortals
can only dream of, including casting
spells which are far more powerful than
mortal magic. They are not affected by
magic cast by mortals.

They live in fantastic planes of exist-
ence and only interact with the Prime
Plane when they want to.

Immortal Goals
An Immortal’s goals are

(1) To advance the influence of his or her
Sphere,

(2) To gatn personal power, and

(3) To achieve personal goals.

Immortals advance the influence of
their Spheres by countering the activities
of the Immortals of other Spheres and by
learning more of the way the multiverse
works than representatives of other
Spheres.

They gain personal power by serving
greater Immortals, who may reward them
with additional power; by adventuring
and learning, thus making themselves
mote powerful; by giving power and sup-
port to their mortal followers, thereby in-
creasing their influence; and by
countering the activities of enemy Im-
mottals who might seek to hinder these
goals.

Immortalsalso have personal goalsand
interests. Sometimes those interests may
be related to the character’s mortal life—
for example, an Immortal who was a war-
rior might promote fighting abilities and
warlike behavior in her followers, just as
an Immortal who belonged to the an-
cient Traldar people might be a patron of
the descendants of that culture. Some-
times those interests are the result of the
character’s personality: one Immortal
might be in love with another and work
to help her in any way he could, even if
the wwo belong to different Spheres of

Power; another might despise a specific
Immortal and work against him at every
opportunity, even if they are of the same
Sphere.

Immortal Opponents

With their infinite lifespans and great
power, Immortals have all the time and
influence they need to accomplish all
their goals. Only one thing stands in
their way:

Other Immortals.

Not all Immortals have the same goals;
often they have conflicting desires. They
don't all get along as friends and allies,
any more than do all fighters or all
magic-users. Consequently, they often
work at cross-purposes. If anything can
keep an Immortal from accomplishing
his or her goals, it's another Immortal
with an opposed goal.

Nor do Immortals just confine their
conflicts to themselves. Immortals med-
dle. They set goals which involve the
Prime Plane, and in so doing, they inter-
fere in the lives of mortals, monsters, and
other Immortals— anyone who stands in
their way and anyone whose help they
want to further their ends.

This basic conflict is the source foralot
of trouble on the Known World... and
the basis for a lot of adventures which
player-characters will encounter.

What Immortals Aren’t

There’s one important thing to re-
member when DMing Immortals in a
campaign:

Immortals are not monstets.

That might sound self-evident, but
this statement is trickier than it looks.

In the D&D® game system, a “mon-
ster” is any creature or character con-
trolled by the DM-—that's the official
definition.

But in the minds of many players, a
“monster’” is also anything which the
PCs kill or capture in order to thwart
plans, gain experience, and take loot. It's
this definition that does mot apply to
Immorrals.

Many DMs will be tempted to throw
Immortals up against their high-level
player-characters in direct conflict: the
heroes get to the end of the adventure,
knock down the doors of the throne




room, and there's an evil Immortal seat-
ed on the throne. The Immortal jumps
up, makes a few nasty pronouncements,
attacks the heroes, and is ultimately cut
down...

If you take this approach, then the
players will simply regard Immortals as
extra-powerful monsters. They won’t
have any respect for the Immortals,
won't have any fear of them, and won't
feel any awe and majesty when the Im-
mortals appear in a campaign.

There are better ways to use Immortals
in a campaign, and this chapter tells
how.

The Spheres of Power

We’ve mentioned here and in the
D&D® Rules Cyclopedia that each Im-
mortal belongs to one of five Spheres of
Power. Let's discuss what that means.

The Five Spheres

The multiverse—the combination of
all known planes—is made up of five in-
gredients: Matter, Energy, Time,
Thought, and Eatropy. These are the five
Spheres of Power.

A Sphere is not the same as a plane. A
Sphere of Power does not exist as a place;
characters can never go to the “Sphere of
Matter,” for example.

Instead, a Sphere is an ingredient.
Every plane is made up of all five Spheres
of Power, but each plane contains a dif-
ferent balance. Planes that have a high
proportion of Energy tend to be more
magical than those dominated by Matter,
planes dominated by Time more orderly
than those with a large component of
Thought in their make-up, with any area
that comes under Entropy’s sway soon
crumbling into decay.

The Sphere of Matter is closely related
to the element of earth. Its purpose is to
withstand destruction and decay. This
sphere stands for sturdiness and stability.
Matter is the building block of all things.
Rich in variety, Matter is easily mutable
to any form. Matter is opposed to Time's
efforts to cause change and provides
Thought with existing order.

The Sphere of Energy is closely related
to the element of fire. Its purpose is to
create more energy and activity. Energy is
dynamic and highly active. It seeks to al-
ter and transform things, consuming
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Matter, speeding up Time, and exciting
Thought to release more energy. Highly
temperamental, Energy is also very crea-
tive, channeling magical energies to
bring new things into being. Energy is
opposed to Thought's efforts to control it
and seecks to transform Matter at the
highest possible level despite the ravages
of Time.

The Sphere of Time is closely related to
the element of water. Its purpose is to
promote change in all things while re-
maining unchanging itself and to main-
tain the flow of time. Time is
everywhere, ebbing and flowing, recy-
cling the lessons of the past to remind the
present. It is a creative, shaping force
causing change through aging and re-
birth. Time is opposed to Matter's efforts
to withstand change, consumes Energy
over time, and teaches Thought the les-
sons of history.

The Sphere of Thought is closely re-
lated to the element of air. Its purpose is
to understand all of existence and to
make all other Spheres its tools. Thought
is the very essence of self-consciousness.
It is realization, philosophy, and under-
standing. Thought seeks to analyze and
understand everything in order to ma-
nipulate the other powers of the multi-
verse. Thought opposes the chaotic
excesses of Energy and attempts to gain
control of Time to create form and order
in Matter.

The Sphere of Entropy is not related to
any element. Entropy is the weakening of
the fabric of the multiverse: rot, weather-
ing, disintegration. It seeks to bring all
things to a stop, causing oblivion. Its
purpose is the ultimate destruction of the
multiverse. The four other Spheres of
Power oppose Entropy but cannot de-
stroy it, since to do so would unbalance
reality and bring about their own de-
struction as well. At the same time, En-
tropy itself can not exist without the
presence of the other Powers, so it seeks
first to subjugate before bringing about
oblivion. Enwopy seeks to destroy Mat-
ter, dissipate Energy, stagnate Time, and
stifle Thought.

The multiverse is best setved when
there is balance between the Spheres of
Power. If one Sphere should ever gain an
overwhelming dominance over the oth-
ers, all would suffer, for balance between
all the Spheres is necessary for harmony.
Thus, while each Sphere constantly

strives to advance and grow, the other
Spheres try to maintain the balance by re-
tarding or countering an opposing
Sphere’s growth.

Spheres and the Immortals

Each Sphere is a source of power. Every
Immortal is a servant of one, and only
one, Sphere. In order for a character to
become an Immortal, he or she must first
gain the patronage of an existing Immor-
tal. That Immortal is che servant of one
specific Sphere, and if the character at-
tains Immortality he or she will become a
servant of that same Sphere.

Immortals belonging to the same
Sphere have a common interest—the
presetvation and advancement of their
Sphere. But they’re not a tightly-knic
team of co-workers. In life, they be-
longed to different species, different
character classes, different alignments.
They’ll wotk together for the benefit of
their Sphere, but they may be simultane-
ously plotting against one another for the
advancement of personal plots and pri-
vate interests.

Spheres and Alignments

In three of the spheres (Matter, Energy,
and Time), one alignment is dominant;
in the other two (Thought, Entropy) no
alignment dominates.

But even though most Immortals in a
given Sphere may be of the same align-
ment, there will always be exceptions. In
other words, although the Sphere of En-
ergy favors the Chaotic alignment, there
are still Immortals who serve that Sphere
who are Lawful or Neutral. A Sphere’s
preference simply means that most indi-
viduals serving the Sphere will be of that
alignment.

Marter tends toward the Iawful align-
ment (order and form in all).

Energy tends toward the Chaotic align-
ment (disorder and uniqueness).

Time tends toward the Neutral align-
ment (seeking change, but at a steady,
controlled rate).

Thought does not favor a single align-
ment, but is equally disposed to all align-
ments.

Entropy does not favor any alignment,
but only beings who are of evil disposi-
tion willing serve Entropy.




Limitations On
Immortals

The Immortal Hierarchs have long rec-
ognized some important facts.

First, since they were once mortals them-
selves, they realize that the Prime Plane
would not produce fit candidates for Im-
mortality if it were directly ruled by Im-
mortals. Such a situation would result in
generations of mortals who dared not
rebel, who could easily and conveniently be
kept in the dark about the ways of magic,
who would increasingly rely on their Im-
mortal rulets to solve all their problems.
Within generations, mortals would be
pets, and no worthwhile candidates for Im-
mortality would ever appear again.

Second, Immortals are much more du-
rable than mortals are. An Immortal can
destroy a mortal with comparative ease,
and might do so out of irritation or by
sheer accident. Most of these Hierarchs
recognize that mortal life is unfair
enough; a world where Immortals were
constantly harming or destroying mortals
would be even more unfair.

So the Immortal Hierarchs, long ago,
established a rule among themselves:

&
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On the Prime Plane,
Direct Action Against Mortals is
Forbidden.

This does not mean that Immortals
cannot meddle in the affairs of Prime
Plane worlds. It does mean that
Immortals—all Immortals—are forbid-
den to go to the Prime Plane in Manifes-
tation Form in order to accomplish their
goals. It's as simple as that. There are ex-
ceptions to this ruling, but those excep-
tions are rare.

The Hierarchs created a spell usable
only by Immortals to allow them to scan
the Prime Plane for the tell-tale emana-
tions of direct Immortal intervention on
the mortal planes. An Immortal who just
shows up in the Prime Plane and starts
killing the mortals he or she dislikes will
be noticed. The scanning Immottal will
report to the Hierarchs, who will send out
a party of guard-Immortals to capture the
offender and drag him or her before a
council of Hierarchs for trial

For this reason, Immortals influence
mortals through a variety of other, indi-
rect ways.
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They appear to mortals in dreams, de-
scribing what they want the mortals to do.
They take on Mortal Identities (which the
scanning spell cannot detect as a product of
Immottal magic) and intervene in mortal
affairs with only the powers of capable
NPCs. They establish doctrines (rules and
guidelines) for their followers and make
those doctrines known to the clerics of their
clerical orders.

Of course, not all Immortals are happy
to bow to the will of the masses. A few—
some evil, some good—chafe at the *'di-
rect action” rule and violate it whenever
they think they can get away with it.
Most, however, are content to hide their
Immortal natures by taking Mortal Iden-
tities and advance their plans in those
Mortal Identities.

Exceptions To the Rule

There are times when Immortals can
take direct action against mortals.

First, when a council of Hierarchs
(which is composed of one Hierarch from
each of the five Spheres) orders an Im-
mortal to take direct action in the Prime
Plane, such action is legal. Sending Im-
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mortals tocapture another Immortal who
is active on the Prime Plane is one such
example. There is always a guard-unit on
duty for such an occurrence, with stand-
ing orders to seize troublemakers in the
Prime Plane, so they don’t need to wait
for a council to convene in order to take
action. Note that even Hierarchs are sub-
ject to the rule; without permission from
a council, a Hierarch must not intetfere
ditectly in the Prime Plane.

Second, an Immortal can take direct
action in the Prime Plane when he or she
is punishing a faithless cleric who is a fol-
lower of that Immortal. Normally, when
an Immortal's cleric does something bad
(i.e., violates the doctrines of the clerical
order), the Immortal visits a mild pun-
ishment on him or her, one which
doesn’t require direct intervention. For
example, the Immortal may deny the of-
fending cleric spells for a few days. How-
ever, a cleric could become utterly evil,
mad, or simply opposed to the Immortal
and require additional and greater pun-
ishment. The Immortal can appear in the
Prime Plane and visit punishment on the
cleric directly, in the presence of mortal
witnesses, if he or she wishes; all the of-
fended Immortal has to do is notify a Hi-
eratch of his or her Sphere and the
Immortals scanning the world for Im-
mortal interference ahead of time.

Third, an Immortal can establish and
fulfill prophecies. He or she still has to
notify a Hierarch and the scanning Im-
mortals first, but then he or she isfree to
take some action which the mortals will
take as a sign. He or she might cause a
blood-red comet to fall, or an island to
rise in the ocean, or a giant wall with an
inscription to appear in the wilderness;
all actions which require him or her to ex-
pend Immortal magic, but for the pur-
pose of communicating rather than
attacking. Note that the Hierarchs would
punish an Immortal who had the above-
mentioned comet crash into the mortal
followers of his or her enemies, caused an
island to rise in the path of mortals he ot
she doesn’t like, or created a wall on top
of someone who irritated him or her
that’s interference.

How To Use Immortals

There ate two ways to use Immortals in
a campaign: as plot devices in mortal-
level campaigns and as characters in

h Wha; Are linm?:ials?

Immortal-level campaigns. For the use of
Immortals as player characters, see Chap-
ter Five: The Immortals Campaign. In
this section, we’ll talk about using them
as plot devices.

A “plot device™ is a way the DM™ ac-
complishes something in a campaign—
something that isn't ditectly a result of
the player-characters’ own motivations
and goals. Let’s say the DM wants to run
a series of adventures where the PCs go
off to war against a foreign country.
Whatever incident sparks the war,
whether the PCs are involved are not, isa
plot device.

Plot devices can be used to introduce
new stories, to motivate characters to do
specific things, to throw interesting new
wrinkles into an existing plot, to alter ot
destroy current plans of PCs or NPCs,
and to do many other things besides.
While Immortals are not the only type of
plot devices used by DMs (and they
shouldn’t be!), as the PCs become
higher-level characters, the Immortals
will interfere more and more with their
lives.

What Immortals Do

Immortals have a variety of profession-
al and personal goals which often touch
the lives of mortal player-characters.
Here are some of those goals, and the
way they tend to sweep PCs off into ad-
ventures:

Gaining Power For the Sphere

Each Immortal belongs to a specific
Sphere of Power. In Chapter Two: Im-
mortals of the Known World, we describe
which Spheres of Power each Immortal
serves.

Every Immortal is saturated with the
energy of one Sphere and wishes for his
or her Sphere to become greater than the
others. He or she therefore takes advan-
tage of any opportunities to inctease the
power and influence of his or her Sphere
at the expense of the others, This is the
Immortal's “professional’” goal. Here’s
how he or she accomplishes it:

Acquiring or Destroying Artifacts. An
artfact is a powerful magical item cre-
ated by an Immortal and possessing some
of that Immortal’s personal energy. Since
each Immortal belongs to a Sphere of
Power, every artifact is saturated with the
energy of its creator’s Sphere. Some arti-

facts were created long before the current
society of Immortals came into being; to-
day’s Immortals have no idea how many
there are or who created some of them.

Immortalsspend a lot of time trying to
find artifacts-—either to seize or destroy
the artifacts of other Spheres or to rescue
the artifacts of their own Sphere when
such artifacts ate missing ot in the hands
of enemy Immortals.

When this sort of thing happens on
the Prime Plane, as it often does, the Im-
mortals tend to persuade their mortal fol-
lowers (or, better yet, non-aligned mortal
adventurers) to do their work for them.
Sometimes the Immortal will secretly ac-
company those mortals in a Mortal Iden-
tity; on other occasions, when he or she
doesn’t want other Immortals to grow
suspicious because of frequent absences
on his or her part, he or she will simply
watch the events from afar.

Learning the Secrets of the Multiverse.
The Immortals know more about the way
the multiverse works than mortals do,
but there ate still many things they don't
know. Immortals of each Sphere realize
that the more secrets they learn that the
Immortals of the other Spheres don’t
know, the more likely they are to achieve
their goals and the more powerful their
own Sphere will become.

Consequently, the Immortals go out
exploring the multiverse (and other di-
mensions as well), trying to learn every-
thing they can of the rules which govern
reality. This tends to remind them of
their mortal lives as adventurers, since
they’re exploring strange new lands
which are often filled with exotic cultures
and dangerous monsters. . . but the dif-
ference is that they’re exploring on a cos-
mic level, travelling from plane to plane
instead of dungeon to dungeon or coun-
try to country.

Sponsoring New Immortals. There is
theoretically no limit to the number of
Immortals who can exist at the same
time, but their numbers are surprisingly
few, considering that they have all the
sentient beings who have everlived in the
multiverse to draw on. However, there
just aren’t very many mortals who are
lucky, stubborn, and talented enough to
achieve Immortality. Therefore, all Im-
mortals try to sponsor likely mortals to
Immortality, in the hopes that their
Sphere will acquire more new Immortals
than other Spheres. Some of the craftier




and more patient Immortals will become
patrons of player characters from 1st levet
onward; others only interest themselves
in adventurers who are already high in
level.

Weakening Opposed Immottals. Since
each Sphere seeks to control the others
without being controlled itself, one way
for Immortals to advance the power of
their Sphere is by reducing the power of
Immortals of another Sphere. This is a fa-
vorite activity of the Immortals of Entro-
py, but all the Spheres engage in it to
some extent to maintain the balance of
Powers.

Accomplishing Petsonal Goals. Im-
mortals are not just mindless slaves of
their Spheres. They have their own per-
sonal goals, likes, and dislikes. Many of
the goals they possessed as mortals would
have been met, or become irrelevant,
when they became Immortal; but many
others will have remained, and they will
have acquired new goals as well. Much of
an Immortal’s time can be taken up in di-
recting the activities of that Immortal’s
clerics or watching over people who look
up to him or her for protection.

Plots

Immortals can accomplish some of
their goals personally, but they typically
have too many goals to attend to all of
them personally. To accomplish the re-
mainder of their goals, they conduct
plots. An Immortal plot is any series of
events that an Immortal sets into motion
in order to achieve a goal, and which he
ot she monitors and occasionally directs
without participating in continuously.

For example, let’s suppose the Immor-
tal Tarastia sets a plot into motion by per-
suading or tricking a party of mortals to
accomplish her goal for her. She will do
this very surreptitiously because Immor-
tals are very good at spying on one an-
other in order to figure out (and interfere
with) each other’s plots.

Afterwards, Tarastia will monitor the
progress of her plot through use of her
Immortal magical powers (described in
great detail in ChapterFour: The Immor-
tal Character Class). When things go
wrong with her plot, she can either sit
back and hope matters straighten them-
selves out (assuming she has great confi-
dence in the mortal adventurers’
abilities), or risk revealing her involve-
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ment by intecvening—often by sending
help (such as monstrous allies or other
adventurers).

The Element of Secrecy

Immortals go to great lengths to keep
their involvement a secret. This is be-
cause Immortals of other Spheres, espe-
cially the Sphere of Entropy, stay alert in
the hopes that they will uncover other
Immortals’ ploss. They then do their best
to thwart those plots, so that other Im-
mortals do not gain the benefits that suc-
cess would bring them. Often, they also
expose the plots to embarrass the Immot-
tals involved.

Of course, an Immortal who works to
thwart another Immortal’s plot is also
plotting himself or herself. The best re-
venge an Immortal can take if one of his
ot her plots is ruined is to distupt the
plots of the Immortal responsible. Be-
tween plots and counterplots, it's easiest
for an Immortal to accomplish something
if no other Immortal knows about it.

How This Affecw Player Characters

Immortal plots can sweep player chat-
acters into adventures in a variety of
ways. Here are some examples.

“Good” Immortal Draws PCs Into
Plot. An Immortal decides to conduct a
newplot, and chooses one or more of the
PCs to handle it for him or her. Perhaps
the PCs are the only ones with the skills
necessary to accomplish the goal; perhaps
they're already closely associated with
some key element of his or her plan; per-
haps he or she is doing some long-term
evaluations of them to see if they’ll even-
tually shape up into good candidates for
Immortality.

The Immortal might decide to per-
suade the PCs to help by telling them at
least a part of the truth; in this case, he or
she will probably appear to them in In-
corporeal Form (described below), either
directly or in their dreams. Or the Im-
mortal might instead contact some of his
or her high-ranking clerics and let them
deliver a message to the PCs. However,
this method runs the risk that other Im-
mortals might discover his or her involve-
ment and interfere.

Alternatively, the Immortal could trick
the PCs into doing his or her dirty work.
Even a good-natured and honorable Im-
mortal might do this, especially if he or
she intends to reward the PCs for their ef -

foits. The best way for an Immortal to do
this is by dropping mamors of great trea-
sure where the characters will hear of it;
rumors which will lead the PCs where he
ot she wants them to go and against the
villains he or she wants them to fight.
Likewise, the rumors might involve the
PCs’ greatest enemies instead of treasure
or hint at ways the PCs can accomplish
their own goals. It's not uncommon for
an Immortal to find out what a PC con-
siders his or her ideal mate, find a mortal
follower who answers that description,
and have that follower meet and per-
suade the PC to undertake some adven-
turesome task.

“Bad”” Immortal Draws PCs Into Plot.
An evil Immortal uses many of the same
tactics but will only tell the truth to an
equally evil underling. If such an Immor-
tal decides to use a PC party in a plot, he
or she will always trick the PCs into help-
ing. This gives the DM™ the opportunity
to have the PCs realize they've been
tricked at some point in the stoty—
usually just after they’ve substantially
helped the Immortal’s evil plans. It often
takes a lot of dangerous adventuring to
reverse the damage they’ve inadvertently
caused.

PCs Run Across Immoreel Plot. With
all these Immortal plots being conducted
throughout the Prime Plane, it's inevita-
ble that player-characters will stumble
across some of them. The NPCs who are
acting for an Immortal could be adven-
turers like the PCs or clerics in the Im-
mortal's setvice; they could be good or
evil; they could be serving a good or evil
Immortal; they could be serving willingly
or have been tricked. The story tends to
be most challenging when it’s a group of
good adventurers tricked by an evil Im-
mortal, and only the player characters
notice enough of the results of what they
are doing to realize the truth behind all
these events.

PCs Initiate Immortal Plot. Some-
times, a group of PCs will actually spark
an Immortal plot. They usually do this by
making a discovery significant to one or
more Immortals.

Forexample, a group of PCsmightdis-
cover a long-lost artifact without realiz-
ing its importance. When the Immortals
realize what's happened, they mobilize
to acquire or destroy the artifact, setting
their mortal pawns into action. Some
might want to help the PCs get the arti-
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fact back to its rightful owner, some to
steal the artifact for delivery to an op-
posed Immortal, some to destroy the asti-
fact so that the Sphere to which it
belongs will not profit fram its return.

Important Things To
Remember

When running a story in which the Im-
mortals are heavily involved, it's easy to
overwhelm the player characters with Im-
mortal interference and unbalance the
game. Here are some ways to keep this
from happening.

Immortals Are Not Omniscient
Immortals do not know everything
that is happening everywhere. They can

use their magical abilities, described in
the “Immortal Character Class” chapter,
to keep track of events, but they can'tde-
vote alt their time to this. Consequently.
they often lose track of adventuring
groups and have to hunt around with
their minions and their magic in order to
find them again. Foran Immortal, this is
like watching a favorite sports event, one
he orshe has bet a lot of money on, but
only being able to see fifteen minutes out
of every hour.

What this means in game terms is that
Immortals cannot spot PC heroes and
send endless waves of enemies against
them until they are dead. An Immortal
might catch sight of them and arrange for
them to have a nasty run in with a group
of enemies, but he or she is likely o lose

track of them during their escape as more
pressing matters interrupt and draw his
ot her attention away. The same is also
true of Immortals who are kindly dis-
posed to the PCs; they simply have too
much to do to babysit mortals. At best
they may arrange for the characters to
have a helpful encounter with a wander-
ing sage, bard, or healer who can help
them before turning to other business.

Immortals Underestimate Mortals

Most Immortals tend to underestimate
mortal adventurers. This is surprising,
since they've been adventurers them-
selves; the reason is that most Immottals
don’t begin doing a lot of plotting until
they've been Immortal for awhile... and
the longer they've been away from the

Manif estation Type of Immortal—

Form Initiate Temporal Celestial Empyreal
Armor Class: 0 -1 -4 -7
Pﬁt[ﬂcc: 15******** 21******** 27******** 33********
Hit Points 75 110 180 300

Move: 150°(50) 150'(50°) 150°(50") 150'(50")
Hying: 360'(120") 360'(120") 360'(120") 360'(120")
Incorporeal : 720'(240") 720'(240") 720'(240") 720'(240")
Attacks: 2 2 3 3

Damage: 2d6 or special 2d6 or special 3d6 or special 3d6 or special
THACO: 8 5 2 2
Anti-Magic 50% 50% 60% 70%

No. Appearing: 1 1 1 1

Save As: IM1 IM7 IM13 IM19
Morale: 12 12 12 12

Treasure Type: n/a n/a n/a n/a
Alignment: Any Any Any Any

XP Value: 10,050 18,500 32,000 45,500

Erernal Hieraich
=10 =15
39******** 45********
500 800
150'(50") 150(50")
360'(120") 360'(120")
720'(240") 720'(240")
4

4dG6 or special
0

4
4d6 or special
-3

80% 90%

1 1
IM25 IM31
12 12

n/a n/a
Any Any
59,000 72,500

mottal existence, the easier it is for them
to forget just how resourceful mortals can
be.

Because they underestimate mortals,
they'll often send out inadequate encount-
ers against the PGCs the first few times they
try to thwart those characters. Of course,
any Immortal will realize his ot her mistake
after suffering a few losses, but those criti-
cal first few tdmes may allow the PCs
enough time to win and survive.

Some Immortals Are Dumb

Though many Immortals are far more
intelligent than mortals, others are not.
Some are downright dumb. Even the
ones who aren't dumb still make occa-
sional mistakes, just like mortals.

However, it's usually not very satisfy-
ing for a PC group to survive an encount-
er because the Immortal was just stupid,
so the DM™ should take this approach
very rarely.

Immortals Plot Against One Another

If the PCs are fighting one Immortal,
odds are good that there’s another Im-
mortal out there somewhere who wants
to see them succeed. Characters who've
done the best they can and yet still run
into insurmountable odds might find
themselves suddenly helped by the min-
ions of other Immortals.

Immortals Are Less Important Than PCs
Although Immortals may rule whole

planes, in game terms the player charac-
ters are still the most important element
of a campaign. The DM therefore needs
to remember not to spend so much time
on the activities, powers, and majesty of
the Immortals that it takes away from the
adventures of the player charactets. In-
stead, Immortals should be used to make
a campaign even more exciting and chal-
lenging.

*‘The Immortals’ Fury”
Adventure

The adventure booklet included with
this boxed set is an entire campaign
based around Immortal plots. [t serves as
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an example of the way their plans affect
the lives of mortal adventurers.

The Manifestation Form

An Immortal has three types of bodies
ot forms: the Manifestation Form, the In-
corporeal Form, and the Mortal Identity.

This section discusses the Manifesta-
tion Form at length and rtalks briefly
about the other two forms, so that the
DM will better understand the Immor-
tal’s abilities. The other two forms are de-
scribed more fully in Chapter Four: The
Immortal Character Class.

Power of the Manifestation
Form

The Immortal’s most powerf ul form is
his or her Manifestation Form. This is the
Immortal’s true form, the way in which
he or she appears before fellow Immor-
tals. If you're familiar with Immortals
from the old Immorals boxed set, this is
the same as the “normal’ form.

The Manifestation Form is the form the
Immortal wears most of the time; itishisor
her notmal Immortal body. The Immortal
chooses what his or her Manifestation Form
looks like, but whatever its appearance, it
will always radiate the power of an Immor-
tal; an Immortal in Manifestation Form
cannot disguise himself or herself as any-
thing but an Immortal.

Some Immortals have two or more
Manifestation Forms. They can switch in-
stantly between these if they choose.

Chapter Four: The Immortal Character
Class includes a wealth of details on cre-
ating individual, fully-detailed Immortal
characters for use in a campaign. Typi-
cally, though, the DM won't need all
those details. The information presented
here are simplified characteristics of the
Immortal’s Manifestation Form.

Type of Immortal

Immortals have their own hierarchy,
and the six types of Immortal shown here
are their six ranks of authority. Initiates
are the lowest-ranking Immortals, the
ones who have just been promoted from
mortal existence; each subsequent level is
a higher rank. The highest-ranking Im-
mortals are called Hierarchs; they make
universe-shaping decisions and rule lesser
Immontals.
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Note: in previous rulebooks, including
the D&D® Rules Cyclopedia, only three
ranks of Immortals were shown: Average,
Greater, and Ultimate. DMs who have
started a campaign using those simplified
guidelines should substitute Initiates and
Temporals for *‘Average’ Immortals, Ce-
lestials and Empyreals for “Greater” Im-
mortals, and Etemals and Hierarchs for
“Ultimate” Immortals.

“Special” Damage

Aura Artack: Immortals in Manifiesta-
tion Form are surrounded by a mystic ra-
diance, or aura: a shining light which
clearly demonstrates that they ate not
mortal beings. They can, if they wish, use
this radiance as an attack.

When the Immortal decides to make
an Aura Attack (either to impress friends
and followers or to terrify enemies), all
victims within 60’ of the Immortal must
make a saving throw vs. spells, receiving
no bonuses from equipment, spell ef-
fects, or Wisdom score. If the saving
throw fails, the victim is Awed.

The Immortal can decide whether the
victim feels terzor (treat as a fear spell of
three wrns duration), paralysss (lasting
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three turns), or charm (treat as a charm
spell with twice the normal duration).
An Immortal in Manifestation Form can
repeat this effect every round, but usu-
ally contents himself or herself with only
one use per encounter.

Magic Use: The Manifestation Form
has the potential to use any clerical, dru-
idic, or magical spell any number of
times perday (see Chapter Four: The Im-
mortal Character Class for details).

If a mortal tries to dispelan Immortal’s
spell, treat the spell as if cast by a spell-
caster whose level is twice the Immortal's
HD. Thus, an Initiate Immortal with 15
HD has his or her spells dispelled as if
they were cast by a 30th-level spellcaster;
spells cast by a Celestial with 27 HD
would be dispelled as if he or she were a
S4th-level spellcaster!

When the damage done by a spell is
determined by the spell-caster’s level, use
the Immortal’s Hit Dice figure instead.
Thus, a 45-HD Hierarch will throw a 45-
die lightning bolt. Spells cast by Immort-
tals are not subject to the rule given on
page 32 of the D&D® Rules Cyclopedia
that limitsdamage from spells to 20 dice;
this applies only to mortal magic—
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Immoreal magic is far more potent. The
Immortal can vary spell duration as he or
she pleases. He or she does not need spell
books and does not forget spells as he or
she uses them (and so can cast the same
spell over and over).

Other Abilities

Anti-Magic: In addition to being im-
mune to all mortal spells and items (see
below), Immortals enjoy limited protec-
tion against the effects of other Immor-
tals’ spells and of artifacts. Each
Immortal's Manifestation Form radiates
an Anti-Magic field that has a chance
(50%-90%, depending on the Immor-
tal’s level) of canceling magical effects
and temporarily nullifying magical items
with a range of 5'. In other words, within
5' of the Immortal, the Anti-Magic field
will cause any magic other than the Im-
mortal’s own to fail if the DM (or Immor-
tal’s player) rolls that number or less on
d100. Anu-Magic is not the same as dis-
pel magic: magical effects negated by
Anti-Magic retutn one turn after leaving
the Anti-Magic area, unless the duration
of the spell or effect has expired in the
meantime. Magical effects which are in-
stantaneous, such as a fireball spell, are
destroyed by the Anti-Magic and do not
reappear.

Communication: The Immortal can
speak with any living creawre as well as
nonliving things related to his or her own
Sphere; he or she has a magical ability
which enables him or her to speak and
understand the languages of these be-
ngs.

Regenerates: The Manifestation Form
regenerates 1d4 hit point per day if the
Immortal is active or 1d8 hit points per
day if the Immortal does nothing but
rest. If hurt, the Immortal usually casts
healing magic on himself or herself.

Speaal Defense: When attacked by
mortals, the Manifestation Form can only
be hit by a +5 weapon or by an artifact.
Immortals always receive the minimum
damage possible from any such attack.
For example, if a weapon normally does
1d8 +5 points of damage, it will only in-
flicc 6 (1+5) points of damage on an
Immortal.

In the case of smash attacks (see the
D&D® Rules Cyclopedia, page 104), the
mortal awtacker inflicts the minimum
damage for the type of weapon used,

plus weapon bonuses, plus twice the
character’s Strength bonus; he or she
does not get 1o add the towal Strength
score to the damage inflicted.

An Immortal always takes full damage
when hit by a fellow Immortal or an arti-
fact

Special Defense vs. Mortal Magic: An
Immortal in Manifestation Form is com-
pletely immune to all mortal magic spells
and spell-like effects (such as dragon
breath). This is in additfon to the Immot-
tal’s Anti-Magic ability described above.

Special Defense vs. Poison: Manif esta-
tion Forms are immune to all poisons
made by mortals or used by mortal crea-
tures such as vipers.

Travel Powers: The Manifestation
Form has the power to walk and run
faster than most mortals, at 150’ (50"); to
fly at will, at 360’ (120'); and to use all
normal movement spells (such as
teleport) at will.

For more information on special
powers and abilities available to Immor-
tals, see Chapter Four: The Immortal
Character Class.

Other Forms

Incorporeal Form: Immortals can also
take on Incorporeal Forms: misty, insub-
stantial, glowing forms that cannot be
hurt by any sort of mortal magic or physi-
cal attacks (nor can they launch attacks
against mortals). These forms are used
primarily so that the Immortal can com-
municate with mortals; in this form an
Immoreal can enter into a mortal’s
dreams for safe and mysterious commun-
ication. Incorporeal Forms can move at
720' (240"). They are described at length
in Chapter Four: The Immortal Charac-
ter Class.

Mortal Identity: Immortals can also
construct and inhabit Mortal Identities
which are indistinguishable from the
bodies of ordinary mortals. These forms
can be of any character class or monster
species; those belonging to a character
class can be of any experience level. These
forms are used primarily so that an Im-
mortal can accompany mortals who are
unwittingly involved in one of his or her
plots. Mortal Identities are also described
at length in Chapter Four: **The Immor-
tal Character Class.”

Immortals and Combat

Immortals never need to make morale
rolls; like player characters, they can
choose the action that best suits their in-
terests and goals. Most Immortals con-
sider it beneath their dignity to engage in
combat, preferring to visit revenge on en-
emies later, at their own convenience and
in a more subtle manner. An Immortal
who does elect to stay and fight will cer-
tainly not fight to the death (i.e., the
temporary banishment of his or her Man-
ifestation Form) unless the fate of his or
her Sphere depends upon it. Usually only
an Immortal who delights in personal
combat will melee with mortals.

‘‘Death’’ and Immortals

If the Immoreal’s Manifestation Form
is killed on any plane but his or her
Home Plane, the Immortal’s spirit re-
wrns o the Home Plane and immedi-
ately creates a new Manifestation Form.
He or she is now stranded there for the
number of days equal to his or her full hit
point total. During this time, the Im-
mortal cannot leave the Home Plane ex-
cept in Incorporeal Form.

All Immortals automatically assume
their true form (i.e., the Manifestation
Form) on their Home Plane; here they
cannot assume a Mortal Identity or Incor-
poreal Form. If an Immortal is slain on
his or her Home Plane, that Immortal is
utterly destroyed. However, not even the
stupidest Immortal would stand around
soaking up damage on his or her Home
Plane; if cornered, an Immortal will al-
ways use his or her innate teleport ability
to escape.

Manifestation Form Attack
Rolls

Immortals in Manifestation Form
make attacks using the Attack Rolls Table
on the inside front cover.
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In this chapter we present character
sketches and game statistics for many
Immortals. This listing represents only a
fraction of those who exist, but it repre-
sents the majority of Immortals whose
actions affect the Known World and
HOLLOW WORLD® settings.

The following quick-reference chart
shows all the Immortals described later in
this chapter. The chart breaks them down
by Sphere of Power and shows their ap-
proximate power levels (Initiate, Tempo-
ral, etc.), alignment, and major interests.

Chart of the Immortals

Sphere of Matter Rank AL
Atruaghin Hierarch L
Diamond Celestial L
Djaca Hierarch N
Faunus Temporal C
The Grear One Eternal N
Ka Hierarch L
Kagyar Eternal N
Opal Celestial N
Pearl Temporal C
Terra Hierarch L
Valerias Hierarch C
Sphere of Energy Rank AL
Alphatia Celestial L
Benekander Initiate I
Eityndul Empyreal C
Ilsundal Hierarch L
Ixion Hieracch N
Mealiden Empyreal 8
Pflarc Eternal N
Rad Empyreal L
Rafiel Empyreal L
Rathanos Eternal C
Razud Hierarch N
Tarastia Eiernal 16
Thor Eternal N
Zitchey Celestial N
Sphete of Time Rank AL
Al-Kalim Initiate L
Calitha Celestial N
Khoronus Hierarch N
Ordana Hierarch N
Petra Celesrtal L
Protius Eternal N
Vanya Empyreal N
Sphere of Thought Rank AL
Asterius Eternal N
Diulanna Celestial N
Frey Celestial L
Freyja Celestial 16
Halav Celestial L
Karaash Initiate N
Korotiku Hierarch C
Koryts Temporal L
Noumena Hierarch N
QOdin Hierasch L
Sphere of Entropy Rank AL
Alphaks Empyreal C
Atzanteot] Hierarch C
Hel Hierarch N
Loki Eternal C
Masauwu Eternal C
Nyx Hierarch N
Orcus Ecernal C
Talitha Etetmal C
‘Thanatos Hieratch C

Interests

Acruaghin Clans; “New Way” Azcans
Lawful Dragons

Survival of Worlds

Forest Races; Hedonism

All Dragons

Lizardmen; Hollow World
Ans, Dwarves: Brute-Men
Neutral Dragons

Chaotic Dragons

Earth-Based Crearures & Races
Romance; Passion

Incerests

Pacifism: Artistry; Opposing Alphaks
Restraint of Immortal Excesses

Elves; Mischtef; Forest Races

Procection of Elves

Banishing Darkness: Opposing Encropy
Protecting Ilsundal

Study of Magic; Creation of Races

The Radiance

Shadow-Elves; Study of Radiation
Energy Lif e Forms

Alphatians; Helping the Sclf -Sufftcient
Justice: Revenge

Wartrior’s Codes of Honor

Forest Folk {Centaurs, Dryads. Etc.)

Incereses

Making the Ylati Desert Lush
Oceans; SeaElves

Teaching Lessons of Time to Rulers
Protection of Forests, Forest Races
Fighting-Clerics; Besieged Cities
Seas and Oceans

War; Conquest

Iatesests

Trade; Merchants; Thieves
Willpower; Scrong-Witled Heroes
Ineelligent Waifare; Counseling Odin
Intelligenr Waifare; Finding New Candidates
Waifare; Opposing Humanoids

Orcs

Mischief; Thinking

Peace; Prosperity

Tactics, Games, Puzzles, Mysteries
Wise Rule; Living Life to Fullest

Interests

Destroying Alphatia

The Process of Corruption
Reincarnation

Mischief: Becrayal

Sponsorship of New immortals

Night; Darkness; Monster Races

Mass Destruction

Self-Gratification at Expense of Ochers
The End of All Life

Groups, Cliques, and
Councils

Immortals tend to fall into numerous
formal and informal associations, many
of which include Immortals from differ-
ent Spheres of Power.

A Group is a set of Immortals who
have banded together for some specific
purpose or common goal. A Group may
be organized formally or informally, but
usually one Immortal is recognized as its
leader.

A Clique is a set of Immortals who as-
sociate with one another out of friend-
ship. Often members of cliques knew
each other in their mortal lives. Cliques
are almost always informal.

A Council, also known as a Council of
Hierarchs, is a formal body consisting of
one Hierarch from each Sphere. Each
Council has aspecific purpose, often reg-
ulatory or investigative of nature. Many
Councils are permanent and long-
lasting, but some are thrown together to
address a specific situation and last only
as long as does the crisis. All members of
a Council are theoretically equal to one
another—councils do not have leaders,
just majority opinions.

Following are listings for several im-
portant Groups, Cliques, and Councils.

Brotherhood of the Shadow
(Group)

This group of Entropic Immortals orga-
nizes iself during the Wrath of the Immor-
tals adventure. Its aim is to pretend to
maintain neutrality in the conflict between
the Immortals while secretly lending aid to
whichever faction is losing at a given time,
thus lengthening the war and ultimately
weakening all the protagonists.

Members of the Brotherhood:

Atzanteotl (Hieratch of Entropy), Leader
Hel (Hierarch of Entropy)
Alphaks (Empyreal of Entropy)

Council of the HOLLOW
WORLD (Council)

This Council of Hierarchs shaped Mys-
tara’s empty interior into the Hollow
World and has watched over their crea-
tion ever since.

11
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Members of the Council of the
Hollow World agree in principle that the
Hollow World should be used to preserve
life-forms and interesting cultures from
the outer world which might othetwise
become extinct.

These members also have individual
goals. Hel, for instance, draws on the cul-
tures of the Hollow World to have unusu-
al agents and murderers she can use on
the outer world.

Members of the Council:

Ka (Hierarch of Matter)

Ordana (Hierarch of Time)
Ixion (Hierarch of Energy)

Hel (Hierarch of Entropy)
Korotiku (Hierarch of Thought)

Council of Intrusion (Council)

This Council of Hierarchs investigates
intrusions from other dimensions, partic-
ularly those which look dangerous. For
instance, if a planet from the Dimension
of Nightmares appears on the Prime
Plane or a vortex from the Dimension of
the Old Ones pops up in one of the Out-
et Planes, it is this Council or its agents
who go to investigate and make sure the
intrusion poses no threat to the multi-
verse. If the intrusion is a threat, the
Council takes steps, such as mustering
the rest of the Immortals, to oppose it.

This Council is a very old and honor-
able one. Its membership gradually
changes with time, but by ancient tradi-
tion all its members are of Neutral align-
ment.

Its members:

Khoronus (Hierarch of Time)
Ixion (Hierarch of Energy)

Nyx (Hieratch of Entropy)
Noumena (Hierarch of Thought)
Djaea (Hierarch of Matter)

Council of Mystara (Council)

This Council watches events on the
world of Mystara, assigns observers to
monitor the world for signs of Immoreal
magic and interference, and keeps its
eyes open for actions by Immortals
which, directly or even indirectly, affect
the world in a negative fashion.

Its members:
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Djaea (Hierarch of Matter)
Ilsundal (Hierarch of Energy)
Khoronus (Hierarch of Time)
Korotiku (Hierarch of Thought)
Hel (Hierarch of Entropy)

The Cynidiceans (Clique)

This clique consists of an Immortal “fam-
ily’': the only three Immortals who in life
belonged to the now-lost culture of Cyni-
dicea. Between them, they have kept the
last temnant of that ancient civilization
from vanishing. Each has no more than a
few dozen surviving followers, to whom
they devote what is, for Immortals, an
unusual amount of personal attention.
The clique’'s members:

Gorm (Empyreal of Energy)
Madarua (Empyreal of Energy)
Usamigaras (Empyreal of Enetgy)

Fellowship of the Star
(Group)

This group is founded during the
course of the Wrath of the Immortals ad-
venture, It is led by Rad and made up of
Immortals who believe that the Radiance
should be preserved, studied, and ex-
ploited in spite of its detrimental effects
on magic in the Prime Plane. Several of
its members also oppose the current Im-
mortal hierarchy and seek to change the
laws and traditions by which Immortals
govern themselves. See Book II in this
boxed set, The Immortals’ Fury, for more
details on chis group’s formation, activi-
ties, and goals.

The group’s members:

Rad (Empyreal of Energy), Leader
Vanya (Empyreal of Time)

Ka (Hierarch of Matter)

Raftel (Empyreal of Energy)
Eiryndul (Empyreal of Energy)
Asterius (Eternal of Thought)
Rathanos (Eternal of Energy)
Korotiku (Hierarch of Thought)

Immortals of the Northmen
(Group)

This is a loose collective of Immortals
whose common bond is that they are very
interested in the races and nations of the
Northern Reaches (Ostland, Vestland,

and Soderfjord). They often fight among
themselves but unite whenever some-
thing threatens their favorite pare of the
Known World.

They include

Odin (Hierarch of Thought), Leader
Thor (Eternal of Energy)

Frey (Celestial of Thought)

Freyja (Celestial of Thought)

Loki (Eternal of Entropy)

Hel (Hierarch of Entropy)

Ring of Fire (Group)

This group is founded during the
events of the Wrath of the Immortals ad-
venture. It is made up of Immortals, es-
pecially those of the Sphere of Energy,
who realize that the Radiance s drawing
power from the Sphere of Energy and
threatens to damage the relationship be-
tween that Sphere and the Prime Plane.
Founded in direct opposition to the Fel-
lowship of the Star, it seeks a halt to all
use of the Radiance and the destruction
of Rad.

Its members:

Ixion (Hierarch of Energy), Leader
Valerias (Hierarch of Matter)
Ilsundal (Hierarch of Energy)
Alphatia (Celestial of Energy)

Other Groups, Cliques, and
Councils

The groups, cliques, and councils de-
scribed above are just a representative
sampling; dozens more are possible, and
the DM can introduce as many as he or
she wishes into the PCs’ campaign world.

Descriptions of the
Immortals

The rest of this chapter is made up of
descriptions of Immortals. Here’s how
each Immortal is described:

Game Suatistics: The first detail in this
paragraph tells the Immortal's Rank and
Sphere, followed by Immortal experience
level. Next come Armor Class, hit points,
Hit Dice, Movement Rates, Number of
Attacks, Damage Per Attack, Anti-
Magic, Saving Throws, Alignment, Abil-
ity Scores, Special Powers, and
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Equipment Carried (if any).

Many Immortals carry weapons; these
weapons will always be artifacts capable
of hitting and doing full damage to Im-
mortals. Since these artifacts are being
wielded by Immortals, none of the hand-
icaps ot penalties they inflict on mortals
apply (should one of these weapons
somehow fall into mortal hands, the DM
should consult Chapter Six: Artifacts and
assign suitable malign effects).

The amount of Damage each Immor-
tal inflicts depends on the attack form.
Unarmed attacks (Punches) by Initiates
and Temporals do 2d6 hit points of
damage, those by Celestials and Empy-
reals do 3d6, and those by Eternals and
Hierarchs do 4d6; in each case, Strength
bonuses can increase the total. Weapon
damage depends on weapon type, and
again higher-level Immortals gain extra
dice of damage—Celestials and Empyre-
alsadd one extra die; Eternals and Hier-
archs add two, plus any Strength and
magical-weapon bonuses. For example,
Petra, a Celestial with a Strength of 20,
does 3d6 +4 points of damage with her
Punch. If she prefers to attack with one
of her war hammers +5 of flying, she
does 1d6 base damage for the hammer,
plus an extra 1d6 for being of Celestial
rank, plus 4 points for Strength, plus 5
points of magical weapon bonus, for a
total of 2d6 +9 points per attack. If an
Immortal has more than one favorite
weapon, damage is listed for both for
ease of reference.

Given their high ACs, most Immortals
prefer not to wear armor. A few, how-
ever, were adventurers for so long that
they don’t feel comfortable without it.
Because the appearance (leather, chain,
plate) of an Immortal’'s armor has no
bearing on the actual AC it provides, in
the following descriptions the type of ar-
mor is given first, followed by the bonus
it provides to the Immortal’s overall At-
mor Class. For example, Vanya’s normal
AC is —20, but when she wears her spe-
cial leather armor (=5 to AC) her overall
AC improves to —25.

Followers’ Alignment: This para-
graph tells what alignments the Immor-
tal’s followers may have as well as the
alignment the Immortal's clerics must
have. “Followers" here does not mean
the Immortal’s henchmen and attend-
ants but rather those mortals who ad-
here to the Immortal’s clerical

philosophies (often referred to collec-
tively as the Immortal’s “following"’).

Special Clerical Powers: The clerics of
most Immortals receive minor special
powers which pertain to that Immortal’s
personality or province; this paragraph
describes what power each cleric of this
Immortal receives. In some cases these
abilities increase the number (though not
the level) of spells the cleric can memo-
tize; in others they increase instead the
selection of spells from which he or she
can choose.

History: This section describes the Im-
mortal's mortal life as well as major
events of his or her Immortal existence.
Many of the Immortals’ Histories make
references to nations and events of the
Known World and HOILOW WORLD®
settings. Readers will find the Gazetteer
series of supplements and the HOLLOW
WORLD boxed set useful in becoming
familiar with these settings.

Personality: In this paragraph, we talk
about the Immortal's personality quirks
and his or her individual goals.

Allies: Here, we describe the Immortal
allies of this character, and why they work
with one another.

Enemies: Likewise, most Immortals
make enemies, and here we describe who
they are and why they are opposed to the
Immortal.

Appearance: This paragraph describes
the Immortal’s Manifestation Form(s). If
the Immortal is one who spends a lot of
his or her time in a Mortal Identity, the
appearance of the Mortal Identity will be
described as well.

Symbol: Most Immortals design a sym-
bol to represent them and for display in
the temples of the Immortal’s followers.
Each of these symbols constitutes a ““Holy
Symbol"” when used against the undead.

DMing Notes: This optional para-
graph includes any other notes useful for
playing the Immortal.

The Immortals
Al-Kalim

Game Saatistics: Initiate, Sphere of
Time. 3td level Immortal; AC —1; hp
85; HD 17; MV 150’ (50'); #AT 2; D
2d6+3 (Punch) or 2d6+15 (scimitar),
AM 50%; Save IM3; ALL; Ser 18, Int 25,
Wis 19, Dex 13, Con 15, Cha 18. Powers:
Detection Suite, Fighter Options, Im-

proved Saving Throws vs. Mental At-
tacks, and Weapon Mastery (Grand
Master of Normal Sword, Lance, and
Mace). Weapon: scimitar (normal sword)
+4.

Followers’ Alignment: Any; clerics
must be Lawful or Neutral.

Special Clerical Powers: Al-Kalim’s
clerics have a wider range of spells to
choose from than most other clerics. In
addition to all the spells on the Clerical
Spell List (D&D® Rules Cyclopedia p.
33), they can pray for 1st and 2nd level
druid spells. This does not mean that
they get more spells per level than other
clerics, merely that they have a larger rep-
ertoire of spells to draw on.

History: Suleiman al-Kalim was born
in AC 800 to the Alasiyan nomads of
what are now the Emirates of Ylaruam.
Intelligent, tenacious, charismatic, and
tesponsible, he was a born leader. Unsure
of how best to use his talents, he spent
time learning the ways of the fighter and
the druid before finally becoming a cler-
ic. In those days, much of Ylaruam was
controlled by occupying troops from
the empires of Alphaua and Thyatis;
al-Kalim was able to unite the Ylari
tribes into one nation and drive these for-
eign intruders out, until all Ylaruam was
once again in Ylari hands.

A leader in both war and peace, al-
Kalim next created a new form of govern-
ment for his people to hold the tribes
together as one nation. In it, the sultan
tules over all Ylaruam but each tribe has
its own sheik, who collectively with the
chief clerics of the land make up an advi-
sory council the sultan must consult be-
fore making any major decision.

After a quarter century’s rule, al-
Kalim retired from publiclife and turned
his attention to the future of his people.
Over the next four decades he leisurely
pursued the Path of the Dynast, accom-
panied only by his faithful companion
and scribe, Farid, to whom he dictated
the Nzhmeh. This compendium of his
sayings contains military tactics, rules of
wise government, parables, and, most
importantly, his vision for the futwre: the
Dream of the Desert Garden. By describ-
ing his vision of how the arid wastes of
Ylarvam could be turned into an earthly
paradise, al-Kalim inspited his country-
men with the desire to make their desert
homeland into a lush, green nation from
border to border.
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After a long and fulllife, al-Kalim pre-
tended to die in AC 900 in order to see
how his people would fare without his
guidance. Over the next century he se-
cretly intervened many times when the
Ylari seemed threatened, even travelling
through time to see to the well-being of
his descendants. Although he only re-
cently earned his Immortality, he already
has a large following and is unusually ac-
tive for such a low-level Immortal.

Personality: Al-Kalim is a warrior,
wler, scholar, and visionary. He is very
tolerant of foreign ways but can be ruth-
less at need, especially when those under
his protection are threatened or when his
beliefs are mocked. In war he does not
recognize the distinction between com-
batant and civilian and might order his
followers to slaughter every man, wom-
an, and child of a Thyatuian or Alphauan
city on Ylari soil, yet he would be likely
to spare the life of any enemy who im-
pressed him with his or her courage. He
has the passionate love of growing things
found only in those who have lived their
lives in arid, desolate places.

Allies: Al-Kalim is a fledgling Immot-
tal and has no specific alliances as yet; he
prefets to go his own way and leave others
to follow theirs. He still owes service to
Protius, his sponsor, but The Old Man of
the Sea rarely assigns him duties.

Enemies: Al-Kalim also has earned no
personal enemies.

Appearance: Al-Kalim has two Mani-
festation Forms. Most of the time he ap-
pears as a strong but elderly patriarch
with wise eyes, a long white beard, and
plain clerical garb. When he feels sword-
play might be called for, he takes the
form of a desert warrior: tall, handsome,
hook-nosed, and beatded, atop a fine
Alasiyan stallion—in short, an ideal Ylari
horseman.

Symbol: The silhouette of a palm tree
growing out of the desert with a moon
rising behind.

DMing Notes: Al-Kalim is best known
as a patron of all the pecoples of Ylaruam;
he devotes most of his time to looking af-
ter his followers and protecting their in-
terests.
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Alphaks

(The Roaring Fiend)

Game Statisucs: Empyreal, Sphere of
Entropy. 20th level Immortal; AC —9;
hp 330; HD 34; MV 150' (50'), 360’
(120') flying; #AT 3; D 3d6+4 (Punch),
2d10+9 (sword), ot 2d2+9 (whip), AM
70%; Save IM20; AL C; Str 20, Int 20,
Wis 15; Dex 17, Con 18, Cha 19. Powers:
Call Other, Control Undead, Enhanced
Reflexes, Summon Weapons. Weapons:
two-handed sword of slicing + 5, whip of
draining +35.

Followers’ Alignment: Chaotic. Cler-
ics must be Chaotic.

Special Clerical Powers: A cleric of Al-
phaks can use daggers in combat and can
use the Backstab ability as a thief of the
same level.

History: Once upon a time, more than
2,000 years ago, Alphaks was the mortal
ruler of a kingdom called Alphatia on a
faraway world in another plane of exist-
ence, When a dispute between two sects
of magicians called the Followers of
Flame and the Followers of Air divided
his empire, Alphaks unwisely took the
side of the flame magicians. This led to a
civil war in his kingdom and, eventually,
to the destuction of the Alphatian
homeworld.

Banished by his followers and pre-
sumed dead, Alphaks set out on the path
of Immortality for the Sphere of Entropy;
Thanatos, one of the great powers of En-
tropy, was his sponsor. After a very long
time, he attained Immortality. After a
much longer time, about 200 years ago,
he tracked down the descendants of the
Alphatians, who had fled to Mystara (the
Known World) and settled on a continent
they named Alphatia in honor of their
lost homeworld.

Alphaks is dedicated to spreading evil
and destruction. His special goal is to ob-
literate the Alphatians, and he finds
most of his followers among others with
cause to hate the Alphatians and their
empire. A very active Immortal, he has
rapidly advanced in Immortal rank.

Personality: Alphaks is intelligent
and cultured, but hideously spoiled and
prone to tantrums and rages. He likes to
think of himself as Thanatos's protege
but lacks his patron’s subtlety and pa-
tience; if one of Alphaks’ plans to cor-
rupt mortals into performing sudden
acts of violence, sabotage, and murder

isn’t going well, he will resort to some
show of mass destruction to relieve his
frustration.

Allies: Alphaks finds it hard to keep
Immortal allies and so jumps at the
chance to join Hel and Atzanteotl in
forming the Brotherhood of the Shadow,
whereupon he quickly becomes their
tool. Thanatos, his former sponsor, finds
him far too crude to entrust witha role in
any of his intricate plots.

Enemies: Just about every sentient
creature in the multiverse is the enemy of
Alphaks (ot any other Entropic Immor-
tal, for that matter). His special Immor-
tal enemies include Alphatia, Ka,
Koryis, and Razud.

Appearance: Alphaks manifests him-
self as a roaring fiend 12’ wall, horned,
with huge leather batwings. He carries a
sword in his right hand and a whip in his
left.

Symbol: A skull with horns against a
background of fire shaped like a phoe-
nix.

DMing Notes: Alphaks is the special
enemy of the empirte of Alphatia and all
its people. Just about any great plot in-
volving indiscrciminate mass destruction
directed against Alphatia can correctly be
assumed to originate with Alphaks.

Alphatia

Game Statistics: Celestial, Sphere of
Energy. 16th level Immortal; AC —7; hp
240; HD 30; MV 300’ (100°); #AT 3; D
3d6 (Punch); AM 60%; Save IM16; AL
L; Str 10, Int 33, Wis 24, Dex 17, Con
20, Cha 17. Powers: Detection Suite, En-
hanced Reflexes, Improved Saving
Throws vs. Spell Attacks, Increased
Movement Rate.

Followers’ Alignment: Any. Clerics
may be Lawfull or Neutral. Most, but
not all, of her followers and clerics are
pacifists.

Special Clerical Powers: Each of her
clerics receives a +2 bonus to saving
throws vs. Rod/Staff/Spell.

History: In life, Alphatia was a “‘com-
mon’’ (copper- skinned) Alphatian wom-
an named Aasla, botn on the far-away
homeworld of the Alphatians. After the
Alphatians arrived on the Known World
about 2,000 years ago, Aasla led fol-
lowers to an unsettled area and built a
city which she named after herself; she
did this to get away from the Alphatian
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emperor, who was a racist member of the
“pure” pale-skinned Alphatian race.
Soon afterwards, she undertook the path
of the Paragon with the Immortal Razud
as her sponsor. Within 200 years, she had
transformed her land into a model of civ-
ilization and beauty, created her magic
item, and successfully accomplished her
tests.

So Aasla disappeared, and the Immor-
tal Alphatia, patroness of the Alphatian
peoples, common and pure-strain alike,
took her place. She has followers on Al-
phatia, Bellissaria, Norwold, and the Isle
of Dawn; her philosophies have not
spread much beyond the boundaries of
the Alphatian Empire.

Personality: Alphatia, farfrom being a
personification of the spirit of the Alpha-
tian people, is not interested in conquest
or intrigue. She helps defend Alphatia
from the invasions of foreign mortals and
the plans of enemy Immortals (such as
Alphaks), but she does not help the Al-
phatians in their wars and plots of foreign
conquest. Hers is a policy of pacifism, as
she believes that imperialist war distract
people too much from the study of the
magical arts.

Allies: Alphatia is generally well-liked
by her fellow Immortals; her specific al-
lies include Koryisand Razud, who in life
were Alphadans like herself.

Enemies: Alphatia’s sole Immortal en-
emy is Alphaks.

Appearance: Alphata appears as a
copper-skinned Alphauan woman,
young and beautiful but wearing very
poor-quality robes; she goes barefoot and
wears no jewelry.

Symbo!: A glowing shield with paints
dabbed on it like an artist's palette.

Asterius

Game Staustics: Eternal, Sphere of
Thought. 27th level Immortal; AC ~ 14;
hp 600; HD 41; MV 150' (50'); #AT 4;
D 4d6+3 (Punch), 3d12+3 (Gende
Touch), or 3d4+6 (dagger), AM 80%;
SaveIM27; ALN; Str 19, Int 50, Wis 33,
Dex 18, Con 20, Cha 10. Powers: Mystic
Special Abilities, Thief Special Abilities.
Weapons: four daggers + 3 of flying.

Followers’ Alignment: All. Clerics
may be of any alignment; if they are
cletics of his aspect as the Immortal Pa-
tron of Thievery, they must be Chaotic ot

Neutral.

Special Clerical Powers: A cleric of As-
terius can use daggers in combat and has
the ability to Move Silendy as a thief of
the same level.

History: Asterius was a man of the
Blackmoor civilization, an ancient tech-
nological culture which blew itself up
thousands of years ago. In life, Asterius
ignored his culture's fascination with
technology and explored the ways of
magic. As a youth, he’d been a fence for
stolen goods, and all his life maintained
strong friendships in the thieves’ under-
world. Later, he became a respectable
merchant and became fascinated with
the ways of commerce. These interests
stayed with him as he embarked on the
Path of the Epic Hero for the Immortal
Korotiku.

During his Tral, Asterius found and
destroyed an artifact of Thanatos which
would have brought about the destruc-
tion of Blackmoor even earlier, and so he
has earned the eternal enmity of Thana-
tos. After achieving Immortality, Aste-
rius has looked with the most kindness
upon merchants and thieves (whom he
considers two of a kind), and they make

e

Benekander
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up the greater part of his followers.

Petsonality: Asterius, in life, was a
cheerful, merry man with a dangerous
edge under the sutface, and these traits
have stayed with him. He is usually kind-
ly and positive in his dealings with mor-
tals but is dangerous when insulted or
thwarted.

Allies: If Asterius has friends among
the Immortals, they are Ixion (the two are
as diff erent as sun and moon but remain
friends nonetheless) and Korotiku (his
sponsor: each has an appreciation of oth-
er’s cleverness).

Enemies: Thanatos is Asterius’ pri-
mary enemy.

Appearance: Asterius appears as a
middle-aged, black-haired, corpulent
man 1n ancient robes; he is usually wear-
ingasmile which does not quite reach his
eyes.

Symbol: The Moon.

Atruaghin

Game Staustics: Hierarch, Sphere of
Matter. 32nd level Immortal; AC —16;
hp 900; HD 46; MV 150° (50); #AT 4; D
4d6; AM 90%; Save IM32; ALL; Str 14,
Int 78. Wis 90, Dex 12, Con 15, Cha 80.
Powers: Call Other, Detection Suite, Im-
proved Saving Throws vs. Power Attacks,
Turn Undead. Weapon: tomahawk.

Followers’ Alignment: Lawful and
Neutral. His clerics can be either, but
90% are Lawful.

Special Clerical Powers: Atruaghin’s
clerics cannot be deceived; they can auto-
matically tell when someone speaking to
them is not telling the truth.

History: Atruaghin is a native of the
Hollow World. Once he was a great hero
of the Azcan people, a wise priest-king
named Atruatzin. A follower of Ka-
lakeatla (Ka) and Otzitiotl (Ixion), he
ruled long and well. When the Azcans
were corrupted by Atzanteotl, Atruatzin
was deposed and forced to flee with those
few Azcans who refused to serve Entropy;
together they founded a new city called
Mictlan.

Eventually, however, Atzanteotl
tracked them down and destroyed their
refuge; only Atruatzin himself escaped
the carnage of Mictlan'sfall. He wander-
ed seeking a new home, eventually find-
ing his way to the susface of the Known
World. Settling among the folk now
known as the Atruaghin Clans, he
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worked to unite several warring tribes
until he had brought peace to the entire
region.

After ruling his adopted people for
many years, he departed to travel
throughout the Known World, visiting
Glantri, Altheim, the Northern Reaches,
and even distant Alphatia. Returning to
the Hollow World, he vowed to undo At-
zanteotl's acts and began seeking Immor-
tality as a way to make this possible.
Moving in secret among the Azcans, he
began preaching the New Way (a rejec-
tion of Atzanteotl’s teachings and a re-
turn to the old beliefs of their race). He
also created Atruaghin's Mystic Convey-
or, a tunnel allowing passage between the
Known World and the Hollow World.

Returning at length to the Clans, he
discovered that their lands had been
overrun by Wogar's goblins and his peo-
ple enslaved in his absence. After first
leading the Clans in a successful revolt
and routing the goblins, he invoked the
power of the Immortals to create a great
plateau where the Clans could live with-
out fear of future invasions. Having
earned Immortality through his efforts to
guarantee his people's safety, he then de-
parted but still revisits the Clans once a
year.

Personality: Atruaghin s kind, pa-
tient, and wise. Soft-spoken and fatherly,
he is noted for his honesty and open-
mindedness. At the same time, he is
iron-willed and determined. A peaceful
man who always counsels against violence
except as a last resort, he believes that the
evil Atzanteotl has done can only be un-
done if that servant of Entropy is de-
stroyed. He has been working pauently
toward this goal for the last several centu-
ries, but so quietly that Atzanteotl is not
yet aware of any danger.

Allies: Atruaghin’s chief allies are his
fellow Immortal patrons of the Clans.

Enemies: Atruaghin's greatest enemy
is Atzanteotl, whose works he quietly op-
poses at every opportunity.

Appearance: Atruaghin appears as a
middle-aged chiefeain of the Clans; he
usually wears a warbonnet. When dra-
matic entrances are called for, he rises
from the flames of a campfire as a great
warrior made of fire.

Atzanteotl

Game Statistics: Hierarch, Sphere of
Entropy. 31st level Immortal; AC —25;
hp 800; HD 45; MV 150’ (50'); #AT 4; D
4d6+4 (Punch)or 3d10 +7 (sword); AM
90%; Save IM31; AL C; Str 21, Int 51,
Wis 31, Dex47, Con 34, Cha 76. Powers:
Call Other, Control Undead, Enhanced
Reflexes, Swoop. Weapon: normal sword
+ 3 of draining.

Followees’ Alignment: Neutral and
Chaotic. His clerics are all Chaotic.

Special Clerical Powers: All clerics of
Atzanteotl can cast a cause light wounds
spell (which cannot be reversed to heal)
three times per day. This is a special
power and not a ttue spell.

History: Some 3,700 years ago Atzan-
teotl was an elven clan-lord named At-
ziann living in the Glantri area. When
some of his fellow elves found and acci-
dentally triggered a dangerous Black-
moor device left in the Broken Lands,
the resulting cataclysm drove the surviv-
ing elves in the area underground. At-
ziann and his clan travelled the
labyrinth of caves under Glantri for
dozens of years, during which time all
his fellow clan-members perished.
These experiences made him very dark,
fatalistic, and bitter.

After years of wandering lost below the
earth, Atziann emerged once again into
sunlight... but it was the wrong sun. He
found an exit into the Hollow
World, in the lands of the Azcan Em-
pire. With his magical abilities, he was
able to conceal himself from their eyes
and hide among the Azcans until he
learned their language and culture. He
gained quite an appreciation for the le-
thal, uncompromising Azca and their
culture before continuing his wander-
ings.

By now committed to doctrines of evil
and pain, Atziann took the Path of Im-
mortality of the Sphere of Entropy for his
sponsor Thanatos. Within a couple of
hundred years, his unremitting evil had
earned him a place among the evil Im-
mortals. He then decided it was time to
return his attention to his own people,
now called the Shadow Elves, and shape
them into a race more to his liking.

Under the name Atzanteotl, he began
to turn the minds of shadow-elf and Az-
can clerics to his own twisted evils. He
supplied great wisdom to these clerics,
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and in both cultures they eventually took
charge. Certain Shadow Elves, especially
the Schawenalfen clan, began construc-
tion of a city, Aengmor, built along Az-
can lines and dedicated to the glory of
Atzanteotl. The Azca, both those in the
Hollow World and those on the outer
wortld, increasingly turned away from the
following of Ixion and Ka the Preserver
and to that of Atzanteotl; they intro-
duced human sacrifices into their way of
life.

Since those days, Atzanteotl hasdriven
his Schattenalfen further underground
and reoccupied their city Aengmor with
orcs. He has inspired al! Shadow Elves
with a hatred and envy of Alfheim, mak-
ing them covet Alfheim for their own
homeland. He works tirelessly to make
his followers more populous and power-
ful. Overall, he ranks as one of Entropy’s
most active and effective agents.

Personality: Atzanteot! is fascinated by
the process of corruption; he enjoys noth-
ing so much as seeing good sentient be-
ings turn to evil. Once they are turned to
evil, he loses interest in them. His ulu-
mate goal is the destruction of all life on
the outer world, especially the elves of
Alfheim.

Allies: Atzanteotl has no alltes until
the formation of the Brotherhood of the
Shadow, when he discovers in Hel a wor-
thy partner in malice. He is no longer
subordinate to Thanatos, and the two
do not get along very well, in spite of
their similar interests; a case of a pupil
turning out too well for his former mas-
ter’s comfort.

Enemies: Atzanteotl’s greatest ene-
mies are Ilsundal (who detests his cor-
ruption of elves), Ixion and Ka the
Preserver (who oppose his effects on the
Azca), Karaash (who resents his interfer-
ence with the humanoid races), Rafiel
(from whom he “‘stole” many Shadow
Elf followers), Djaea (who hates his phi-
losophy of death), and Halav (an enemy
of all the humanoid patrons).
Atruaghin is his nemesis, but Atzan-
teotl may not become aware of the fact
until it is too late. Any other Immortal
who opposes Entropy can be counted as
among his secondary enemies.

Appearance: Atzanteotl has two Mani-
festation Forms: a handsome but sinister
elven hero dressed in black or a jet-black
feathered serpent with the face of an elf.
The serpent-form has arms, but these are

usually hidden within its feathers. At-
zanteotl frequently takes Mortal Idend-
ties for short periods, either Azcan,
elven, or orcish.

Symbol: The silhouette of a feathered
serpent.

Benekander

Game Statistics: Initiate, Sphere of
Energy. 1stlevel Immortal; ACO/ —6; hp
75; HD 15; MV 150' (50'); #AT 2; D
2d6 +2 (Punch); AM 50%; Save IM1; AL
L; Str 17, Int 20, Wis 15, Dex 10, Con
13, Cha 14. Powers: Detection Suite,
Fighter Options, Improved Saving
Throws vs. Spell Attacks, Thief Special
Abilities. Armor: Shield, —6 to AC.

Followers’ Alignment: Neutral or Law-
ful.

Special Clerical Powers: Benekander's
clerics have an rnfravision power identical
to that of dwarves or elves.

History: In mortal life, Rheddrian
Benekander was 1st Assistant Engineer
on the Beagle, a gigantic spaceship which
travelled the galaxy to catalogue new
worlds and races. An accident in space
forced the Beagie to land on Mystara (the
Known World) several thousands of years
ago, when fabled Blackmoor was still a
backwards place. Since the ship had lost a
lot of power, much of the crew, including
Rheddrian, was placed in suspended ani-
mation to await rescue.

Years later, Rheddrian awoke when
someone tried to sabotage his life cap-
sule; his own modifications to the cap-
sule had saved him. He discovered that
the ship’s captain was missing, that most
of the crew were scattered or dead, and
that human intruders from this world
were looting precious parts and devices
from the engineering compartments. He
attempted to drive off the intruders and
repair the damage before the ship ex-
ploded as a result of their meddling, but
he was too late. Heroically working to the
last second to prevent or contain the ex-
plosion, he was caught up in 2 maelstrom
of energy when the disaster occurred. Al-
though his body was totally disinte-
grated, somehow Rhreddrian’s con-
sciousness survived, becoming fused with
a mirrorlike security device. In the result-
ing meltdown, the ship itself was de-
stroyed, but thanks to Rhreddrian’s
efforts its engines did not explode. In-
stead, they burned their way deep into

the earth, to later become the artifact
known as the Nucleus of the Spheres.

Benekander’s later story is told in The
Immortals’ Fury, the adventure in Book
II of this boxed set.

Personality: Benekander did not seek
his Immortality and still has a hard time
understanding it. He stil! thinks of him-
self as a mortal, and he has devoted him-
self to interfering with Immortals who
manipulate mortals for their own ends.
He's uncomfortable with other Immor-
tals and spends much of his time in his
Mortal Identity form.

Allies: Benekander has no Immortal
allies, as none of the other Immortals are
aware he exists.

Enemies: Likewise, Benekander has no
Immortal enemies at present, although
this will change if his involvement in the
events of The Immortals’ Fury ever come
out.

Appearance: Benekander's Manifesta-
tion Form is that of a tall (7'), lean man
with black hair and a neatly-trimmed
moustache and beard; his skin color is a
light green and his eyes are blue. He
wears a blue jumpsuit with black boots
and belt and carries a perfectly round
shield with a mirror-like surface. His
Mortal Identity form as ""Rheddrian,” a
merchantrecentlysettled in Darokin, has
the same facial features but is a foot
shorter and lacks the unusual skin colora-
tion; in mortal guise he wears rich clothes
appropriate to whatever area of Mystara
he finds himself in.

Symbol: His peculiar symbol shows a
dog (a beagle) in a jumpsuit, wearing a
hardhat, cartying a big adjustable wrench
in one hand and rapping it into the palm
of his other hand (this was once the des-
ignation of the engineers’ department
aboard the Beagle).

DMing Notes: Benekander is a major
NPC in the adventure The Immortals’
Fury.

Calitha Starbrow

(Tallivai)

Game Statistics: Celestial, Sphere of
Time. 18th level Immortal; AC —6; hp
280; HD 32; MV 150’ (50'); #AT 3; D
4d6 (Punch) or 3d6+3/ +5 (crident);
AM 60%; Save IM18; AL N; Str 10, Int
38, Wis 23, Dex 12, Con 15, Cha 16.
Powers: Enhanced Reflexes, Height De-
crease, Increased Damage, Turn Undead.
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Weapon: trident of defending +3, +5
vs. water-breathing creatures.

Followers’ Alignment: Any. Clerics
must be Neutral.

Special Clerical Powers: Clerics of Cali-
tha have the special ability to cast the wa-
ter breathing spell once per day. This is a
special power, nota true spell.

History: In the ancient elvish home-
land of Evergrun, Calitha was onc of the
fiest gencration of clves. She was fasci-
nated with the sea, with its ebb and rise,
with its relationship to behavior and
time, and when she decided to quest for
Immortality, she took the Path of the Dy-
nast for the Sphere of Time. As an aspi-
rant to Immortality in that Sphere, she
travelled through time on three occasions
to help her descendants, in her case the
water-clves who settled Minrothad, to re-
tain their kingdoms.

Personality: Calitha’s primary interest
is the sea. The philosophy she created
and sponsots is called elendaen, which is
clvishfor “‘the ocean path’ This philoso-
phy expresses the belief that the ocean is
the cradle of all life; it encourages her fol-
lowers never to abuse the sea and its re-
sources.

Allies: Calitha is a friend and follower
of the Immortal Ordana, who was her
sponsor.

Enemies: Calitha does not get along
with Protius, the Old Man of the Sea, be-
cause he is a wild thing who does not ap-
pear to concern himself with the carcful
presctvation of the seas and sea-life.

Appearance: Calitha appears as an el-
vish maiden with lustrous, mother-of-
pearl skin, wearing garments of
seca-plants and sea-shells and with a glit-
tering diamond star worn in the center of
her forchead. She sometimes carries a tri-
dent, symbol of the Immortals of the sea.

Symbol: A giant pearl lying in mother-
of -pearl.

Diamond

(The Star Dragon, Ruler of All Lawful
Dragons)

Game Swdsdcs: Celestial, Sphere of
Matter. 16th level Immortal; AC —10;
hp 240, HD 30; MV 180" (60"), 420’
(140’) flying; #AT 9 (two bites, two
claws, two wing-strikes, two kicks, one
tail-swing); D 6d8 + 8 (bite) and 2d8 +8
(claw, wing-strike, kick, tail-swing); AM
60%; Save IM16; AL L; Str 35, Int 20,
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Wis 20, Dex 23, Con35,Cha23. Powers:
Dragon Form, Improved Saving Throw
vs. Spell Attacks, Turn Undead.

Followers’ Alignment: Lawful. Clerics
must be Lawful.

Special Clerical Powers: Clerics of Dia-
mond receive a +2 to their rolls when
turning undead.

History: In his mortal existence, a few
hundred years ago, Diamond was a gold
dragon. He was a very curious gold drag-
on, curious about the civilizations of
humans and demi-humans. He spent
centuries wandering through these cul-
tures, using his magical powers to main-
tain human identities, testing humans
for traits of mercy and gencrosity and
punishing those who failed the tests.
While adventuring like a human, he dis-
covered the existence of the paths to Im-
mortality and decided that he wanted to
be able to study and learn throughout
cternity. He swiftly found a patron, a
mysterious Immortal of Matter known
only as "the Great One,” and eventually
carned his own Immortality... where-
upon he learned that the Great One was
also a dragon-Immortal. Since becoming
an Immortal, Diamond has continued to
study human culture in mortal form, and
has acted as a patron of Lawful dragons
(Crystal, Sapphire, Ruby, and Gold).

Personality; Diamond is a very inquisi-
tive creature. He is an interesting combi-
nation of kindly curiosity and ferocious
rage: he is polite to mortals who demon-
strate generous and noble natures (even
those of opposed alignments), but re-
sponds with anger to pettiness and sclf-
ishness.

Allies: Diamond’s chief allies include
the Great One, his immediate superior;
Ka, who enjoys the company of anothet
Lawful reptile; and Terra, who is fond of
dragons. Diamond socializes mostly with
other Immortals of the Sphere of Matter.

Enemies: Diamond despises Pearl, one
of his fellow dragon-Immortals, but re-
frains from direct action against her; the
Geeat One has ordered the three lesser
dragon-Immortals to leave one another
alone, especially when in his presence.

Appearance: Diamond is shaped
much like a gold dragon with a particu-
larly noble head, except he isnot gold in
color. In fact, his scales would appear
white except that they have the refrac-
tive qualities of faceted diamond: they
shine with so much reflected light that it

is hard to stare at him.

Symbol: A crown sculpted to resemble
a snake swallowing its tail, with a huge
diamond set in the top of the snake’s
head.

(Patroness of Will)

Game Statistics: Celestial, Sphere of
Thought. 18th level Immortal; AC -13;
hp 280; HD 32; MV 150’ (50°); #AT 3;
D 4d6+9 (Punch) or 3d6+13 (spear);
AM 60%; Save IM18; AL N; St 40, Int
33, Wis 28, Dex 28, Con 45, Cha 50.
Powers: Groan, Height Increase, Im-
proved Saving Throws vs. Power Attacks,
Increased Damage. Weapon: spear +4.

Followers’ Alignment: Any. Clerics
must be Lawful or Neutral.

Special Clerical Powers: Diulanna’s
clerics receive a +1 to individual initia-
tive rolls; they also receive the Endurance
General Skill in addition to their other
General Skills, even if those skill rules are
not customarily used in the campaign,

History: Diulanna was a woman of the
ancient Neathar tribes on the southern
continent of the Known World; her folk
cventually became the Hinterlander
tribes. Though in her tribe women were
chattels, she defied tribal customs and
became an independent huntress and
warrior. Her defiance and strong will
carned the admiration of the Immortal
Korotiku, and Korotiku sponsored her
on the Path of the Epic Hero. Through
ability and sheer determination, she
achieved Immortality in the Sphere of
Thought in less time than any other hu-
man before her. Since that time, she has
acted as the special patron of the descen-
dants of her people, the Hinterlanders,
though she does not confine her blessings
to those peoples.

Personality: Diulanna is a determined
being; her determination and drive are
her primary characteristics. She is called
the Patroness of Will because she favors
those willing to take on impossible odds
because they believe in what they are do-
ing; she often intervenes indirectly for
such heroes.

Allies: Diulanna is an ally of Korotiku,
her sponsor, and Tarastia, whose determi-
nation she admires.

Enemies: Diulanna’s chief antagonist
is Rathanos, who believes she should
cease all her agitating, lay down her
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weapons, and submit to the will of male
Immortals. Diulanna will also oppose
any Immortal and any plan which threat-
ens the tribes and nations she favors.

Appearance: Diulanna appears as a
young redheaded woman clad in the gar-
ments of the ancestors of the Hinterlan-
ders: tunic, loincloth, buskins, and
headband of lion-skin, carrying a stone-
tipped spear. When appearing to mor-
tals, she always wears a serious, severe
expression.

Symbol: A spear thrust clean through
a boulder.

Djaea

Game Statistics: Hierarch, Sphere of
Matter. 34th level Immortal; AC —24;
hp 1,250; HD 48; MV 300’ (100'); #AT
4; D 5d6+13 (Punch) or 4d6+ 18 (war
hammer); AM 90%; Save IM34; AL N;
Str 75, Int 60, Wis 38, Dex 25, Con 49,
Cha 40. Powers: Groan, Height Increase,
Increased Movement Rates, Increased
Damage. Weapon: war hammer +35.

Followers’ Alignmenc: Lawful or Neu-
tral. Clerics likewise must be Lawful or
Neutral.

Special Cletical Powers: Djaea's clerics
are able to cast 1st and 2nd level druid
spells in addition to normal clerical
spells; this does not, however, increase
the number of spells they can memorize
at any one time, nor does it enable a 1st
level-character to cast 2nd-level spells.

History: In life, Djaea was originally a
magic-user of a primitive Neathar tribe
which occasionally traded with the tech-
nological city of Blackmoor. She was al-
ready on her path to Immortality, with
Terra her sponsor, when the men of
Blackmoor blew themselves up and
changed the very face of the world. This
event horrified her—the idea that hu-
mans could become powerful enough to
destroy a world was abhorrent to her.
Since becoming an Immortal, she has de-
voted much of her time and effort to
leatning about planets and how they sur-
vive catastrophes; she is, in effect, an Im-
mortal environmentalist who perceives
planets to be living creatures (and per-
haps they are!).

Personality: To mortals and many of
her Immortal subordinates, Djaea ap-
pears to have the personality of a stern
schoolmistress. She doesn’t appreciate
rambunctiousness or acting up, and she

is infuriated by misunderstanding, mis-
information, and ignorance. She wants
to learn as much information as she can
about the way the muldverse works, es-
pecially about what sustains and nour-
ishes entire planets. To her few friends,
she shows other traits as well. She's never
lost herunderstanding of what it was like
to be a mortal, and so she agonizes about
making choices, worries that errors she
makes could be responsible for death and
catastrophe, etc.

Allies: Djaea’s chief ally is her mate,
Khoronus, the senior Hierarch of the
Sphere of Time.

Enemies: Djaea directly opposes most
activities of the Immortals of Entropy;
she is especially antagonistic toward At-
zanteotl, Orcus, and Thanatos, who pro-
mote destructiveness and the end of all
life.

Appearance: Djaea appears as a stately,
beautiful woman, not quite middle-
aged; she dresses in long, white gowns of
classic design.

Symbeol: A large white stone with a ser-
pent curled around it.

Eiryndul

Game Statistics: Empyreal, Sphere of
Energy. 20th level Immortal; AC -8;
hp 330; HD 34; MV 150’ (50'); #AT 3; D
3d6 +3 (Punch) or 2d6+6/+8 (short
sword); AM 70%; Save IM20; AL C;
Str 18, Int 20, Wis 38, Dex 15, Con 25,
Cha 40. Powers: Detection Suite, En-
hanced Reflexes, Height Decrease, Thief
Special Abilities. Weapons: short swords
+3, +5 vs. enchanted monsters.

Followers' Alignment: Any. Clerics
may be of any alignment, but Chaotics
and Neutrals are more common than
Lawfuls.

Special Clerical Powers; Eiryndul’s
clerics are able to detect secret and hid-
dendoors as an elf does.

History: Eiryndul was an Elvish warrior
in the Sylvan Realm when Ilsundal was
king. He wasn’t much of a warrior; his
fightng abilites were negligible. In-
stead, he was a clever thinker and accom-
plished magic-user. A near-outcast
among his own people because of his sar-
castic attitude, practical jokes, and lack
of fighting ability, he became a friend of
the more tolerant forest folk such as cen-
taurs and dryads. His anger at the treat-
ment he received from his own people

led him to study magic intensely so that
he could figure out how to avenge him-
self; this led him to find and undertake
the Path of the Paragon with Rathanos,
whoadmiredhis search for knowledge, as
his patron. In his quest for Immortality,
he found wisdom and abandoned his
plan for revenge, though he wasstill no
friend of llsundal’s people or the kind of
boring, pacifistic philosophy that Ilsun-
dal promoted.

Once he achieved Immortality, Eiryn-
dul decided to create his own elven na-
tion, one more to his liking. When the
elf-king Mealiden Starwatcher led the ex-
peditions away from the Sylvan Realm,
about BC 800, Eiryndul lured one large
clan, the Shiye, away from Mealiden and
persuaded them to settle in the deep,
dark forests of central Alphatia. He grad-
ually influenced them to become more
secretive, more mischievous, more dan-
gerous, and more independent than he
perceives the Alfheim elves to be.

He has also acted as the friend of the
forest races, with whom he feels a special
kinship.

Personality: Eityndul is a prankster. He
occupies himself playing tricks on Im-
mortals and mortals alike. These pranks
are inventive and sometimes malicious,
but not dangerous or lethal. A mortal
who withstands his mischievous attention
for several pranks without becoming abu-
sive or breaking under the strain will earn
Eiryndul’srespectand may receive a favor
from him at some later date.

Eiryndul is also known for his romantic
escapades; there are few female Immor-
tals with whom he has not flirted at some
point, and he is rumored to spend much
of his ume pursuing attractive mortal
adventurers who have caught his eye.
Recently he has developed an under-
standable passion for Valerias, who
laughingly spurned him; he has vowed to
seduce her one day.

Allies: Eiryndul’s Immortal allies in-
clude Rathanos, his patron; Faunus, who
is also a patron of the forest races; Koroti-
ku, with whom he has a friendly rivalry in
the spirit of determining which of them
iscleverer; and Zirchev, a protector of the
forest races.

Enemies: Eiryndul has a bitter rivalry
with Loki, another Immortal patron of
mischief and troublemaking whose
pranks, unlike Eiryndul’s, always cause
pain and suffering. He enjoys playing
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pranks on Ilsundal and Mealinden but
considets them swffy rivals, not enemies.

Appearance: Eiryndul appears as a
short, sly-looking elf dressed in the most
modern kingly styles and wearing a well-
crafted golden crown embossed with pic-
tures of forest folk (especially fauns and
dryads) frolicking.

Symbol: A white, smiling set of teeth,
like the Cheshire Cat's, against a black
background.

Faunus

{Inuus; Lupercus)

Game Statistics: Temporal, Sphere of
Matter. 1ith level Immortal; AC - 3; hp
150; HD 25, MV 300’ (100’); #AT 2; D
2d6+3 (Punch), 1d6+7 (javelin), or
1d4+5 (sling); AM 50%; Save IM11; AL
C; Str 18, Int 12, Wis 8, Dex 12, Con 25,
Cha 35. Powers: Detection Suite, Howl,
Increased Movement Rates, Thief Special
Abilities. Weapons: javelin +4, sling +2.

Followers’ Alignment: All. Clerics
must be Neutral or Chaotic.

Special Clerical Powers: All of Faunus’
clerics possess the mystic ability speak
with animals.

History: Faunus is an ancient being;
not even he knows quite how old he is or
how he came into existence. He remem-
bers that he was once a goatlike creature
mutated by magic to have intelligence
and to serve his creator. After being cre-
ated, he continued to change, becoming
more and more human and achieving
greater and greater intelligence, but he
also forgot most of his early history
Though his primary interests were eat-
ing, drinking, song, and poetry, the care-
ful tending of flocks, and pleasures of the
flesh, he was very long-lived and eventu-
ally stumbled on the path to Immortality.
achieving it in service to Terra in the
Sphere of Matter. His descendants from
when he was still mortal are the fauns (al-
so called satyrs and sileni).

Personality: Faunus is a dissipated.
self-centered being who doesn’t have a
malicious bone in his Immortal body. He
is interested only in self-gratification and
the protection of the forest races and
herd-beasts such as goats and sheep. He
very seldom interacts with mortals. He is
not at all ambitious and never achieved
much personal power, this is why, al-
though he is very old, he is still only a

Temporal.

Allies: Faunus has only two friends
among the Immortals listed here: Eiryn-
dul and Zitchev, fellow patrons of the
forest races.

Enemies: Faunus has no enemies
among the Immortals.

Appearance: Faunus always appears as
a satyr or faun. Sometimes he appears
young and handsome; at other times he
is old, fat, and drunken.

Symbol: A drinking-horn with ram’s
horns.

Frey and Freyja

{Fredar and Fredara)

Game Statistics (Frey): Celestial,
Sphere of Thought. 13th level Immortal,
AC -10/ —14; hp180; HD 27; MV 150’
(50’); #AT 3; D 4d6+7 (Punch) or
3d8+12 (sword), AM 60%; Save IM13;
ALL;Str 30, Int 24, Wis 20, Dex 25, Con
30, Cha 22. Powers: Call Other, Im-
proved Saving Throws Vs. Physical At
tacks, Increase Damage, and Summon
Weapons. Weapon: normal sword +5.
Armor: Scale mail providing —4 to AC.

Eiryndul
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Game Statistics (Freyja): Celestial,
Sphere of Thought. 13th level Immortal;
AC —10/-14; hp 180; HD 27; MV 150’
(50°'); #AT 4; D 3d6+7 (Punch) or
2d8+12 (sword), AM 60%; Save IM13;
AL L; Str 30, Int 20, Wis 24, Dex 25, Con
30, Cha 22. Powers: Call Other, Extra At-
tacks Per Round, Improved Saving Throws
Vs. Physical Attacks, and Summon Weap-
ons. Weapon: normal sword +5. Armor:
Scale mail providing =4 to AC.

Followers' Alignment: Any. Clerics
must be Neutral or Lawful.

Special Clerical Powers: Clerics of Frey
or Freyja are able to use swords and dag-
gers in combat.

History: Frey and Freyja were brother
and sister, members of the Antalians, an-
cient tribes which eventually became the
men of the Northern Reaches in the
Known World. Not so warlike as their fel-
lows, they were still accomplished war-
riors but believed that all fighting should
have a noble purpose and should not be
undertaken to fill chests with gold or con-
quer new lands or get some exercise. To
gether, they undertook the path of the
Epic Hero, sponsored by Odin himself,
and together they won Immortality, the
only brother-sister team amongst the Im-
mortals. Frey is Odin's wise warrior-
counselor, while Freyja flies out in the
great world looking for warriors whom
Odin might wish to sponsor to Immortal-
ity and for the spirits of fallen heroes
whom Odin might want to reincarnate to
do good in the world.

Of all the patron-Immortals of the
Northern Reaches, Freyja and Frey have
become the most popular Immortals
among the common folk, having more
followers among the lower social classes
than the war-minded nobility. Part of the
reason for this is their sensible attitude to
warfare (avoid it when possible; fight in-
telligently when you cannot). Another
contributing factor might be that they
are also patrons of love and friendship;
more the affection that grows out of
shared experience than the passion advo-
cated by Valerias.

Personality: Frey and Freyja are cool,
collected warriors. Thoughtful and pro-
fessional, they do not lose themselves to
the fury of battle. They sometimes aid
Northern Reaches warriors who pick their
fights carefully and for noble reasons.

Allies: Their chief allies are Odin and
Thor.

Enemies: Their chief enemy is the
trickster Loki, who plots against all the
other Northern Reaches Immortal pa-
trons.

Appearance: Freyja and Frey are broth-
er and sister, and look it. Both are tall,
blond, and stunningly beautiful; lithe
and lean rather than muscle-bound,
fighting with intelligence and deadly
speed rather than brute strength. Both
favor armor, weaponry, and clothing
styles popular in the Northern Reaches.
They love fine jewelry as well, and Freyja
is rarely without her favorite necklace,
even when wearing a Mortal Identity.

Symbol: Frey's symbols are a golden
boar and a crossed sceptre and sickle; a
giant, huge-tusked goldenboardrawshis
chariot through the air. Freyja’s symbol is
a pegasus; the winged horse is her favor-
ite mount.

DMing Notes: In the HOLLOW
WORLD® campaign, Frey and Freyja are
known as Fredar and Fredara.

The Great One

(Ruler of All Dragonkind)

Game Statistics: Eternal, Sphere of
Matter. 26th level Immortal; AC —12;
hp 550; HD 40; MV 180’ (60%), 420’
(140") flying; #AT 10 (three bites, two
claws, two wing-swipes, two kicks, one
tail-swing); D 6d8 +12 (bite) and
2d8+12; AM 80%; Save IM26; AL N;
Str 70, Int 65, Wis 70, Dex 17, Con 20,
Cha 45. Powers: Dragon Breath, Dragon
Form, Extra Attacks Per Round.

Followers' Alignment: Any. Clerics
can be of any alignment.

Special Cletical Powers: Clerics of the
Great One have the ability to fly, as per
the spell, once per day. This is a special
power and is in addition to spells normal-
ly carried.

History: The Great One hatched in a
time when the dragon races were not
quite so distinct from one¢ another; he
was a glossy grey hue not found in any of
today’s dragons. Supremely intelligent
and analytical, he survived centuries of
adventurers trying to take his life and his
hoard, sutvived long enough to begin to
question the meaning of his existence.
He eventually overcame his draconic love
of gold and glistening things, recogniz-
ing their lack of meaning, and spent
more centuries in the company of think-
ers from all the intelligent races.

While among the dryads and actaeons
of the forest, he learned of the Immortal
Terra and beseeched her for knowledge.
She gave him some, and also sent him on
tasks and errands; she ultimately decided
that he had promise as a candidate for
Immortality and sponsored him along
the path of the Polymath. He won his
Immortality and turned his own atten-
tion to helping other dragons become
Immortal... or at least wiser. He has since
learned that there have been other Im-
mortal dragons before him, with one
Dragon-Lord bearing the title of the
Great One, and that at times other drag-
ons come to the Home Plane of the Great
One and seek to kill and replace him or
her.

Petsonality: The Great One is calm,
collected, and analytical. He is slow to
make decisions, which means he’s not
much help in a crisis situation. However,
when roused he is one of the deadliest
fighters known to the Immoruals. Indif-
ferent toward humans and rather more
fond of the forest races, he is naturally
predisposed toward dragons.

Allies: The Great One'’s chief allies are
his three subordinates—Diamond, Opal,
and Pearl. He is independent of Terra
now, and though he is courteous to her
and solicitous of her welfare he does not
plot with her.

Enemies: The Great One has no spe-
cific enemies.

Appearance: The Great One looks like
a dragon, but is bigger than any dragon
who ever lived; he has three heads. His
scales glow so brightly that mortal beings
can scarcely stand to look at him.

Symbol: A three-headed dragon.

Halav

(Red-Hair; Patron of Warfare; Patron of
Weaponmaking)

Game Statistics: Celestial, Sphere of
Thought. 17th level Immortal; AC — 12/
~18; hp 260; HD 31; MV 150’ (50');
#AT 3; D 5d6+9 (Punch) or 4d4 +18/
+20 (spear); AM60%; Save IM17; ALL;
Str 43, Int 30, Wis 15; Dex 25, Con 40,
Cha 23. Powers: Fighter Options, Height
Increase, Increased Damage, Weapon
Mastery (Grand Master of Spear/two-
handed, Spear/one-handed, Short
Sword). Weapon: spcar +3, +5 vs.
weapon-using creatures. Atmor: ancient-
style bronze plate providing —6 to AC.
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Followers’ Alignment: Any. Clerics
must be Lawful.

Special Clerical Powers: Halav's clerics
receive a +2 co attack rolls (not damage
rolls) when fighting humanoids.

History: Halav was a great hero of the
Traldar people, a Bronze Age society liv-
ing in what is now Karameikos. The
Traldar were then in awe of the wiser hu-
manoid Hutaaka race, from whom they
learned quite a lot about metalworking
and craftsmanship. At this time, about
BC 1,000, a massive gnollish invasion
moved into Traldar territories; the gnolls
set about systematically destroying the
Traldar communities. The Hutaaka re-
treated to their hidden valley in the
north, and the Traldar were left to defend
themselves.

Halav took the chieftainship of his vil-
lage from a less resolute king and orga-
nized a massive defense against the
gnolls. With the help of his confidants
Petra and Zirchev, he kept the Traldar
from being obliterated. In the make-or-
break battle of the war. Halav led his
forces against the gnoll-king and overran
the gnoll-king's encampment, killing
that humanoid leader. Halav was also
killed in the fight, but his ally Petra
ratsed him back to life.

Now that the sutviving gnolls were in
full retreat, Halav, Petra, and Zirchev de-
cided that they could best setve their peo-
ple by seeking the wisdom of the
Immortals. Each embarked on a path to
Immortality, with Halav choosing the
Path of the Epic Hero, achieving Immor-
tality in the Sphere of Thought under the
sponsorship of Odin.

Halav the Immortal became a patron
and protector of the much-reduced
Traldar race on the outer world, of the
thriving Traldar culture in the Hollow
World, and of the new Milenian empire
rising on the southern continent on the
Known World.

Personality: Halav was a thinking
man's warrior: a tough fighter, a master
strategist, an inspired leader, and a
shrewd judge of character. As an Immor-
tal, he is still wise and far-thinking. He is
a patron of human warrior-races, indif-
ferent to demihumans and forest races,
and a cold enemy of the warlike human-
oid races (gnolls especially, but also otcs,
trolls, goblins, ogres, and the rest).

Allies: Halav’s closest allies are Petra
and Zirchev; they form a close-knit triad
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and interact mostly with one anothes.
Halav and Petra are lovers.

Enemies: Halav counts among his ene-
mies almost all the humanoid patrons:
Atzanteotl, Bagni Gullymaw, Bartzi-
luth, Jammudaru, Ranivorus, The Shin-
ing One, Wogar, and Yagrai. He is not an
enemy of Karaash, who is a very *'profes-
sional” warleader and not a savage like
the rest, or of Pflarr, the patron of the
Hutaaka race. He is often in conflict with
Vanya, who dislikes the Milenian culture.

Appearance: Halav appears as a tall,
well-formed, red-headed warrior, wear-
ing ancient bronze armor, carrying an
ancient-style bronze short-sword, and
wearing a simple golden crown.

Symbol: A sword laid upon an anvil.

Game Statistics: Hierarch, Sphere of
Entropy. 36th level Immortal; AC —20;
hp 2,000; HD 50; MV 150’ (50'); #AT 4:
D 5d6+4 (Punch); AM 90%; Save
IM36; AL N; Str 20, Int 38, Wis 29, Dex
12, Con 40, Cha 35. Powers: Control
Undead, Height Increase, Increased
Damage, Leech.

Followers’ Alignment: Neutral and
Chaotic. Clerics may be Neutral or Cha-
otic.

Special Clerical Powers: Hel’s clerics
cannot Turn Undead. However, they
have the special ability o Control Un-
dead as an undead liege of 3 HD above
their current level (see the D&D® Rules
Cyclopedia for details).

History: Hel is as old as the oldest Im-
mortals. She does not remember her
mortal life: either she is a force of nature
and never was a mortal being, or she
achieved Immortality so long ago that
she has forgotten her previous identity, or
her long-ago Immortal sponsor somehow
made her forget her previous existence.
She is the most powerful of all the Im-
mortals of Entropy

Hel is a patron of Death, and her fol-
lowing, which is mostly confined to the
Northern Reaches on the outer world, is
considered evil by almost all non-
followers.

Personality: Hel, unlike many Entro-
pic Immortals, sees Entropy as an impor-
tant part of the balance of the multiverse,
an inseparable part of all natural proc-
esses. She is fascinated with the prospect
of capturing the spirits of the dead and

reincarnating the especially-evil ones so
that they will bring more pain and suffer-
ing upon the living; she tends to plant
them in newborn children who will grow
up to positions of power and influence
(such as young princes and princesses).

Allies: Before the events in Wrath of
the Immortals, Hel has no allies. She and
Thanatos have a grudging respect for one
another, but neither interferes with or
helps with the other's plots. She likes
Loki and watches his plots with great
amusement. With the formation of the
Brotherhood of the Shadow, she finds an
apt partner in Atzanteotl, who is her
equal in behind-the-scenes plotting.

Enemies: Hel's chief enemies are
Odin, chief Immortal of the Northern
Reaches civilizations, and Xa the Pre-
server, the chief architect of the
Hollow World.

Appearance: Hel appears clad in jet-
black clothing; one half of her face is that
of a beautiful woman, while the other
half is blank and featureless. She is usu-
ally seen seated on a dark throne.

Symbol: A dark stone throne with hu-
man skulls on the corners of the back.

lisundal

(The Wise One)

Game Statistics: Hierarch, Sphere of
Energy. 33rd level Immortal; AC —22;
hp 1,000; HD 47; MV 150’ (50°); #AT 4;
D 4d6+4 (Punch); AM 90%; Save
IM33; AL L; Str 20, Int 45, Wis 50, Dex
23, Con 38, Cha 56. Powers: Detection
Suite, Fighter Options, Increased Saving
Throws vs. Spell Attacks, Turn Undead.

Followers’ Alignment: All. Clerics
must be Lawful.

Special Clerical Powers: At 1st level, il-
sundal's clerics receive the mystic’s aware-
ness power,

History: Ilsundal was one of the very
first generation of elves, born in the land
of Evergrun in the ancient past. Evergrun
was overrun by ice and destroyed in the
cataclysmic aftermath of the Great Rain
of Fire (the catastrophe which obliterated
Blackmoor and shifted the planet’s axis),
Ilsundal led many elves away from the
southern continent to a new homeland
and back to their traditions of nature-
magic. After reaching and settling a new
land, the Sylvan Realm, he undertook
the Path of the Paragon. One of his tests
as a candidate for Immortality was the
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creation of the first tree of life, the living
artifacts which help sustain the elves. He
became an Immortal around the year BC
1,800 and has been a patron of all elves
ever since.

Personality: Ilsundal is a kindly, wise
elf, peaceful and philosophical. He can
bestern and iron-willed when motivating
his charges to survive and prosper.

Allies: llsundal’s chief ally is Meali-
den, his protege who also achieved Im-
mortality. Ilsundal is close to but not a
collaborator with other Immortals inter-
ested in the well-being of elves, like Cali-
tha Starbrow and Ordana.

Enemies: Ilsundal’s greatest enemy is
Aczanteotl, the elf -turned-Immortal who
corrupted the Schattenalfen into an evil
folk. He finds the rougish Eiryndul try-
ing but does not consider him an enemy.

Appeatance: Illsundal appears as an
aged, wise-eyed elf; his garments and
hair color vary from appearance to ap-
pearance, for he does not want to suggest
that he is the special patron of any spe-
cific sub-race of elves.

Symbol: A silhouette of the oaken tree
of life.

Ixion

(Otzitiotl; Solarios; The Sun-Prince;
Tabak)

Game Statistics: Hierarch, Sphere of
Energy. 36th level Immortal; AC —29;
hp 2,000; HD 50; MV 150’ (50°); #AT 4;
D 4d6+20 (Punch), 5d6+31 (two-
handed sword), 6d4+27 (long bow), or
5d4 +20 (Wrestling); AM 90%; Save
IM36; ALN; Str 100, Int 78, Wis 56, Dex
45, Con 75, Cha 80. Powers: Fighter Op-
tions, Height Increase, Tarn Undead,
Weapon Mastery (Grand Master of Two-
Handed Sword, Long Bow, Wrestling).
Weapons: two-handed sword +5, long
bow +35. .

Followers” Alignment: All. Clerics
may be of any alignment.

Special Clerical Powers: Ixion’s clerics
can cast the druid spell produce fire twice
per day; this is a special power in addi-
tion to their normal spells. They also re-
ceive a +1 to their rolls when trying to
Turn Undead.

History: Ixion is one of the oldest
known Immortak, and, like beings such
as Odin and Thanatos, does not even re-
member having had a mortal existence or
an Immortal sponsor. He is a powerful

Immortal, the embodiment of the Sun in
all its glory, and has been followed by
mortals since the most ancient times.

Legends say of Ixion that he was the fa-
ther of the first centaur and hence of the
entire centaur race. For this reason, Ixion
is particularly venerated by the forest
races, and by centaurs most of all.

Because of Ixion's age, wisdom, and
power, Ka the Preserver enlisted his aid
in the formation of the Hollow World.
Ixion’s main task was the creation of
a central sun for the world by opening
a permanent gate to the Sphere of
Energy, a gate which would always emit
light and heat into the Hollow World.

In the Hollow World, Ixion is
one of the chief Immortals of the Oltecs
and was once likewise followed by the
Azca, though most of the Azca have
abandoned him for Atzanteotl's darker
teachings.

Ixion is known as Tubak in the
Ethengar Khanates; there, they concen-
trate on his aspects as the bringer of sun-
light and order.

Personality: Ixion is interested in
knowledge for its own sake and inthe vic-
tory of Energy and the other positive
Spheres over the Sphere of Entropy. He
dictates a simple ethical code to his fol-
lowers: seek peace but be harsh in war;
deny aid to the forces of Entropy; and
give Ixion (under whatever name) his
due. The scholarly part of his personality
is offset by the chaotic nature of the
Sphere of Energy and the fiery nature of
the sun he embodies, so Ixion has a fiery
temper and a passionate nature; he is
quickly and easily offended, but is also
quick to forgive and reward. In conversa-
tion, he can be flippant and satirical. His
Neutral alignment represents the mid-
point of his scholastic mind and his fiery
personality.

Allies: Ixion’s greatest allies among the
Immortals include Asterius, Valerias, and
Ka. Asterius is his friend, asking nothing
of him but companionship; Ka is his
comrade in the maintenance of the
Hollow World; the passionate Valerias is
his mate.

Enemies: Ixion's chief foe is Atzan-
teotl, who has stolen many followers of
the Hollow World Azcan race from him.
He also frequently finds himself in oppo-
sition to Nyx because of their very differ-
ent natures. However, both realize that
their differences are philosophical and

professional, not personal; they are
strongly attracted to one another al-
though technically enemies.

Appearance: Ixion appears as a mem-
ber of whatever race he is addressing (if
he addresses a group mostly made up of
humans, he will appear as a human).
Whatever form he assumes, he will have
golden hair so bright that it is hard to
look at, flaming eye-sockets, and glowing
golden skin. He dresses in light robes of
bright-glowing golden silk. He carries a
flaming sword as his symbol of power and
travels by means of a giant, flaming
wheel shaped like a chariot-wheel.

Symbol: A flaming wheel.

DMing Notes: In the Hollow
World, Ixion is best-known as Otzitiotl.
On many other worlds, he is known as
Solarios.

Ka the Preserver

(The Ambet Serpent; Kalaktatla)

Game Statistics: Hierarch, Sphere of
Matter. 35th level Immortal; AC -27;
hp 1,500; HD 49; MV 150’ (50'); #AT 4;
D 5d6+13 (Punch); AM 90%; Save
IM35; AL L; Str 75, Int 54, Wis 50, Dex
33, Con 60, Cha 48. Powers: Dragon
Breath, Fighter Options, Height In-
crease, Increased Damage.

Followers’ Alignment: All. Clerics
must be Neutral or Lawful.

Special Clerical Powers: Ka's clerics
possess an infravision power identical to
that of dwarves or elves.

History: In the prehistoric past of the
Known World, Ka was a bipedal, carniv-
orous, 45'-long reptile—a dinosaur much
like an Allosaurus. But he was a freak of
nature, born with the capacity for great
intelligence. He learned to think, and his
desperate search for other intelligences
led to his being noticed by Terra. Under
her sponsorship, Ka became an Immortal
of the Sphere of Matter. Assomeone who
has seen many interesting races and spe-
cies die out, he has developed a great in-
terest in preserving what can be saved. It
was he who conceived of using the
Hollow World as a haven for endan-
geted racesand cultures, he who founded
the Council of the Hollow World, and he
who has guided the development of the
Hollow World throughout all these cen-
wuries.

Personality: Ka is a studious and
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thoughtful creature with a keen apprecia-
tion of the diversity of life. He likes to
help his followers and any beings inter-
ested in the pursuit of knowledge, along
the path he himself took—the path from
blind hunger and self -interest to enlight-
enment and awareness. However, part of
him is still reptilian; he thinks things no
human, demi-human, or humanoid can
understand, and if attacked he will re-
spond with a carnosaur's savagery.

Allies: Ka, because he is usually will-
ing to help other Immortals with their
quests for knowledge, has many allies.
They especially include Ixion, Korotiku,
and Ordana, who have helped him create
the Hollow World. He is a good
friend of Diamond; these two Lawful
reptiles have much in common. He is no
longer a subordinate of Terra, having
earned his independence millennia ago,
but helps her when she is in need.

Enemaies: Ka has an absolute hatred of
all Entropic Immortals; he considers each
to be his personal enemy. Alphaks, At-
zanteot!, Hel, and Thanatos are his par-
ticular enemies.

Appearance: Ka has several Manif esta-
tion Forms, and each one is most com-
monly associated with one of his names
or titles. As Ka, he appears as a huge
Allosaurus-like reptile with amber skin.
Asthe Amber Serpent, he takes the form
of a golden dragon. As Kalaktatla, the
name by which he is best known in the
Hollow World, he manifests as an
amber-colored serpent with feathers and
wings (a couatl). He does have a human-
oid form, tall and golden-skinned, but
he only takes it on in circumstances when
it is to his advantage to be shaped like a
human.

Symbol: A feathered, winged, amber-
colored serpent.

Kagyar

(Ka-gar; The Artisan; Flasheyes)

Game Staustics: Eternal, Sphere of
Matter. 28th level Immoreal; AC —12;
hp 650; HD 42; MV 150’ (50'); #AT 4; D
4d6+7 (Punch), 3d4 +11 (throwing
hammer), or 3d4 +10 (dagger); AM
80% ; Save IM28; AL N; Str 30, Int 28,
Wis 20, Dex 10, Con 12, Cha 9. Powers:
Detection Suite, Improved Saving
Throws vs. Mental Attacks, Thief Special
Abilities, Tutn Undead. Weapons:
throwing hammer +4 of flying, dagger
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+ 3 (shaped like a chisel).

Followers’ Alignment: Any. Clerics
may be of any alignment.

Special Clerical Powers: Kagyar's cler-
ics receive a +1 saving throw vs. rods,
staves, and spells. At 9th level, that
power vanishes, to be teplaced by the
mystic’s resistance power.

History: In life, Kagyar was named Ka-
gar. He was a member of the Brute-Men,
a Neanderthal-like race which appeared
on the Known World at about the same
time as the earliest humans. Ka-gar was a
Brute-Man artist, a cave-painter and
carver of icons. He found Immortality
along the Path of the Polymath; Ka was
his sponsor. As an Immottal, he has be-
come a patron of the arts and creativity.
As an Immortal of the Sphere of Matter,
he shares Ka’s concerns for the preserva-
tion of things, especially in light of the
technological self-destruction of the hu-
man city of Blackmoor and the world-
wide devastation it wrought.

Kagyar is the ‘'father” of the Known
World’s dwarven race. He took members
of the old, Blackmoor-era dwaif race and
altered them to make them more resist-
ant to magic (and to the non-magical ra-
diations which accompanied the des-
truction of Blackmoor), giving them a
greater love of safe underground homes
and artistic expression in durable medi-
ums (gold, metalwork, statuary). He
took this action in the hope that if mor-
tals managed to wreck the world with an
even greater holocaust, at least one artis-
tic race would survive.

Personality: Kagyar's interest lies only
in the field of the promotion of the arts.
He has little concern for the life or death
of non-creative mortals but will often
provide inspiration, motivation, and
spiritual help to a struggling artist who
has great potential. He is a strange, dis-
tant Immortal, always thinking about ar-
tistic expression and not about what is
going on around him; consequently, he
doesn't interact much with his peers.

Allies: Kagyar's only Immortal ally is
Garal Glitterlode, whom he sponsored.
He has sponsored other Immortals but,
owing to his distant personality, has never
become close with any of the others.

Enemies: Kagyar’s chief enemy among
the Immortals is Jammudaru, who en-
joins his followers to destroy blindly;
Jammudaru's followers routinely destroy
art and craftsmanship, which infuriates

Kagyar. If Kagyar sees any Immortal en-
joining minions to destroy works of art
(this includes destroying beautiful archi-
tecture by razing cities), he’ll plot and
conspire against that Immortal.

Appearance: Kagyar appears as a hairy.
bearded, gnarled man with deep-set,
somewhat beady eyes; he wears plain
grey robes and hood and carries a ham-
mer and chisel as his weapons. It is not
obvious from looking at him that he was
born to the Brute-Men race, since Brute-
Men were very similar in appearance o
modern men.

Symbol: Hammer and chisel crossed in
an “X."

Karaash

(Ilneval)

Game Statistics: Initiate, Sphere of
Thought. 5th level Immoreal; AC —2/
=9, hp 95 HD 19; MV 150’ (50°); #AT
2; D 2d6+6 (Punch), 4d4 +8 (heavy
crossbow), or 3d6+13 (two-handed
sword); AM 50%; Save IMS; AL N; Str
25, Int 16, Wis 12, Dex 16, Con 24, Cha
10. Powers: Control Undead, Height In-
crease, Summon Weapons, Weapon Mas-
tery (Grand Master of Heavy Crossbow,
Mace, Two-Handed Sword). Weapons:
heavy crossbow +4, twe-handed sword
+1. Armor: Spiky plate mail providing
-7t AC.

Followers” Alignmeat: Any. Clerics
(and shamans) must be Chaotic or Neu-
tral,

Special Clerical Powers: Karaash'’s
clerics can use crossbows.

History: In life, Karaash was an orc-
king, the leader of orc hordes which rav-
aged cities and kingdoms. He was a great
hero of the orcish people, and a very in-
telligent and strong-willed orc; these
qualities led him to the unusual choice of
the Sphere of Thought when he began to
quest for Immortality along the path of
the Epic Hero; Diulanna was his patron.
He represents the watrior ideal to which
exceptional orcs aspire.

Personality: Karaash is the ultimate
stern, uncomptomising wat-leader. He is
not given to rages or expressions of emotion
of any sort. He is very fond of proving his
personal strength in individual combat, a
holdover trait from his mortal life. He is a
strategic planner and greatly enjoys watch-
ing his followers build mighty empires




based on military conquest. He has an in-
domitable will. Though he was an orc in
life, he is not specifically a patron of orcs.
However, many orc tribes, such as the Kru-
gel Horde of the Hollow World, ad-
mire him greatly, and he has many sha
mans and would-be imitators among
them.

Allies: Karaash is an independent Im-
mortal and has no specific allies among the
Immortals, even among the other patrons
of humanoid races. Karaash and Halav
Red-Hair have a deep-rooted military re-
spect for one another; they are neither ene-
mies nor allies, but if they found a
common goal they would collaborate and
probably create a plan of tactical brilliance
to achieve their objective.

Enemies: Karaash's chief enemy is At-
zanreotl, who has offended him by inter-
fering in the lives of the humanoid races.
He has a second enemy in Ranivorus, the
gnoll-patron, who keeps trying to steal
away Karaash’s Krugel Horde followers.

Appeacance: Karaash appeats as a strong
orc-king in the prime of his life. He has
healthy yellow skin and perfect tusks pro-
truding from his lower jaw; his head and
shoulders are thick with black hair. He has
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exceptionally intelligent eyes and a stern
military manner. He dresses in custom-
made, spiky, flanged plate mail atmor and
carries the special sword that is his symbol.

Symbol: A huge two-handed great-
sword; the lower half of the blade is not-
mal, but the upper half of the blade has an
even row of many wicked-looking flanges
on both edges.

Khoronus

(Father Time)

Game Statistics: Hierarch, Sphere of
Time. 36th level Immortal; AC —24; hp
2,000; HD 50; MV 150’ (50'); #AT 6;
D 6d6+4 (Punch) or 5d6+9 (scythe), AM
90% ; Save IM36; ALN; Str 20, Int 54, Wis
100, Dex 20, Con 60, Cha 44. Powers: Ex-
tra Ateacks Per Round (2), Height Increase,
Increased Damage. Weapons: scythe + 5 of
slicing (treat as a short sword).

Followers’ Alignment: Any. Clerics may
be of any alignment.

Special Clerical Powers: Khoronus' clet-
ics have a superior sense of timing and so
receive a +2 to their individual initiative
rolls.

History: In life, Khoronus was one of the

early founders of the city of Blackmoor and
a counselor to the city’s first rulers. Con-
cerned because his countrymen rarely con-
sidered the consequences of their acts, he
invented a time machine to see how his de-
scendants and their city would fare. He
traveled forward in time only to witness
Blackmoor's complete destruction. Realiz-
ing that he would never be able to change
his countryman’s attitude enough to pre-
vent the disaster, he decided to take steps
that would preserve his family and culture
without altering the future.

He travelled a century into the future,
assumed a new identity, and persuaded a
number of his descendanss to travel with
him to a world which was far, far away in
the Prime Plane. There, they built a
new culture inspired by Blackmoor;
Khoronus, ever the engineer, designed
their capital city himself. He then used his
time machine to make further excursions
into the future to help the colony survive
challenges to come. In the course of his ad-
ventures, he discovered an artifact which
did everything his time machine did but
was far more reliable, so he used it to help
him complete his tasks.

Finally, the fate of the colony secure,

Khoronus

Korotiku
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Khoronus sent his time machines far into
the future so that no one in his time could
abuse them or undo his work. And then he
died, ending a long and fruidul life... or so
he thought.

He awoke as an Immortal. Though no
Immortak of the Sphere of Time were
known to the men of Blackmoor,
Khoronus had accidentally stumbled onto
the Path of the Dynast and accomplished it
without ever realizing the fact. Though he
must have had an Immortal sponsor, he
awoke without knowing who the individ-
val was.

Over the millennia to follow, he rose in
power and wisdom, devoting much of his
time to trying to teach mortal rulers the les-
sons of time and experience. He eventually
became the most powerful Immortal of the
Sphere of Time.

Recently, in a nosslgic mood, Khoronus
re-created his original time machine, this
time much improved and built as an Im-
mortal’s artifact. But he accidentally hit the
wrong knob on the device and sent it back
into time. Moments later, it returned, and
in the company of the original time ma-
chine that he built. This has left Khoronus
with the disturbing realization that the ar-
tifact he found as a mortal was the one he
later created as an Immortal, making him
wonder if he were actually his own sponsor.

Personality: Khoronus is an old,
thoughefu! Immortal: a lecturer and a
thinker, a peacemaker and a moderate.
Many Immortals grow impatient with his
insistence on examining all the options be-
fore committing himself to a course of
action. However, once his mind is made up
he will not hesitate to do what he thinks is
right; hence he ishighly respected. He’s ca-
pable of very human emotions; long ago,
he fell in love with Djaea, an Immortal of
the Sphere of Matter, and she with him,
They have been a couple since that long-
ago time.

Allies: Khoronus has sponsored many
Immortals, but none is close to him.

Enemies: Khoronus often finds himself
in opposition to Valerias, a passionate Im-
mortal who wans mortals to make impor-
tant decisions based solely on emotion;
they often interfere with one another's
plots. Oddly, though, they like one an-
other; though their disputes are often heat-
ed, their differences are ideological rather
than personal.

Appearance: Khoronus appears as a tall,
stately man, soold as to appear ageless. He

has long white hair and a very long beard
(also white), but is neither wizened nor
stooped.

Symbol: A water-clock or hourglass.

DMing Notes: Of all the present-day
Immortals, Khoronus is the one most inter-
ested in finding out more about che Old
Ones, and the one closest to becoming an
Old One himself. He seeks to discover
what happened to the preceding genera-
tion of Immortals and worries about
whether whatever catastrophe overtook
them could happen again.

Korotiku

(The Spider; The Trickster)

Game Statistics: Hieranch, Sphere of
Thought. 32nd level Immortal; AC —40;
hp 900; HD 46; MV 300’ (100'); #AT 4;
D 4d6+6 (Punch) or 3d4+9 (dagger),
AM 90%; Save IM32; ALC; Str25, Int 78,
Wis 25, Dex 100, Con 25, Cha 60. Powers:
Detection Suite, Height Decrease, In-
creased Movement Rates, Thief Special
Abilities. Weapons: Four daggers +3 of
hiding (invisibility power).

Followers’ Alignment: Any. Clerics may
be of any alignment.

Special Clerical Powers: A cleric of
Korotiku is able to use the Hide in
Shadows ability as if a thief of the same ex-
perience level.

History: Korotiku is one of the oldest
Immortals and, like beings such as Thana-
tos, does not really remember having been
a mortal being. Given his affinity to spi-
ders, he thinks that he might have been a
planar spider but cannot remember his
mortal life or his Immortal patron; he spec-
ulates that his patron may have taken that
memory away when Korotiku achieved Im-
mottaliry.

Korotiku is a patron of cleverness and
trickery; he is a favorite Immortal of clever
fighters and thieves. In the outer world, he
is especially followed in the Pearl Islands
and Tangor. He is often called the Spider
because that creature is his symbol.

Personality: Korotiku is a mischievous
being, a prankster. His goal in Immotwality
is to shake up the lives of the complacent,
to make the pompous look silly, to shatter
illusions, to reward the clever and self-
sufficient. These traiss are all related to his
Sphere: every time he shatters an illusion,
he forces someone to think about his of her
beliefs; every time he makes someone look
silly, he forces that individual to reconsider

his or her values; every time he startles the
calm, he shocks that person out of a non-
thinking state. His true goal is to trick or
convince every sentient thing to think
about everything as much as possible; he
simply prefers to manifest his goal through
seemingly-random pranks and mischief.
He does not spare Immortals from this; in
fact, they ate the most common targess for
his mischief.

Allies: Korotiku’s personal friends in-
clude the clever Immortals Aserius and
Eiryndul; he is the sponsor of Immortals
such as Diulanna.

Enemies: Korotiku, in all the mult-
vetse, most hates the Immortal Loki. Loki is
also a patron of mischief, but always for de-
structive and harmful purposes, which galls
Korotiku. He opposes Loki wherever he
perceives that Immorral at work.

Appearance: Korotiku has two Manifes-
tation Forms. One is a huge black spider,
comically roly-poly, with a human face; the
other is a tall, elegant dark-skinned Pearl
Islander.

Symbol: A black spider silhouette.

Koryis

(Patgon of Peace; Patron of Prosperity)

Game Scatistics: Temporal, Sphere of
Thought. 10th level Immorual; AC =2; hp
140; HD 24; MV 150’ (50); #AT 2; D
2d6 +2 (Punch); AM 50%; Save IM10; AL
L; Str 17, Int 18, Wis 15, Dex 12, Con 14,
Cha 15. Powers: Detection Suite, En-
hanced Reflexes, Improved Saving Throws
vs. Mental Awachs, Turn Undead.

Followers’ Alignment: Neutral or Law-
ful. Clerics must be Lawful.

Speaal Clerical Powers: Kotyis' clerics,
at 1st level, are able to cast the magic-user’s
protection from evilspell once per day. This
is a special power in addition to their not-
mal daily complement of spells.

History: In life, Koryis was an Alphadan
magic-uset, born when the Alphatans
lived on their far-away world before it was
destroyed by war. He was an adventurer
called “‘the Negotiator” because he prefer-
red discussion to combat.

He embarked on the Path of the Epic
Hero long before the wars that destroyed
the Alphatian homeworld; he achieved Im-
moteality and rerumed “home” only to
find it had been destroyed, but he man-
aged to follow his people to the Known
World. He has a strong following among
the merchants of Alphatia, but is not very
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popular among the wizards of Alphatia,
despite his affection for that empire. He
has a swrong following in the nauon of
Ochalea.

Personality: Koryis was not a typical Al-
phatian. He was a pacifist, a fitm believer
in solving problems, ali problems, through
negotiation and commerce. As such, most
of his fellow Alphatians thought him naive
and unrealistic; today, less-patient fellow
Immortals feel much the same.

Allies: Koryis’ only Immortal ally is Al-
phatia, who shares both his interest in the
Alphatians and his preference for peace.

Enemies: Koryis' chief enemy is Al-
phaks. Kotyis knew Alphaks in life and dis-
liked him then; in Koryis's considered
opinion, the transformation to Immortal
Fiend has not impioved his old acquaint-
ance one whit; he has pledged to thwart
Alphaks at every turn. Korotiku has fun
poking holes in what he sees as Koryis' de-
vout pompousness, but Korotiku isn’t tru-
ly his enemy.

ApPpearance: Koryis appears as a pale-
skinned Alphatian man, hollow-checked
and gaunt, wearing simple robes, bear-
ing an expression of long-suffering deter-
mination.

Symbol: A hand held palm forward,
fingers up, representing a hand-sign of
peaceful intent.

Loki

(Bozdogan; Farbautides; Lokar; The
Prince of Deceit)

Game Statistics: Eternal, Sphere of En-
tropy. 30th level Immortal; AC =22; hp
750; HD 44; MV 150’ (50'); #AT 4; D
5d6+4 (Punch); AM 80%; Save IM30;
AL C; Str 20, Int 55, Wis 30, Dex 36,
Con 18, Cha 60. Powers: Control Un-
dead, Detection Suite, Increased Dam-
age, Thief Special Abilities.

Followers’ Alignment: Chaotics and
Neutrals. Clerics must be Chaotic.

Special Clerical Powers: Loki's clerics
can use the thief abilities Find Traps and
Remove Traps as though they were
thieves of the same experience level.

History: Loki was a clever trickster and
magic-user in one of the Antalian tribes
which eventually became the peoples of
the Northern Reaches. A master of fire-
magic, he began his quest for Immortali-
ty along the path of the Paragon, hoping
for Immortality in the Sphere of Energy;
his sponsor was Rathanos. But some-
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where along his path, he began listening
to the smooth, seductive, corrupting
words of the Immortal Thanatos. He lis-
tened, and he believed, and eventually
he switched his allegiance to the Sphere
of Entropy.

Loki, a master of betrayal, of turning
people against one another, swiftly
achieved immortality in Entropy. Perhaps
the most charming of Entropic Immor-
tals, he does not cooperate with the other
Entropics but occasionally does favors for
the Immortals of other Spheres, to lure
them into a false sense of security or to
persuade them that he might be lured
away from evil. This is all falsehood; he is
having oo much fun with his destructive
mischief ever to abandon Entropy.

Personality: Loki has largely confined his
artentions to two areas. First and fore-
most are the mortals (and the Immortals)
of the Northern Reaches, descendants of
his own tribes. The second is the nation of
Hule, a theocracy ruled by his priesthood
in the name of “holy decent."* He delighs
in trickety and pranks, ranging from the
harmless to the most malicious sorts. He
doesn'’t actively recruit his following but
finds followers anyway in mortals who ad-
mire his spirit and freedom. He is the pa-
tron of thieves, trouble-makers, con men,
and politicians everywhere.

Allies: Loki has no allies. He and Hel
get along wonderfully but do not con-
spire together. He sometimes convinces
other Immortals that he is willing to re-
nounce the Sphere of Entropy, return to a
morual existence, and quest for Immor-
tality in another Sphere, which prompts
naive Immortals to help him choose ““the
correct path,” but he always betrays (or at
least humiliates) them and returns to his
old ways.

Enemies: Loki's greatest enemies are
the other Immortals of the Northern
Reaches—Freyja, Frey, Thor, and Odin—
whom he is constantly harassing, and
Korotiku, who despises the way Loki uses
his superior intelligence o bring grief to
the world of morals.

Appearance: Loki appears as a slender,
hawk-faced, bright-eyed man of the
Northern Reaches. He has red flaming
hair and wears the furs and clothing of
men of the Northem Reaches; he carries
no weapons.

Symbol: A beauuful drinking-goblet
containing a bubbling, boiling, nasty-
looking liquid.

DMing Notes: Loki does not have
many followers. In the Known World, he
is followed as Loki by some men of the
Northern Reaches and as Farbautides by
some men of Thyatis and the Isle of
Dawn. In the Hollow World,
there are some evil tribes of Antalians
and Neathar who follow him under the
name of Lokar. In Hule, he is honored as
Bozdogan.

Masauwu

Game Statistics: Eternal, Sphere of En-
tropy. 28th level Immortal; AC —21; hp
650; HD 42; MV 150" (50'); #AT 4; D
4d6+12 (Punch), 3d10+17 (two-
handed swotd), or 3d4 + 17 (torch); AM
80%; Save IM28; AL C; Str 68, Int 27,
Wis 23, Dex 45, Con 40, Cha 100.
Powers: Call Other, Control Undead, En-
hanced Reflexes, Summon Weapons.
Weapons: two-handed sword of slicing
+ 35, torch of draining +5.

Followers’ Alignment:
must be Chaotic.

Special Clerical Powers: Masauwu’s
clerics all possess the General Skill “Per-
suasion” in addition to other General
Skills, even if the campaign does not nor-
mally use General Skills.

History: In his mortal existence, Ma-
sauwu was a confidence man from Minro-
thad on the Known World. He was expert
at convincing gullible people to give him
their fortunes, reputations, daughters—
whatever he wanted. He had absolutely
no conscience or restraint. He stayed on
the move, keeping only a step ahead of
the outraged people he’d ruined, until
the dark day when a hunting-party of his
enemies caught up to him. They tied him
to a stake, lit the fire beneath... and he
suddenly found himself transported to a
faraway place of safety.

There, he met his rescuer, the Immot-
tal Hel. Hel recognized that the Entropic
sphere needed a smooth-talking negotia-
tor, one who could convince Immortals of
other Spheres of things which were just
not true, and so she encouraged Ma-
sauwu to embark o n the Entropic path to
Immortality. He did, with glee and en-
ergy, and the ruin he left in his wake
while performing his tasks is legendary.

When he achieved Immoruality, Hel
gave him two duties: act as a spokesman
for the Entropics, and actively scour the
Known World for more candidates. Hel
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knows that the Entropic Sphere is
strengthened by the addition of Entropic
Immortals, and so Masauwu became the
Sphere’s chief recruiter.

Personality: Better than anything else,
Masauwu likes manipulating others—
convincing them of falsehoods, persuad-
ing them to give up their treasures and
secrets, obliging them to make them-
selves look like fools. He actually has lit-
tle craving for personal power; it tickles
him to manipulate Immortals who are so
much more powerful than he.

He sees his duty as a recruiter and
sponsor of new Entropic Immortals as
part of his calling. He really prefers to
corrupt good adventurers, turning them
to evil, though he’s content to recruit
those who are already committed to evil
lives.

Allies: Masauwu has no real friends or
personal allies. He takes otders from Hel,
buthe’son hisown “in the field;" Hel is
not likely to help him if he gets into trou-
ble. Masauwu can give orders to any of
the Immortals he has sponsored.

Enemies: Owing to his great charisma
and smooth technique, Masauwu has
very few personal enemies. He takes care
not to offend any important Immortals,
only those who are unlikely to be able to
do him any serious harm in return.

Appearance: Masauwu has two Mani-
festation Forms. He usually appears as a
tall, elegant, dusky-haired man; clean-
shaven, with high cheekbones and arrest-
ing eyes; very handsome, wearing rich
garments of silk. If his silver tongue fails,
however, and direct measures are called
for, he can become a huge dark-skinned
man wearing animal skins and carrying a
flaming torch with which he pounds his
enemies.

Symbol: His symbol looks like the let-
ter 'Y, but actually represents a cross-
roads.

Mealiden Starwatcher

(The Red Arrow)

Game Statistics: Empyreal, Sphere of
Energy. 23rd level Immortal; AC —15; hp
420; HD 37; MV 150' (50"), #AT 3; D
3d6+7 (Punch) or 2d6+ 11 (long bow);
AM 70%; Save IM23; ALL; Str 30, Int 48,
Wis 39, Dex 29, Con 45, Cha 38. Powers:
Detection Suite, Enhanced Reflexcs, Fight-
er Options, Thief Special Abilities. Weap-
ons: long bow +4 of flying.

Followers' Alignment: Any. Clerics
must be Lawful.

Special Clerical Powers: Mealiden's
clerics can use long bows and short bows.
They have the General Skill “Blind
Shooting™ in addition to other General
Skills they might possess.

History: Mealiden was an adventure-
some elf of the Sylvan Realm in the west
of the Known World. When the Sylvan
Realm became surrounded by enemy hu-
man cultures and its elves became
trapped, Mealiden devoted his efforts to
discovering a way for them to escape.
Eventually, he discovered the Rainbow
Path, a magical mode of travel which en-
abled him to lead thousands of elves out
of the Sylvan Realm and to the lands
which later became Alfheim. Once that
was done, Mealiden embarked on the
Path of the Paragon and eventually (BC
250) earned Immortality in the Sphere of
Energy. Since then, he has served as II-
sundal’s “'bodyguard,” making sure that
Ilsundal remains safe while that Immor-
tal safeguards the elves,

Personality: In life, Mealiden was a
brisk adventurer, the sort of archer-elf
who leaps from tree to tree and laughs at
his groundbound foes. As he undertook
the responsibility for saving the elves of
the Sylvan Realm, he became somewhat
more serious and studious, but he still
likes bold, mocking, light-spirited ad-
venturers. He has no personal ambitions.

Allies: Mcaliden's closest ally is Ilsun-
dal, whom he serves.

Enemies: Mealiden considers Ilsun-
dal’s enemies his own enemies, while Il-
sundal’s enemies consider Mealiden just
a lackey to be battered aside; they do not
have any personal enmity for Mealiden.

Appearance: Mealiden appears as a
young, cocky elf-warrior, clad in forest-
green and carrying an elvish longbow;
several starlike sparkles flit around his
head, moving slowly when he is peaceful
and quickly when he is agitated.

Symbol: A rainbow with one star
above it and one star below.

Game Statistics: Hierarch, Sphere of
Thought. 34th level Immortal; AC =-22;
hp 1,250; HD 48; MV 150’ (50°); #AT 4;
D 5d6 +7 (Punch) or 4d6 + 11 (rapier);
AM 90%; Save IM34; AL N; Str 30, Int
98, Wis 66, Dex 20, Con 38, Cha 20.

Powers: Detection Suite, Height De-
crease, Improved Saving Throws vs.
Mental Attacks, Increased Damage.
Weapons: rapier +4 (treat as a short
sword).

Followers' Alignment: Any. Clerics
must be Neutral or Lawful.

Special Clerical Powers: Noumena'’s
clerics can detecthidden and secret doors
just as elves do.

History: In life, Noumena was a Phar-
aoh of the outer-world Nithian civiliza-
tion in the years before that culture’s
downfall. Though he ruled a mighty na-
tion, his main interest was in unravelling
puzzles. An expert military tactician, he
helped his people achieve great success in
warfare, but his position meant less and
less to him. Ultimately, he abdicated his
throne in favor of a more kingly nephew
and began to wander the world in search
of greater puzzles and challenges.

Eventually, he was drawn back to
Nithia when he discovered that the cul-
ture was sliding into decay and dissolu-
tion. He was less interested in the fate of
the dissipated Nithians, reasoning that
anyone who willingly embraces decay
should receive what he or she deserves,
than in the reason why the change oc-
curred. He couldsee no internal cause for
the decay, which made this a puzzle on a
grandscale. Eventually, his investigations
revealed that Entropic Immortals were
behind the decay; his long quest for this
knowledge brought him to the attention
of Odin, an ancient Immortal who re-
spected wise kings. Odin sponsored him
on his path to Immoruality.

As an Immortal, Noumena has grown
to great prominence in the Sphere of
Thought. He has long been a member of
the Council of Intrusion, and time and
again has been the one to discover the
reasons behind puzzling phenomenon
long after others had dismissed them as
meaningless,

Personality: Noumena is a compulsive
puzzle-solver, one with very little con-
cern for the fates of individuals—mortal
or otherwise. He is rather distant and
thoughtful and seldom interacts with
other Immortals. He tends to be silent
when he has nothing to say, and so is
sometimes overlooked or underestimat-
ed by others, to their regret. Noumena
rarely talks, but when he does, every-
body listens.

Allies: Noumena has no specific allies.
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Enemies: Likewise, Noumena has
made no specific enemies.

Appearance: Noumena's Manifesta-
tion Form is that of a lean old man; his
hair is balding but his beard is long and
grey. He tends to wear black garments so
that only his head and hands ate visible.

Symbol: A game-board.

Nyx

Game Statistics: Hierarch, Sphere of
Entropy. 33rd level Immortal; AC —24;
hp 1,000; HD 47; MV 150° (50'). #AT 4;
D 4d6 + 13 (Punch) or 3d8 + 18 (sword);
AM 90%; Save IM33; AL N; Str 73, Int
50, Wis 33, Dex 28, Con 44, Cha 68.
Powers: Control Undead, Improved Sav-
ing Throws vs. Power Attacks, Leech,
Thief Special Abilities. Weapons: normal
sword +35 of extinguishing.

Followers’ Alignment:
may be of any alignment.

Special Clerical Powers: At 1st level,
Nyx’ clerics can cast darkness (a reversed
light spell) once per day; at 2nd level,
twice per day; and at third and higher
levels, three times per day. This is a spe-
cial power, in addition to their normal
spell complement. They cannot reverse
these spells to cast light.

History: Nyx was born in a faraway
plane and belonged to a species which re-
sembled the humans of Mystara. A vic-
tim of a vampire-like creature native to
that world, she existed as one of the liv-
ing dead for many centuries.

In spite of her unliving condition, Nyx
embarked on the Entropic path to Im-
mortality for some long-vanished patron
she will not name. She won her Immor-
tality by creating races of night-monsters
and acting as their protector until they
could thrive and sutvive on their own.
Since then, she has achieved great power
in the Sphere, eventually becoming one
of the most powerful Entropic Immortals
interested in the Known World.

Personality: Nyx is a creature of dark-
ness. She thinks that darkness and night-
time are beauty and majesty, and she
would like to see darkness encompass all
the world. She also is very fond of crea-
tures of the night, especially undead
creatures. Most of her personal followers
are undead, and she is constantly creat-
ing new varieties of undead ailments to
inflict on humankind.

Unlike most Entropic immortals, Nyx

Any. Clerics
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is not particularly evil. She simply wants
to change the multiverse to a condition
most other Immortals find abhorrent,
where her own favorite races, the undead
creatures, would dominate. She sees the
living as children who should one day
mature into undead, a day she works
hard to bring about.

Allies: Nyx has no staunch allies. Be-
cause of their similar ages and interest in
creating new types of monsters, she has
become the friend of Terra.

Enemies: Nyx i1s opposed by many Im-
mortals, especially by Ixion, the embodi-
ment of light; the two Hierarchs con-
stantly interfere in one another’s plots.
Ironically, though, she and he get along
very well together “off duty,” recogniz-
ing that their differences come from op-
posing perceptions of reality rather than
from matters of good or evil.

Appearance; Nyx' primary Manifesta-
tion Form is that of a small woman with
pale skin, beautiful and exotic features,
long black hair, and black eyes. She
dresses in long flowing robes of black.
When it suits her purposes, she can ap-
pear as a wizened, bearded, scholarly
male—a form she feels helps her keep the
attention and respect of some of the more
greybearded Immortals.

Symbol: A solar eclipse—darkness
coming between the sun and the world.

Odin

(Wotan; Viuden)

Game Staustics: Hierarch, Sphere of
Thought. 36th level Immortal; AC =28/
-35; hp 2,000; HD 50; MV 150’ (50");
#AT 4; D 4d6+9 (Punch) or 4d4+20
(spear); AM 90%; Save IM36; ALL; Str
45, Int 99, Wis 99, Dex 35, Con 40, Cha
56. Powers: Detection Suite, Fighter Op-
tions, Improved Saving Throws vs. Spell
Attacks, Weapon Mastery (Grand Master
of Battle Axe, Spear/two-handed, Pike).
Weapons: spear + 5. Armor: Plate mail
armor providing —7 to AC.

Followers’ Alignment: Any. Clerics
must be Lawful or Neutral.

Special Clerical Powers: Odin’s clerics
can use spears, javelins, and pikes; they
can Set Spear vs. Charge just like a fight-
er.

History: Odin is one of the great old
Immortals; he does not remember exist-
ing as a mortal. Knowledgeable in the
ways of the Immortals, he concludes that

he must once have been a mortal, some-
where, and that whatever process made
him Immortal also stripped away his
memory of his mortal life.

He is the most powerful Immortal
known in the Sphere of Thought, and
has spent much of his immortal existence
travelling the multiverse, obsetving sen-
tient races and learning how their minds
worked.

In the Known World, Odin’s following
is most widespread through the Northern
Reaches (in fact, it's compulsory in the
nation of Ostland), where he is known
as Odin. In the Hinterlands, he is
called Viuden; in the Hollow World,
Wotan.

Personality: Odin tells his followers to
use their intelligence to appreciate and
enjoy their existences, to seek wisdom
but not to be made cold and distant by
knowledge. A léader of warriors who
rarely takes the field himself, he teaches
kings to rule wisely but also encourages
them to enjoy life while they can.

Allies: Odin’s greatest allies are Frey,
Freyja, and Thor, fellow Immortal pa-
trons of the Northern Realms.

Enemies: Odin has two great enemies.
Loki, who concentrates so much of his
evil on the men of the Northern Reaches,
is one, Hel, who hates his pure, glowing
love of life, is the other, especially since
Odin began reincarnating the spirits of
good beings into the children of impor-
tant nobles and rules; a trick he stole
from her.

Appearance: Odin i1s one of the few
Immortals who forgoes an immaculate
appearance: his Manifestation Form is
that of a bearded old man with broad
shoulders but a bent back. He dresses all
in grey, from his weatherbeaten hat to his
tattered cloak, and leans on a staff (in
fact, his spear +35) as he walks. He weats
a patch over one cye. Wherever he goes,
his two pet ravens, Hugin and Mugin,
will be somewhere nearby.

Symbol: Silhouettes of two ravens fac-
ing one another, with the head of a man
between them; they whisper into his
ears.
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Opal

(The Sun Dragon, Ruler of All Neutral
Dragons)

Game Statistics: Celestial, Sphere of
Macter. 13th level Immortal; AC —9; hp
180; HD 27; MV 180’ (60), 420’ (140°)
flying; #AT 9 (two bites, two claws, two
wing-strikes, two kicks, one tail-swing);
D 6d8 +4 (Bite) and 2d8 +4 (claw, wing-
strike, kick, tail-swing); AM 60%; Save
IM13; AL N; Str 20, Inc 20, Wis 20, Dex
22, Con 35, Cha 23. Powers: Detection
Suite, Dragon Breath, Dragon Form.

Followers’ Alignment: Any. Clerics
must be Neutral.

Special Clerical Powers: At 1st level,
Opal's clerics gain the ability to cast one
continual light spell per day. This is a
special power, in addition to their regular
spells.

History: Opal was hatched on the
Known World as a Jade Dragon of the
deep jungle. She acted like any other
dragon—claiming a territory and slaying
any other monster which wanted to occu-
py it, preying on animals and passing hu-
mans, and gradually accumulating a
modest hoard of treasure. She also found

a mate and laid a nest full of eggs.

Not long after her dragon-chicks
hatched, Opal left her home to find food
for them. She fell upon an elephant, butit
gored her badly before she killed it, injur-
ing her wing. Unable to fly back to her
nest, 1t took her several days to return
home.

There, she discovered an awfuil scene:
her mate and chicklings slain, her trea-
sure stolen, and no clues left behind oth-
et than the sort of rubbish that humans
drop everywhere. Her subsequent sweep
of the surrounding area revealed no sign
of the murderers.

Her mind became fixed on revenge.
With remarkable foresight, she kept all
the trash her mate’s killers had left,
guarding it as jealously as the most pre-
cious treasure. She spent years learning
magic from others of her kind. Eventu-
ally, when she knew enough to cast poly-
moiph self, she changed herself into
human form and took her odd ‘‘trea-
sure” with her to the nearest human
community.

Over the next twenty years, using the
clues left behind in her caverns, she
tracked down the murderers of her family

and killed them one by one. During this
time, she met many humans—some she
gtew to hate and a few she grew to like,
but almost all of them with one thing in
common: they believed that dragons ex-
isted only to be robbed and killed. This,
not unnawrally, gave her an immense
dislike of the entire human race.

Her remarkable efforts to avenge her
family drew the attenton of the Great
One, who became her sponsor to Immor-
tality.

As an Immortal, Opal acts as a patron
of all Neutral dragons (White, Onyx,
Jade, and Blue).

Personality: Opal is a vengeful crea-
wre, but her vengeance is always well-
planned. She has a basic dislike of
human adventurers, who are usually (to
her way of thinking) murderers and
thieves. Yet she has a soft spot for sole
survivors of slaughtered families and will
often help them two seek vengeance,
whatever their race (even humans!), as
their grief reminds her of her own loss.

Allies: Other than the Great One, her
patron, Opal has no real friends. She
doesn’t like Diamond (who is far too
friendly with humans) or Pearl (who is
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more than a little crazy), so she only asso-
ciates with them when ordered to by the
Great One.

Enemtes: Opal has no specific ene-
mies, but she dislikes Immortals such as
Halav and Bemarris who were dragon-
slaying heroes in their mortal lives.

Appearance: Opal's Manifestation
Form is that of ahuge dragon. Her scales
are an iridescent white, decorated with
hundreds or thousands of tiny specks of
color in all the hues of the rainbow.

Symbol: A crown sculpted to resemble
a snake swallowing its tail, with a huge
opal stone set in the top of the snake’s
head.

Orcus

(The Goat; Master of the Dead; The
Black Prince)

Game Statistics: Eternal, Sphere of En-
tropy. 25th level Immorual; AC =19; hp
500; HD 39; MV 150’ (50'); #AT 4; D
4d6 +20 (Punch)or 3d2 +25 (whip), AM
80%; Save IM25; AL C; Str 100, Int 68,
Wis 34, Dex 40, Con 47, Cha 13. Powers:
Call Other, Control Undead, Height In-
crease, Poison Sting. Weapons: whip +5
of draining.

Followers’ Alignmene: Neutral or Cha-
otic. Clerics must be Chaotic.

Special Clerical Powers: Orcus’ clerics
receive a bonus of —2 to AC when fight-
ing demihumans (dwatves, elves, and
halflings).

History: In his mortal life, Orcus was a
devil swine (one of the more destructive
types of lycanthrope) in long-ago
Traldara, the land which eventually be-
came Karameikos. His hatred of all
things living attracted the eye of Thana-
tos, the master of destruction, who spon-
sored him on his path to Immortality.

Personality: Orcus lives to destroy—
people, places, or things. He has no other
interests beyond mass destruction; he
wants to sec the end of everything that
exists. But he is far from being a raving
madman; his bestial form often makes
others forget his genius. His manner is
coldly cruel and cynical.

Allies: Not many Immortals, even the
Entropic ones, like Orcus's single-
mindedness, so he has few allies. Thana-
tos deplores his lack of subtlety but
occasionally finds him useful in one of his
plots.

Enemies: The Immortal who most

hates and opposes Orcus is Djaea; she of-
ten intetferes with his plans. He has a bit-
ter rivalry based on jealousy with the
other Immortal-level Fiends, especially
Alphaks and Demogorgon; the three of-
ten sabotage each other’s plots in petty
ways.

Appearance: Orcus looks like a 15'-tall
goat-headed humanoid with two great,
curling ram's horns. His arms and torso
arc manlike, while he has the legs of a
goat.

Symbol: A goat's head with ram'’s
hotns.

Ordana

(Forest Mothet, Thendara)

Game Statistics: Hierarch, Sphere of
Time. 31st level Immortal; AC =22; hp
800; HD 45; MV 150’ (50'); #AT 4; D
4d6 +9 (Punch) or 3d4 +14 (club), AM
90%; Save IM31; AL N; Str 43, Int 70,
Wis 69, Dex 28, Con 48, Cha 50. Powers:
Call Other, Height Increase, Improved
Saving Throw vs. Physical Attacks, Turn
Undead. Weapons: club +5 (oak).

Followers’ Alignment: Any. Clerics
must be Neutral.

Spectal Clerical Powers: Ordana’s cler-
ics have the Move Silently and Hide in
Shadows of thieves of the same experi-
ence level but can only use these skills
when among trees.

History: Most mortals believe Ordana
was an Evergrun elf who achieved Im-
mortality, but this is not the case. She was
actually a treant who found Immortality
in the Sphere of Time long before the
clves or any other human-like race
walked Mystara, She never knew the
name of her patron, although Khoronus
suspecss he might have acted from the fu-
ture or his own forgotten past to fill that
role.

Itis Ordana who created the elvish race
on the Known World to be the friend and
protector of her beloved forests. Later,
when the Evergrun elves abandoned her
way and left their foresw to settle in cities
built by Blackmoor technology, she wait-
ed patiently for them to return to her
philosophy of dainrouw (‘‘the forest
way’').

After the great Rain of Fire destroyed
both Blackmoor and the Evergrun civili-
zation, she subtly aided Ilsundal's “back
to the forest” movement, helping his fol-
lowers on their journey, and became the

patron of wood-elves who settled on the
Minrothad islands. On the outer world,
she is largely forgotten by the elves out-
side of the Minrothad territories; most
outer world elves are followers of Ilsundal
and Mealiden. Some other elves and
forest-dwellers know her by the name of
Thendara.

Petsonality: Ordana is a force of na-
ture; she identifies first with mighty for-
ests and second with creatures which live
with nature within those forests. So she is
the friend of treants, most elves, centaurs
and dryads, and all the forest folk who do
not follow Entropy. She despises people
who cut down or burn down forests; thus
she is friendly to very few human cul-
tures, only those who respect forests and
the lives they shelter.

Allies: Ordana's closest Immortal
ftiend and subordinate is Calitha
Starbrow, an elvish Immortal who is the
patron of water-clves. She gets along fait-
ly well with Ilsundal and Mealiden, al-
though those two elf-patrons feel she
should devote more time to elves and less
to other forest creatures. She appreciates
the efforts of Zirchev the Huntsman on
behalf of the forest races. Ordana’s allies
in the maintenance of the Hollow World
are Ka the Preserver, Ixion, and Koroti-
ku.

Enemies: Ordana dislikes, and.some-
times launches petty plots against, Im-
mortals who are fire-oriented; these
include Rathanos and even her own ally
Ixion. But these are mere dislikes, not
genuine enmities. She opposes the activi-
ties of all Entropic immortals.

Appearaace: Ordana has several Mani-
festation Forms: a mighty oak treant; a
beautiful dryad with green hair and eyes
wearing a simple garment of oak-leaves;
an elvish woman with oak-brown hair
and light green skin (Thendara); a
mighty she-centaur with a great mane of
green hair.

Symbol: Oak leaf.

Pearl

(The Moon Dragon, Ruler of All Chaotie
Dragons)

Game Staastics: Temporal, Sphere of
Matter. 10th level Immortal; AC -8; hp
140; HD 24; MV 180’ (60’), 420’ (140’)
flying; #AT 9 (two bites, two claws, two
wing-strikes, two kicks, one tail-swing);
D 6d8 (Bite) or 2d8 (claw, wing-strike,
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kick, or tail-swing); AM 50%; Save
IM10; AL C; Str 12, Int 20, Wis 20, Dex
24, Con 35, Cha 23. Powers: Detection
Suite, Dragon Breath, Dragon Form.

Followers’ Alignment: Any. Clerics
must be Chaotic.

Special Clerical Powers: Peatl’s clerics
possess infravision identical to that of
dwarves and elves.

History: In life, Pearl was a particularly
fierce red dragon. She was an intelligent,
spell-casting dragon who had never been
defeated by mortal adventutets.

The Great One had already sponsoted
aLawful and a Neutral dragon to Immor-
tality; his sense of symmetry was offend-
ed because he did not have a Chaotic
subordinate. Searching until he found
the world’s most powerful and unyield-
ing Chaotic reptile (Pearl), he sponsored
her to Immortality.

As an Immortal, Peatl is the sponsor of
all Chaotic dragons (Black, Gteen, Red,
and Amber).

Personality: Pearl is as clever, wily, and
cruel as an Immortal as she was in mortal
life. She loves the new powet of her posi-
tion and has transformed her Home
Plane into a dragon’s paradise, where in-
ept knights and clumsy thieves provide
plenty of tasty sport. She spends most of
her time here, like an Immortal cat play-
ing with mortal mice, guarding an enot-
mous hoard she has cteated. The Great
One believes she will outgrow this behav-
ior in a few centuries; Diamond and Opal
rather doubt it.

Allies: Pearl’s only ally is the Great
One.

Enemies: Pearl and Diamond hate one
another with a passion and only refrain
from attacking one another because the
Gteat One forbids it.

Appearance: Pearl looks like an enor-
mous dragon with scales like mother-of-
peatl—white buc iridescent, constantly
shifting, appropriate to her Chaotic
nature.

Symbol: A crown sculpted to resemble
a snake swallowing its tail. with a huge,

round peatl set in the top of the snake's
head.

Petra

Game Statistics: Celestial, Sphere of
Time. 17th level Immortal; AC —10/
—16; hp 260; HD 31; MV 150" (50');
#AT 3; D 4d6 + 4 (Punch) or 3d6 +9 (war

hammer); AM 60%; Save IM17; AL L;
Str 20, Ine 38, Wis 50, Dex 20, Con 18,
Cha 20. Powers: Fighter Options, Im-
ptoved Saving Throws vs. Physical At-
tacks, Increased Damage, Turn Undead.
Weapons: Paired war hammers +5 of fly-
ing. Armor: Ancient-style bronze plate
providing —6 to AC.

Followers’ Alignment: Any. Clerics
must be Lawful or Neutral.

Special Clerical Powers: Petra’s clerics
receive a permanent +1 bonus to their
Strength scores (up to a maximum of 18)
and receive the General Skill “Leader-
ship' in addition to any other General
Skills they possess.

History: Petra was a high-level cleric,
queen of the city of Krakatos in the
Traldar lands of what is now Karameikos,
when the gnollish invasions began. Her
husband was killed in an early gnollish
raid, and Petra joined forces with Halav,
who was then uniting the Traldar chief-
tainships; her support was a key factor in
his success. An accomplished warrior-
cleric in het own tight, she became Ha-
lav's co-ruler and lover, personally
directed the Traldar defensive efforts in
several bitter battles while Halav carried
the fight to the enemy. After Halav was
slain defeated the gnoll king in the final
battle of the war, she raised him from the
dead. She, Halav, and Zirchev then sepa-
rated on their individual quests for Im-
mortality; each of them achieved it
(Petra's patron was Vanya) and they were
eventually reunited.

Petsonality: Petra is a vety practical,
no-nonsense Immortal. She has a short
temper for people who feel sorty for
themselves or don't have the courage to
accomplish their goals but is very fond of
heroes who overcome personal weakness-
es to succeed in their quests. Petra is a pa-
tron of fighting-clerics and defenders;
she is often appealed to by those who live
in besieged cities.

Allies: Halav and Zitchev, Petra's allies
in the Traldar days, are still her greatest
allies. All these centuries later, Halav and
Petra are still lovers, and Zirchev is still
the couple’s closest friend.

Enemies: Petra does not share Halav’s
unbending hatted of the Immottal pa-
trons of humanoid races. She has no per-
sonal enemies among the Immortals,
though she is often in conflict with her
ex-sponsor Vanya, who dislikes the Mile-
nian culture (which is descended from

Petra’s Traldar race).

Appearance: Petra appears as a small,
fair, datk-haited woman wearing the styl-
ish bronze atmor of the ancient Traldar
peoples or the sculpted leather atrmor of
the later Milenians and carrying a large
flanged mace.

Symbol: A circular shield with a round
boss in the center; many of her Kara-
meikan clerics erroneously interptet this
as an overhead view of a potter's wheel.

DMing Notes: Since the Thyatian in-
vasion of Karameikos, native Traladarian
faiths like those of Petra have been dis-
couraged by the Thyatian conquerors;
Petra s currently trying to remedy this
situation and greatly inctease her follow-
ing in that part of the world.

Pflarr

(The Jackal-Head)

Game Statistics: Eternal, Sphere of
Energy. 25th level Immortal; AC —13;
hp 500; HD 39; MV 150’ (50°); #AT 4; D
4d6+7 (Punch) or 3d10+12 (two-
handed sword), AM 80%; Save IM25;
AL N; Str 30, Int 48, Wis 20, Dex 18,
Con 15, Cha 10. Powers: Dragon Breath,
Improved Saving Throws vs. Spell At-
tacks, Thief Special Abilities, Turn Un-
dead. Weapons: two-handed sword +5
of draining (shaped like a sickle).

Followers’ Alignment: Any. Clertics
and shamans must be Neutral.

Special Clerical Powers: Pflarr was a
guardian, and his cletics have superb
hearing approptiate to guardians. A cler-
1c of Pflarr has the Hear Noise ability of a
thief of the same experience level.

History: Pflatr was created, not born,
as the jackal-headed bodyguard of a pow-
erful wizard of the cultute that eventu-
ally became the Nithian Empire. Pflarr
wasn't 100% successful at this occupa-
tion: his creator was assassinated by a
rival.

Once Pflarr killed that rival, he had
two entire wizard’s libraries at his dis-
posal; so began his education in magic.
By the time the Nithian culture was be-
ginning its ascension, Pflarr was reaching
his personal heights as a powerful magi-
cian and questing on the Path of the Par-
agon, sponsored by the Immortal
Rathanos. By the time the Nithian Em-
pire was in place, Pflart was its first
native-born (or native-created) Immor-
tal. Pflacc was a patron of magical learn-

32



ing and the creator of the jackal-headed
Hutaaka race, but he paid very little at-
tention to political developments in the
Nithian Empire. He, like the other Im-
mortals, was caught off-guard by Thana-
tos' sudden corruption of the Nithian
ruling class; unable to stem the tide of
Nithian moral decline, he participated in
the Immortals’ scouring of that culture
from the face of the Known World.

Personality: Pflarr is not human in his
outlook, and he is unlike most other Im-
mortals. If a follower (or nation of fol-
lowers) disappoints him or tutns away
from his teachings, Pflarr will give them
the time and opportunity to return to the
“correct path” but will not interfere or
prompt them to do so. If they do not
mend their ways, he will abandon them
and start over elsewhere, with a new set
of followers, He feels no particular loyal-
ty to his followers, feeling instead that
they should feel loyalty to him; if they
fail him, he is content to let them perish.

Allies: Pflarr’s chief Immortal ally is
Rathanos, his sponsor.

Enemies: Pflarr intensely dislikes
Thanatos and all his agents for their part
in the downfall of Nithia.

Appearance: Pflarr is a tall (7) humaeo-
oid, covered in fine brown fur and beating
the head of a jackal He wearts simple
Nithian-style robes of white cotton.

Symbol: A jackal head with human
eyes.

Protius

(The Old Man of the Sea; Manwara; The
Spuming Nooga)

Game Statistics: Eternal, Sphere of
Time. 29th level Immortal; AC —20; hp
700; HD 43; MV 300’ (100°); #AT 4; D
4d6+12 (Punch) or 3d6+24/ +26 (tri-
dent), AM 80%; Save IM29; AL N; Str
65, Int 38, Wis 40, Dex 30, Con 45,
Cha 40. Powers: Increased Movement
Rates, Poison Sting, Thief Special Abili-
ties, Weapon Mastery (Grand Master of
Trident/two-handed, Trident/ one-
handed, Net). Weapons: trident +3, +5
vs. giants; net + 1 of flying,

Followers’ Alignment: Any. Clerics
may be of any alignment.

Special Clerical Powers: Protius’ clerics
have a swimming movement rate equal
to their movement rateson land and can-
not drown unless they are tied or uncon-
scious.
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History: Protiusisan ancient Immortal
who predates the appearance of human-
like races upon the world; in life, he was
the last and most intelligent member of a
race of primitive porpoise-like mammals.
A magic-user, he eventually learned to
travel through time to his far, far fu-
ture... the distant past of the Known
World. There, Khoronus helped him
achieve Immortalityand sent him back to
his own era.

Over thousands and millions of years,
Protius embodied the sea in all its as-
pects: treacherous, beautiful, bountiful,
and terrifying. Throughout the history of
the sentient races, he has dwelt and dom-
inated the seas, causing storms here and
quelling waters there, the master of the
oceans. That was his whole ambition; he
never strove to attain ultimate power in
his Sphere.

Protius swam through the ages to the
modern era, meeting Khoronus again,
though Protius was now a very old Im-
mortal compared to the chief Hierarch of
Time.

In the Northern Reaches area, especial-
ly in Vestland, Protius is known as the
Spuming Nooga; his symbol there is of a
spuming, or spouting, whale. Among
the sea-dwelling peoples—such as mer-
men, tritons, nixies, etc.—he is called
Manwara. Each sea-dwelling race affec-
tionately claims Manwara as a member of
its own species; for example, to sea elves
he's the Old EIf of the Sea, just as to hu-
mans Protius is the Old Man of the Sea.

Personality: Protius is not a particular
admirer of humans or human-like races.
He doesn’t dislike them; he just doesn’t
care whether they succeed or fail, live or
die. He receives the prayers of ship-
captains and sea-travellers, sometimes
heeding them and often not; if he loves
anything, it is the native races of the seas,
especially sea-mammals and creatures
like the merfolk, However, he can be per-
suaded td help humans and demihumans
who perfiorm great acts of appreciation of
the sea or who devote themselves to per-
forming great deeds with the world's
waters.

Allies: Protius is a vety independent
Immortal. Calitha Starbrow and he have
very different interests and so do not
compete or cooperate. He recently spon-
sored a kKalim to Immortality but this is
a bond his protege takes more seriously
than he does: Protius cannot be bothered

to think up tasks for al-Kalim to do, but
the latterwould rush to his defense in the
unlikely event he needed it.

Enemies: Protius has no genuine ene-
mies among the Immortals... only oppo-
nents.

Appearance: Protius usually appears as
an aged man or merman with seaweed-
green mustache, beard, and hair. Re-
gardless of the setting, he is always
dripping with sea-water. He is usually
nude but sometimes appears wrapped
with seaweed. His face is very mercurial:
cheerful one moment, angry the next,
briefly thoughtful, then calm and impas-
sive. He carries a trident.

He has two alternate Manifestation
Forms: a large, intelligent dolphin and a
gigantic whale.

Symbol: The trident.

Rad (Etienne d'Ambreville)

Game Statistics: Empyreal, Sphere of
Energy. 22nd level Immortal; AC —16;
hp 390; HD 36; MV 150’ (50’); #AT 3; D
3d6 +6 (Punch); AM 70%; Save IM22;
ALL; Str25,1Int 72, Wis 65, Dex 35, Con
47, Cha 59. Powers: Dragon Breath, Im-
proved Saving Throws vs. Mental At-
tacks, Improved Saving Throws vs. Spell
Attacks, Turn Undead.

Followers’ Alignment: Neutral or Law-
ful. Clerics must be Lawful.

Special Clerical Powers: Rad’s clerics
receive a permanent +1 bonus to their
Intelligence and Wisdom scores (up to a
maximum of 18).

History: 1n mortal life, Etienne d’ Am-
breville was a brilliant magician: the
head of a large, talented, and eccentric
family. The d’ Ambrevilles lived far away
in another dimension, in a land where
magic was a capital crime. Persecuted by
their enemies, he and his family discov-
ered how to open gates which gave them
access to different planes and even differ-
ent dimensions, and fled through one to
the Known World, where they settled in
the Principalities of Glantri. They quick-
ly rose to rule their own principality,
which they named New Averoigne after
their lost home. In just a few years, the
d’' Ambrevilles (now known as the House
of Sylaire) were the most poweful of the
princely houses in Glantri. The family
suffered a major setback when Etienne’s
wife and brother tried to kill him, acti-
vating a wish Etienne had cast years be-
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fore which trapped the whole family in
their castle until a group of brave adven-
turers undid the curse.

Free once more, Etienne founded the
Great Schoo! of Magic and helped turn
Glantri into a magocracy, with himself as
the country’s ruler. In his quest to find
out everything there was to know about
magic, he discovered a powerful Artifact
called the Nucleus of the Spheres buried
beneath Glantri. He found a way to use
the strange energy emanating from this
Artifact (the Radiance) to allow him to
achieve Immortality in the Sphere of
Energy—withouthaving ever had a spon-
sor or undergoing the Path of the Para-
gon, a fact which did not make him
popular with the Hierarchs of that
Sphere.

In the century and a half since becom-
ing Immortal, this unorthodox magist
has continued his quest for knowledge in
two ways. By continuing to rule Glantri
in the Mortal Identity of Prince Etenne
d'Ambreville, Grand Master of the
School of Magic, he helps train a new
generation cf mortal magic-users to study
the Radiance’s energy. At the same time,
under his new Immortal name of Rad, he
is the patron of all Glantrian magic-
users, especially those devoted to study-
ing the new kinds of magical effects the
Radiance makes possible. He has also
gradually become the focus and spokes-
man of various anti-traditionalist forces
of Immortal society, particularly within
his own Sphere of Energy, a fact which
sets off the events of The Immortals’ Fury
and the disasters which follow.

Personality: Rad is a complex
Immortal— brilliant, unpredictable, sol-
itary, and stubborn. As Etienne d’Am-
breville he pretends to be vague and
unworldly because he finds this makes
people assume (wrongly) that he is slip-
ping into his dotage. With the warped
sense of humor typical of the d'Am-
brevilles, he enjoys teasing those who
think along more rigid lines, like his own
Hierarch, lxxion, or many of his ambition-
starved fellow princes of Glantti. Under-
neath he is a kindly soul who finds it hard
to take his enemies seriously.

Allies: Because of his unusual origin
and personality, Rad had no specific allies
before the formation of The Fellowship
of the Star. He and Rafiel are friendly be-
cause of their shared interest in the ef-
fects of the Radiance, and trickster

Immortals like Korotiku, Eiryndul, and
Loki admire his wit and sense of humor.
Once open war is declared between Ixion
and Rad, a number of Immortals who
take Rad's side decide to help him, in-
cluding Asterius, Eiryndul, Ka, Koroti-
ku, Rafiel, Rathanos, and Vanya.
Enemies: Until the evens of The Im-
mortals’ Fury begin, Rad has no specific
enemies, although tradition-bound Im-
mortals tend to find him irritating. Once
that adventure starts, however, Ixion,
Valerias, Ilsundal, and Alphatia ban to-
gether to seek his destruction.
Appearance: In mortal or Immortal
identity, Rad appears as an old man with
an enormous white beard and sharp, in-
quisitive eyes.
Symbol: Three hemispheres which
connect to form a triangle inside.
DMing Notes: Rad's Mortal Identity,
Etienne d'Ambreville, is a 36th level
magic-user with the following stats: Str
9, Int 18, Wis 16, Dex 13, Con 12, Cha
11, ALL.

Rafiel

Game Statistics: Empyreal, Sphere of
Energy. 21st level Immortal; AC = 18; hp
360, HD 35; MV 150’ (50°); #AT 3; D
3d6 + 7 (Punch); AM 70%; Save IM21;
ALL; See 32, Ine75, Wis 44, Dex46, Con
54, Cha 70. Powers: Detection Suite, Im-
proved Saving Throws vs. Physical At-
tacks, Improved Saving Throws vs. Spell
Attacks, Thief Special Abilities.

Followers’ Alignment: Any. Clerics
may be of any alignment, but most are
Neutral.

Special Clerical Powers: Rafiel’s clerics
receive a +1 to saving throws vs. Rods,
Staves, and Spells, and also receive the
General Skill “Engineering** in addition
to other General Skills they possess.

Hiscory: In ancient times, Rafiel was a
nuclear physicist in the high-technology
city of Blackmoor, an experimenter in
thought-transference sciences that
rivalled magical spells in their complexiry
and usefulness.

He was conducting one of these experi-
ments when the men of Blackmcor, in
their great wisdom, accidentally blew up
their entire culture. Rafiel’s mortal body
died then, but his mind, caught in the
enetgy matrix of his experiment, survived
and was sustained by the explosion's
great energies.

Rafiel drifted in an existence deprived
of all sensations. Gradually, though, his
questing mind made contact with the
Shadow Elves, an elvish race driven un-
derground by a similar explosion to that
which destroyed Blackmoor. The Shadow
Elves’ need of guidance sustained him,
allowed him to coalesce a new body for
himself... and ultimately Rafiel found
himself to be an Immortal of the Sphere
of Energy and patron of the Shadow
Elves.

Since that ume, Rafiel has worked
hard to help the Shadow Elves survive
their subterranean existence (and the rav-
ages which nuclear radiation wrought on
their genes), to oppose the Immortal
Atzanteotl (who has on several occasions
meddled with the Shadow Elves), and to
further hisown knowledge of the nuclear
energy which caused the Blackmoor
disaster.

Personality: Rafiel is a calm, wise, and
kindly Immortal. It is this kindliness that
prompted him to guide the Shadow Elves
to their refuge in the subterranean cavern
called the City of Stars. However, his fol-
lowers believe him to be a stern and harsh
Immortal, since he requires the Shadow
Elves 1o leave mutated and misshapen
children in tunnels leading to the surface
world, in order that the Shadow EIf race
might someday recover from the damage
done by radiation. In truth, Rafiel leads
humanoids from the surface down to find
these abandoned babies; the children are
raised by orcs, goblins, trolls, and other
humanoids. Rafiel, like Rad, achieved Im-
mortality without following the tradition-
al candidate paths, so Rad’s work is of
great interest to him; this is why Rafiel
helps the Fellowship of the Star.

Allies: Rafiel normally acts indepen-
dently. Ordana likes him, but they are
not allies. Until Rafiel joins the Fellow-
ship of the Star, Rafiel has, in fact, no
Immortal allies.

Enemies: Rafiel's chief enemy is At-
zanteotl, who wooed several elements of
the Shadow Elves away from his follow-
ing. During the events of The Immortals’
Fury, the members of Ixion's Ring of Fire
become his enemies as well.

Appearance: Rafiel appears as a
middle-aged human male weating
starched white robes and spectacles.

Symbol: A book-cover with a star in its
center, representing wisdom and celestial
learning.
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Rathanos

Game Statistics: Eternal, Sphere of En-
ergy. 28th level Immortal; AC —19; hp
650; HD 42; MV 150" (50°); #AT 4; D
5d6 +10 (Punch) or 4d4 + 13 (club); AM
80%; Save IM28; AL C; Str 53, Int 78,
Wis 44, Dex 28, Con 23, Cha 48. Powers:
Groan, Improved Saving Throws vs.
Spell Attacks, Increased Damage,
Swoop. Weapon: club +3 of flaming
(shaped like a torch).

Followers’ Alignment: Any. Clerics
must be Neutral or Chaotic.

Special Clerical Powers: At 1st level,
Rathanos’s clerics can cast one resist fire
and one produce firespell each day; these
are special powers in addition to their
usual spells.

History: Rathanos, in life, was a
magic-user of the outer-world Oltec cul-
ture in the ancient past. He was fasci-
nated with the elemental plane of fire
and fire magics. He became an undisput-
ed master of fire magics and eventually
embarked on the path of the Paragon to
achieve Immortality in the Sphere of En-
ergy; Ixion was his patron. As an Immot-
tal, he became interested in the rising

Nithian Empire and gathered about him
a cult of Nithian followers.

Though Thanatos and his agents man-
aged to bring about the downfall of the
Nithian Empire, the Nithian colony on
the Isle of Dawn was more interested in
their own brand of mysticism and the
teachings of Rathanos. Nithia was de-
stroyed, but the colony on the Isle of
Dawn (Thotia) still thrived and an uncor-
rupted Nithian culture was planted in
the Hollow World by concerned Immotr-
tals; members of both cultures still follow
him.

Personality: Rathanos is interested
mainly in the transformation of matter to
energy; he is especially interested in cre-
ating a spell of transformation which will
allow his followers to transform them-
selves into beings of pure energy—
imperishable, immortal, and beautiful.
He has not found the spell that will do
this reliably and so continues his magical
researchers, requiring his magic-user fol-
lowers to do the same until an answer can
be found. His ultimate goal is to create a
great, powerf ul nation of energy-beings:
born as mortal beings, educated as quick-
ly as only humans can be, and then trans-

formed into powerful energy beings
setving the Sphere of Energy. Unfortu-
nately, afiter several thousand years Ra-
thanos still hangs on to one of his mortal
prejudices: he believes that women
should be subject to men. This attitude
naturally brings him into conflict with
numerous female Immortals.

Allies: Rathanos is too enraptured in
his project to court many allies; Pflarr,
who was also an Immortal of the
Nithians, isaboutthe onlyone. He spon-
sored Eityndul as well as Pflatr, so both
will aid him if he calls upon them. Fasci-
nated by the possibilities that the Radi-
ance might help him achieve his goal, he
becomes the highest-ranking Immortal
of the Sphere of Energy to support Rad
during the latter's struggle with Ixion.

Enemies: Rathanos' personal enemies
include Diulanna and Vanya, who resent
his attitudes about mortal women. Once
the Ring of Fire is founded, its members
become his foes as well.

Appearance: Rathanos appears as a
manlike being made all of fire.

Symbol: A burning brand.
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Razud

Game Statistics: Hierarch, Sphere of
Energy. 31stlevel Immortal; AC =19; hp
800; HD 45; MV 150" (50'); #AT 5; D
4d6+8 (Punch) or 3d12+8 (Gentle
Touch) or 3d6+11 (sraff); AM 90%;
Save IM31; AL N; Str 36, Int 90, Wis 33,
Dex 20, Con 43, Cha 40. Powers: Extra
Attack Per Round, Mystic Special Abili-
ties (counts as three choices). Weapon:
staff + 3 (made of stone).

Followers’ Alignment: Any. Clerics
may be of any alignment.

Special Clerical Powers: Razud’s clerics
receive a +1 bonus to individual initia-
tive and a permanent + 1 bonus to theit
Wisdom scores (up to a maximum of 18).

History: In ancient times, on another
world, Razud was a man of the golden-
skinned Cypri people who were eventu-
ally conquered by (and who ultimately
assimilated) the pale-skinned “pute’ Al-
phatians. A powerful, thoughtful magi-
cian, he was sponsored by Ixion and
earned Immortality in the Sphere of En-
ergy long before the Alphatians con-
quered that culture; once the Alphatians
had conquered the Cypric culture and
then adopted most of its ways, they also
adopted the following of Razud. In the
millennia since, Razud has been a patron
of the Alphatians. It was he who guided
the Alphatians fleeing the destruction of
their world to the Known World.

Personality: Razud likes to help the
self -sufficient; he looks most kindly on
those who seek guidance from him but
are brave and resolute enough to forge
out on their own if he offers none.

Allies: Razud has no close allies among
the Immortals, though Alphatia (afellow
Cypris-Alphatian) and Kotyis are usually
willing to cooperate with him.

Enemies: Razud opposes Alphaks’ ef-
forts to destroy the Alphatian people. Al-
phaks takes this much more personally
than Razud, and considers Razud his
enemy.

Appearance: Razud appears as a young
man, pethaps 16, of the old Cypric race:
golden-skinned, brown-haired, green-
eyed, with a smiling moon face. He is
very handsome, and weats thin silken
tobes in emerald green.

Symbol: The Granite Tree, a tree of any
sort (especially oak) made entirely of stone;
it represenss strength and durability.

Talitha

Game Statistics: Eternal, Sphere of En-
tropy. 25th level Immonral; AC —17; hp
500; HD 39; MV 150’ (50°); #AT 4; D
5d6+10 (Punch) or 4d8+12 (bactle
axe); AM 80%; Save IM25; AL C; Str 48,
Inc 80, Wis 39, Dex 28, Con 30, Cha 76.
Powers: Control Undead, Enhanced Re-
flexes, Increased Damage, Summon
Weapons. Weapon: battle axe +2.

Followers’ Alignment: Any. Clerics
must be Chaotic.

Special Clerical Powers: A cleric of Ta-
litha can use the thief's Pick Pockets abili-
ty as if a thief of the same experience
level.

History: In life, Talitha was a master
thief in Alphatia. Though a second-class
citizen by Alphatian law (because she
had no spellcasting ability), she lived
like a princess owing to her great thieving
ability. She especially enjoyed observing
high-ranking Alphatian magic-usets go
about their plans and plots and then
stealing the physical objects which were
most crucial to those plots, causing disas-
ter and ruin to those unfortunates.

Thanatos saw and appreciated this
trait, and guided her onto the Entropic
path to Immoruality. She not only gained
Immortality, she did so while identifying
candidates to Immortality in other
Spheres and spoiling their efforts by
stealing the artifacts they’d won.

Personality: In her long history as an
Immortal, Talitha has been a powerful
symbol of self-gratification at the ex-
pense of others. She does not feel that
simply stealing something is good
enough; the theft must hurt or ruin its
victim.

Talitha is very proud of her “‘accom-
plishments" and easily angered by fail-
ure on the part of others to praise them.

Allies: Talitha often cooperates with
Masauwu and Orcus on projects of mutu-
al interest, but they are not formal allies.

Enemies: Talitha is widely disliked by
many less-powerful Immortals for the
parts she played in humiliating them in
the past and by more powerful Immortals
from other Spheres for spoiling the
chances of some of their most promising
candidates.

Appearance: Talitha appears as a tall,
well-built brunette woman of the
copper-skinned Alphatian race. Her fea-
tures are beautiful, but her expression is

often petulant and spiteful. She wears re-
vealing gowns but, incongruously, carries
a double-headed axe.

Symbol: A crying baby—by ancient
tradition, the child who has lost its candy
to a thief.

Tarastia

(Patroness of Justice and Revenge)

Game Statistics: Eternal, Sphere of En-
ergy. 30th level Immortal; AC —21/
- 28, hp 750; HD 44; MV 450’ (150°);
#AT 4; D 4d6+16 (Punch) or 3d8+19
(battle axe); AM 80%; Save IM30; ALL;
Str 90, Int 49, Wis 50, Dex 28, Con 33,
Cha 48. Powers: Fighter Options, In-
cteased Movement Rates (twice), Thief
Special Abilities. Weapon: battle axe +3
(shaped like a headsman's axe). Armor:
black plate armor providing =7 to AC.

Followers’ Alignment: Any. Clerics
must be Lawful.

Spedal Clerical Powers: Tarastia's clerics
are able to use axes; they also possess the
General Skill **Detect Deception” in addi-
tion to other General Skills they possess.

History: Tarastia was a cleric of an an-
cient Jennite tribe on the outer world. Of-
fended and abused by the unjust chieftain
of her tribe, she effected her own revenge
and ran away into exile. Later in life, hav-
ing achieved great power and wisdom, she
became an Immortal of the Sphere of En
ergy for her patron, Ixion, who admired
her tempestuous nature. Since then, she
has devoted herself to the achievement of
justice and just revenge.

Personality: Tarastia often helps those
who have been wronged. She is a patron
of justice; she does not help those who
want the revenge to be nastier than the
original offense, and she does not help
those who want revenge for slights or in-
consequential matters. But she provides
information and guidance to those who
take on honorable quests for vengeance.

Allies: Tarastia has few long-term allies,
but often helps other Immortals, of any
plane except Entropy, when they are deal-
ing with wrongs and abuses on the mortal
world. Her sole friend is Diulanna, the
strong-willed Celestial of Thought.

Enemies: Tarastia does not get along
well with pacifists like Koryis and Alpha-
tia, but does not consider them enemies;
she is the sworn enemy of any Immortal
who seeks senseless revenge.

Appearance: Tarastia appears as a
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dusky-skinned, strong-jawed, unsmiling
woman in black plate atrmor, catrying a
headsman's axe.

Symbol: Black headsman’s axe.

Terra

(Yamuga; Mother Earth)

Game Staustics: Hierarch, Sphere of
Matter. 36th level Immortal; AC —29;
hp 2,000; HD 50; MV 150’ (50°); #AT 4;
D 4d6+20 (Punch); AM 90%; Save
IM36; ALL; Str 100, Int 76, Wis 85, Dex
44, Con 100, Cha 78. Powers: Call Oth-
ers, Extra Attack Per Round, Height In-
crease, Improved Saving Throws vs.
Physical Attacks.

Followers’ Alignment: Neutral or Law-
ful. Clerics must be Lawful.

Special Clerical Powers: Terra’s clerics
possess the mystic's speak with animals
ability.

History: Terra began her existence as
an elemental on the Elemental Plane of
Earth. She was a great warrior against in-
truders from other Elemental Planes.

In her youth, she was contacted by a
disembodied voice who spoke to her,
helping to guide her actions so that she
would learn more about the ways of the
multiverse. This voice entreated her to go
on long, dangerous quesss for her own
benefit and that of her plane; it was only
much later that she realized that this voice
was that of an Immortal. Terra did not go
on the Path of the Polymath; either she
attained Immortality before that Path was
established, or her race could not under-
take that Path. Regardless, on the last of
these adventures, she was exposed to an
enormous amount of magical energy
while destroying an evil creature from the
Plane of Fire... and, though she thought
she was killed by that energy, she was in
fact transformed to an Immortal. She nev-
er learned the name of her sponsor.

In her Immortal explorations of the
multiverse, she became fascinated with
the way things of Matter, such as planets,
could spawn whole cultures of small crea-
tures. The creation of creatures and spe-
cies became her hobby, and the
sponsorship of other mortals to Immor-
tality her chief duty; thousands of years
later, she is the most powerful Hierarch
of her Sphere.

Her philosophy encompasses many
different aspects of life and earthy mat-
ters. In the Ethengar Khanates, for in-

stance, her followers know her as
Yamuga, and concentrate on her aspects
as a patroness of life, death, and the cycle
of the year.

Pessonality: Terra’s main interest is in
creating and protecting new creatures,
helping them thrive in worlds where
Matter is an important or dominant
Sphere. And though she dislikes all the
silly plotting and conspiring which go
hand-in-hand with being an Immortal,
she does everything she can to promote
the advancement of her own Sphere
above the others. She is hard-headed and
literal, distrusting new ideas—nor does
she get involved in ploss very often. She
prefers traditions and laws, and she in-
sists that justice be served.

Allies: Terra has few friends; not many
Immortals share her interests. Oddly, it is
because of her hobby of creating new spe-
cies that she has become a friend of Nyx,
with whom she often compares notes.
She is also friendly with Diamond, the

ruler of Lawful dragons.
Enemies: Terra has no specific
enemies.

Appearance: Terra changes her appear-
ance from erato era. For the last few thou-
sand years, because so many other
Immortals are human of aspect, she has
taken on the appearance of a human wom-
an: dark-skinned and strongly built, whose
hair color varies throughout the day (rosy
red at dawn, rich earth-brown in the morn-
ing and afternoon, blonde at noon, black
at dusk and through the night). She wears
gowns of green or brown.

Symbol: A circle of stones with any sort
of plant or creature (often a flower) grow-
ing from it.

X Thanatos

(Tha-to; The Grim Reaper)

Game Statistics: Hierarch, Sphere of
Entropy. 35th level Immortal; AC —31;
hp 1,500; HD 49; MV 150’ (50'); #AT 4;
D 5d6+4 (Punch) or 4d8+9 (scythe),
AM 90%; Save IM35; AL C; Str 20, Int
98, Wis 33, Dex 67, Con 99, Cha 77.
Powers: Control Undead, Groan, In-
creased Damage, Leech. Weapons: scythe
+5 of draining (treat as a normal sword).

Followers’ Alignment: Chaotic. Cler-
ics must be Chaotic.

Spedial Clerical Powers: Clerics of
Thanatos are able (in fact, required) to
use scythes as their main weapon.

History: Thanatos is one of the greatest
and oldest known Immortals of the
Sphere of Entropy. Like many of the oldest
Immortals, he does not remember his
mortal existence, but isn’t curious; he
doesn’t care how he came to be. Through-
out his existence, he has simply sought to
spread death and pain since the oldest
memory of the oldest sentient being.

Personality: Thanatos hates all life and
seeks the death of all living things every-
where. He is very subtle and patient, and
believes that he will eventually succeed in
this goal. He juggles more evil plans and
plots than all the other Entropic Immor-
tals combined and is rumored to have an
uncomfortably high success rate. He
sometimes kills and takes the identities of
important mortals in order to lead their
loved ones and followers into acw of de-
struction. He will lavish as much care ona
plan toruin a single person ason a scheme
to destroy whole nations and empires.

Allies: Thanatos has no true allies; he
manipulates his fellow Entropic Immor-
tals just as he manipulates everyone and
everything else. Nevertheless, he can call
upon any of those he sponsored to Im-
mortality (their numbers include Talitha,
Loki, Orcus, Alphaks, and Atzanteotl)
for aid, and none would dare refuse. He
often uses other Immortals in his plots
without their ever becoming aware of the
fact until long afterwards.

Enemies: All living things arc enemies
of Thanatos, including his fellow Immor-
tals. He especially hates Immortals of the
Sphere of Thought, each of whom must
destroy an artifact of Entropy in order to
achieve Immortality. Asterius destroyed
an artifact of which Thanatos was partic-
ularly fond, and Thanatos has neither
forgiven or forgotten.

Appearance; Thanatos usually appears
as a mummy swathed in dark, stained
bandages and covered in cumbersome
black robes. Rotted black wings grow
from his back and he carries a corroded
black scythe.

Symbol: The scythe.

Thor

(Donar; the Thunderer)

Game Statistics: Eternal, Sphere of En-
ergy. 28th level Immortal; AC —24/
=29; hp 650; HD 42; MV 150’ (50');
#AT 6; D 4d6+20 (Punch) or 3d6+31
(throwing hammer) or 3d8+30 (war
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hammer); AM 80%; Save IM28; AL N;
Str 100, Int 20, Wis 18, Dex 63, Con 90,
Cha 46. Powers: Extra Auacks Per Round
(2), Fighter Options, Weapon Mastery
(Grand Master of Throwing Hammer,
War Hammer, Battle Axe). Weapons:
throwing hammer +5 of flying, war
hammer + 3. Armor: scale armor provid-
ing —=5to AC.

Followers’ Alignmenc: Any. Clerics
must be Lawful or Neutral.

Special Clerical Powers: Clerics of Thor
roll their hit points on 1d8 instead of 1d6
and receive a permanent +1 bonus to
their Strength ability scores (up to a max-
imum of 18).

History: In ancient times, under the
name Donar, Thor was a mighry warrior-
chieftain of the Antalian tribes that eventu-
ally became the races of the Northero
Reaches. Inspired by the Immortal Wotan
(Odin), but following the Path of the Para-
gon for his sponsor Ixion, Thor achieved
Immortality after a series of epic battles
against evil wizards and giants, battles
which have become legends of the men of
the Northern Reaches. Since achieving Im-
mortality, Thor has become the right-hand-
Immortal to Odin, setving him as chief
warrior in spite of their differing Spheres.

Personality: Thor is the ultimate war-
rior, and demands that his fighter fol-
lowers pursue a very strict warrior’s code
of honor and courage. Cheerful and reck-
less, he is capable of sudden rages but a
loyal friend to his allies.

Allies: Thor's Immortal allies are his
fellow Notthern Realms Immortals: Frey-
ja, Frey, and Odin.

Enemies: Thor’s greatest enemy is Lo-
ki, who has on many occasions professed
overtures of friendship to Thor but end-
ed up tricking him, stealing from him,
and embarrassing him. Thor has, on oc-
casion, replied by beating Loki to an Im-
mortal pulp.

Appearance: Thor appears as a huge,
red-headed, ted-bearded warrior; might-
ily muscled, wearing armor like that
worn in the Northern Reaches, wearing a
stout metal belt and metal gloves, carry-
ing a huge battle-hammer.

Symbol: The war-hammer.

Valerias

{Patroness of Love; Girder-On of
Weapons)
Game Statistics: Hierarch, Sphere of

Matter. 31st level Immortal; AC —28/
—37; hp 800; HD 45; MV 150" (50);
#AT 4; D 5d6+4 (Punch) or 3d6+9
(short sword); AM 90%; Save IM31; AL
C; Str 20, Int 28, Wis 10, Dex 76, Con
33, Cha 80. Powers: Improved Saving
Throws vs. Mental Auwacks, Increased
Damage, Thief Special Abilities, Turn
Undead. Weapon: shou sword +5. Ar-
mor: Suit Armor providing =9 to AC
(seldom worn).

Followers’ Alignment: Any. Clerics
may be of any alignment, but most are
Neutral or Chaotic.

Special Clerical Powers: Starting at 1st
level, Valerias’ clerics can cast each of the
following spells once per day: locate, re-
move fear, and ventrifoquism. These
spells are supposed to aid them in the
promorion of romance but are also useful
elsewhere; they are special powers rather
than true spells.

History: Valerias is as old as the oldest
of the Immortals, and like many of them
does not remember her mortal life.

Once disinterested in the Known
World, she found her true calling when
humans appeared. She became fasci-
nated by them and their love customs
and affairs. She has become the patroness
of romance, especially of passionate, ill-
considered affairs. She has also been
known to bring weapons and armor to
lovers facing death together, and so is
called the Girder-On of Weapons.

Personality: As her specialties would
indicate, Valerias is passionate and quick-
tempered. She is easily swayed to help a
handsome hero or a lovely hetoine. But
her attentions are fickle and she quickly
loses interest in individuals; after all,
each love story only lasts so long, and
then it’s time to watch another one.

Allies: Valerias' chief ally is her lover
Ixion, the Sun-Prince. With her nature,
it is impossible for her to remain always
true to him, but it is to him that she al-
ways returns.

Enemies: Valerias detests all Immortals
of Entropy. who are constandy interfer-
ing with the happy endings she arranges
for mortal romances, but they count her
as an opponent of little worth. She also
often finds herself at odds with
Khoronus, whom she considers a stodgy
old bore for urging people to think be-
fore they act; a philosophy directly op-
posed to her belief that people should
always follow their emotions. Her impul-

siveness and (as he sees it) lack of good
sense in turn irritates the more cerebral
Immortal.

Appearance: Valerias always appears to
mortals as a beautiful woman of the race to
which most of them belong; if she is ap-
pearing to the men of Tangor, for instance,
she will be lithe and dark-skinned; before
men of the Northern Reaches she will be
buxom and blonde. She will be dressed in
the most costly and exquisite clothes and
jewels of that culture. Whatever her form,
she always wears the golden earrings bear-
ing imprints of the rising sun, a present
from Ixion.

Symbol: A delicate rose
especially-sharp thotns.

with

Vanya

(Patroness of War and Conquerors)

Game Statistics: Empyreal, Sphere of
Time. 23rd level Immortal; AC —20/
—25; hp 420; HD 37; MV 150’ (50');
#AT 4; D 3d6+12 (Punch) or 3d6+24
(normal sword) or 2d6 + 24 (short sword),
AM 70%; Save IM23; AL N; Str 70, Inc
32, Wis 28, Dex 56, Con 50, Cha 33.
Powers: Extra Attack Per Round, Fighter
Options, Thief Special Abilities, Weapon
Mastery (Grand Master of Normal Sword,
Short Sword, Two-Handed Sword).
Weapons: normal sword +4, short sword
+3. Leather armor providing — 5 to AC.

Followers’ Alignment: Any. Clerics
may be of any alignment.

Special Clerical Powers: Vanya’s clerics
can use swords, daggers, and lances.

History: In ancient times, Vanya was a
warrior-woman of the Kerendan people,
who later became part of the Thyatian
Empire. While the Thyatians, Keren-
dans, and Hattians, then on the southern
continent, were fleeing before the ad-
vancing armies of the Milenian Empire,
Vanya was a warrior-princess harassing
the Milenian forces and delaying their
advance. Her desperate campaign al-
lowed all her kinsmen to escape across the
Sea of Dread, though her entire force was
killed by the Milenians.

Captured by the Milenians and forced
into setvitude among them, she was be-
friended by a Milenian cleric who helped
her first to escape, then to find the Path
of the Dynast, where she eventually
found Immortality in the Sphere of
Time; her patron was Khoronus. Since
then, she has been a patron of warfare
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and conquest, seeing it as the foremost
influence on the development of human
history and culeure... and a lot of fun for
an Immortal to watch.

Personality: Vanya is the perfiect exam-
ple of the person who lived life in great
leaps and bites. In life, she threw herself
unquestioningly into wars, quests, chal-
lenges, and relationships, and as an Im-
mortal she is fondest of heroes who live as
she lived. Though she is not treacherous
as the Thyatian peoples who are her most
numerous followers, she is very fond of
the Thyatians. Because in life she suf-
fered at the hands of the Milenians, she
does not like that culeure. She is the pa-
tron of the Heldannic Knights.

Allies: Vanya has no special allies be-
fore the formation of the Fellowship of
the Star.

Enemies: Vanya often finds herself in
conflict with Halav and Petra, the special
patrons of the Milenians. She is also an
enemy of Rathanos, the Immortal patron
of male dominance.

Appearance: Vanya appears as a wom-
an of medium height, with long brown
hair in a single braid. She wears leather
armor made from the skin of a red drag-
on, riding clothes, spurs, and she carries
weapons—usually a normal sword and a
short sword.

Symbol: A vertical lance with two hori-
zontal short swords, one above the other,
crossed over it. In the Heldann Free-
holds, her symbol is of a black lion on a
white background.

Zirchev

{The Huntsman)

Game Statistics: Celestial, Sphere of
Energy. 17th level Immortal; AC —13;
hp 260; HD 31; MV 300’ (100'); #AT 3;
D 3d6+7 (Punch) or 2d6+10 (long
bow), AM 60%; Save IM17; AL N; Su
31, Int 50, Wis 18, Dex 28, Con 20, Cha
25. Powers: Detection Suite, Fighter Op-
tions, Increased Movement Rates, Thief
Special Abilities. Weapon: long bow + 3.

Followers’ Alignment: Any. Clerics
must be Neutral.

Speaal Clerical Powers: Zirchev’s cler-
ics receive the General Skills “Tracking”
and “Alertness"” in addition to any other
General Skills they might have, even if
the General Skills rules are not customar-
ily used in the campaign.

Histoty: In life, Zirchev was a high-level

Traldar magic-user trained by the Hutaaka
race in the Traldar lands. He was also a
friend of elves and forest-dwelling races; he
devoted a lot of his magic to summoning
and befriending animals and the forest
folk. When the gnolls invaded Traldar ter-
ritories, Zirchev became chief magical advi-
sor to Halav and Petra and participated in
many campaigns against the gnolls. Once
the gnolls were routed, Zirchev, Petra, and
Halav all embarked on paths to Immortali-
ty, and all evenrually reached it; Zirchev's
sponsor was Ilsundal.

Since that time, Zitchev has acted as a
patron of the forest folk, and will often aid
centaurs, dryads, and other such races, as
well as adventurers who help them,

Personality: Zirchev has always been
shy. In life, he was always uncomfortable
around warriors, women, and children;
animals were his closest friends. Conse-
quently, he’s sympathetic to intelligent
humans who are social misfits.

Allies: Zirchev's chief allies are Halav
and Petra, his companions from his mot-
tal life. He is also friends with Eiryndul,
Faunus, Ordana, and the other patrons
of the forest races.

Enemies: Remarkably, Zirchev has no
personal enemies among the Immortals.

Appearance: Zirchev, in life, was a
pudgy, unattractive, clumsy man. Conse-
quently, he made himself a Manifesta-
tion Form which is a strongly-muscled,
handsome huntsman. He wears forest-
green clothes, carries a bow, and is usu-
ally accompanied by a retinue of either
tame animals or forest-race followers.

Symbol: A hawk riding on the shoul-
ders of a wolf.

Other Immortals

The Immortals detailed above are
merely a sampling of those who devote
time to the world of Mystara, who in turn
are only a smattering among the thou-
sands of known Immortals. Below are
brief listings of other Immortals who in-
teract with the Known World in some
way, along with the rulebook, module, or
accessoty in which he or she appears.

Ahmanni Turclerider:  Celestcial,
Sphere of Thought; ALL. In life, mem-
ber of one of the Atruaghin Clans and
Atruaghin’s lover; now patron of the Tur-
tle Clan. (GAZ 14, Referee’s Guide,

page 14)

Arik: Celestial, Sphere of Entropy; AL
C. A violent, evil Immortal banished to a
prison dimension for his crimes; he seeks
ways to return to the muluverse. (B3,
page 4 and B1-9, page 47)

Bagni Gullymaw: Celestial, Sphere of
Entuophy; AL C. The only troll to ever
achieve Immortality; in his lifetime he
devoured more good beings than any hu-
manoid before him. Masauwu was his
sponsor. (GAZ 10, page 10)

Barwziluth: Celestial, Sphere of En-
ergy; AL C. In life, a Broken Lands bug-
bear, famous for his huge spiked mace;
now a patron of bugbears, warfare, and
berserkers. (GAZ 10, page 9)

Bemarris: Initiate, Sphere of Energy;
AL C. In life, an Alphatian fighter in
Norwold; now an Immortal patron of
combat. Temperamental and stubborn.
(IM2, page 23, as “‘Ares”)

Brissard: Temporal, Sphere of Entro-
py; AL C. A smooth-talking, high-
Charisma negotiator for the Entropics; in
life, he was a cleric of Talitha’s, and she
was his sponsor. (IM2, pages 23 and 28)

Chardastes: Celestial, Sphere of Time;
AL N. A native Traladarian Immortal
with a small following in Karameikos. A
patron of healing and medicine; his sym-
bol is the bell, (B1-9, page 38)

Chiron: Initiate, Sphere of Matter; ALL.
In life, a wise and nearly-Immortal centaur,
a great teacher and healer, revered by all
the forest races. Accidentally poisoned and
doomed 1o suffer eternally, he gave up his
life. Tater, Immortals of the Sphere of Mat-
ter decided that his death was unfair and
premature, so they fabricated him a new
body and rerurned his life force to it. Very
recently he won his Immortality and is now
a patron of the forest races, especially cen-
taurs; he has still-living mortal children.
(PC1, page 7)

Crakkak of the Sharp Tooth: Tempo-
ral, Sphere of Matter; AL C. In mortal
life, a member of the underwater shark-
kin race, famous as a slayer of dolphins;
now the shark-kins’ Immortal patron.
(PC3, page 53)

Cretia: Celestial, Sphere of Thought;
AL C. In life, a trickster and warrior of
the Ethengar people. He is devoted to
tricks and jokes that bring chaos to lives
which he considers too ordered or hu-
morless. (X3, pages 13-20 and 23-25,
and GAZ 12, Plager’s Guide, page 19)

Danel Tigerstripes: Celestial, Sphere
of Entropy; AL C. In life, the leader of
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the Tiger Clan who was cotrupted to the
service of Entropy by Atzanteotl. Now
the Immortal patron of the Tiger Clan,
he stll serves Atzanteotl. Atruaghin,
Ahmanni, Hattani, and Mahmatti, the
other patrons of the Atruaghin clans, are
his bitter enemies. (GAZ 14, page 19)

Demogorgon: Eternal, Sphere of En-
tropy; AL C. One of the most powerful
Immortal Fiends and a deadly rival of Or-
cus and Alphaks. His Manifestation Form
is an 18'-tall repulian humanoid body
with two apelike heads, tentacles instead
of arms, and a forked tail. (Original Im-
mortals set, DM’s Guide, page 34)

Forsetta: Temporal, Sphere of Matter;
ALL. He is a minor Immortal followed in
the nation of Vestland; his philosophy is
one of unswerving obedience to lawful
tulers. (X3, page 6)

Gar! Gliuergold: Temporal, Sphere of
Matter; AL C. A protege of Kagyar the
Artisan, Garl created gnomes in emula-
tion of his patron’s dwarves. His main in-
terests are gnomes, gadgets, and
craftsmanship. (HOLLOW WORLD®
DM’s Sourcebook, page 102)

Gorm: Empyreal, Sphere of Enetgy;
AL C. Once king and now one of the
three Immortal patrons of Cynidicea, an
ancient underground city. His particular
interests are justice, storms, and war.
Along with his associates Usamigaras and
Madarua, Gorm has only a few dozen
mortal followers. (B4, page 3, and BI-9,
page 98)

Gorrziok the Wave Lord: Empyreal,
Sphere of Matter; AL L. In mortal life a
Sea Giant, Gorrziok is now a patron of
giants (particularly sea giants and other
intelligent giants) everywhere. A magical
innovator. (PC3, page 53)

Harcow: Temporal, Sphere of
Thought; AL C. In life, a diabolus from
the Nightmare Dimension; first diabolus
to earn Immortality in the multiverse. He
and Kythria are lovers. (IM3, page 3)

Hattani Stoneclaw: Celestial, Sphere
of Matter; ALN. A contemporary and al-
ly of Atruaghin. In life, chief of the Bear
Clan; now their Immortal patron. His
mortal life was ended by Danel Tiger-
stripes, who is thus his greatest enemy.
(GAZ 14, page 16)

Jammudaru: Initiate, Sphere of Entro-
py:; AL C. In life, an ogre turned into a
slimy monster by a curse; became an Im-
mortal after a campaign of unparalleled
revenge and destructiveness. (GAZ 10,

page 9)

Kallata of the Seven Veils: Celestial,
Sphere of Time; AL N. Chief Immortal
patroness of the nixie race, the being who
taught them to cast chatm spells. (PC3,
page 53)

Kythria: Initiate, Sphere of Energy;
AL C. In life, an lerendian cleric of the
Immortal Valerias. She failed to earn Im-
mortality in Valerias’ service and so
sought Eiryndul's patronage instead.
Much like Valerias in personality. (IM2,
page 23, as “*Aphrodite )

Leptar: Celestial, Sphere of Entropy;
AL C. An Immorual Fiend; a hairy, dull-
witted brute who wants only to hurt oth-
ers. (BI-9, page 34)

Liena: Initiate, Sphere of Time; AL L.
In life, Aline Sigbertsdatter, a high-level
cleric of Oceansend, was the mother of
Thrainkell Torson (better known as Thin-
col Torion, Emperor of Thyatis), After
her son left to seek his fortune, she un-
dertook the path of the Dynast, succeed-
ing only a few yearsago. She is fascinated
by the effects of war on histoty. Though
her son now rules an empire, her interest
in Thyatis ended once she’d secretly
helped him take the throne and defend it
against various menaces; she ismore a pa-
tron of Norwold. (IM3, page 36)

Lokena: [nitiate, Sphere of Matter; AL
L. Inlife, a magic-user of Glantri who en-
vied fighters’ abilities. She earned Im-
mortality as a Polymath with Ka as her
patron and now enjoys a good fight.
(IM2, page 23, as “Athena"’)

Maac: Eternal, Sphere of Matter; ALL.
A paladin during her mortal life, re-
nowned for her beauty as well as her
courage; patroness of multi-talented
characters. (Original Immortals set, DM's
Guide, page 41, and Master DM’s Book,
Artifacts chapter)

Madarua: Empyreal, Sphere of Energy;
ALL. Inlife, Madarua was one of the rare
fighting-women of the Nithian Empire.
After Nithia's destruction, she became a
wandering adventurer. Discovering the
small and hidden naton of Cynidicea,
she was much impressed with its beauty
and took it under her protection; upon
achieving Immortality, she became one
of its Immortal patrons. Although her
following has dwindled as the Cynidi-
ceans slowly die out, she has recently be-
gun recruiting new followers elsewhere
and is now a minor patroness of women
warriors in many places. (BI-9, page 98)

Mahmati Running Elk: Celestial,
Sphere of Energy; ALL. In life, a shaman
of the Atruaghin Clans; now the Immor-
tal patton of the Elk Clan. (GAZ 14,
page 20)

Malafor the Dolphin-Friend: Celestial,
Sphere of Matter; AL N. A member of
the undersea merrow race who became
Immortal; a patron of merrow and dol-
phins. (PC3, page 53)

Marwdyn, the Hanged Man: Tempo-
ral, Sphere of Energy; AL C. In life, a sor-
ceter who was hanged as a witch early in
his career and then raised from the dead.
Fascinated with necromancy, he wears a
noose around his neck as his symbol and
is noted bothfor his macabre sense of hu-
mor and his habit of speaking of himself
in the third person. (IM3, page 23)

Mineoth: Celestial, Sphere of Energy;
AL N. In mortal life, a prince of the
Nithians who led followers south, fol-
lowets who eventually settled the islands
of the Minrothad Guilds. Since attaining
Immortality, he has continued to be a pa-
tron of the Minrothad area. He is very
much a “hands off”* Immortal, supply-
ing no fresh advice, philosophies, or
magical miracles to his followers; his few
corrections and manipulations are very
subtle. (GAZ 9, page 4)

Palatuarkan: Temporal, Sphere of En-
ergy; ALN. Inlife, a powerful Alphatian
magic-user named Ar who specialized in
creating flying mountains; the nation of
Floating Ar is named for him. A patron
of wizards, especially Alphatians. (Dawn
of the Emperors, page 45)

Palson: Initiate, Sphere of Thought;
AL L. In life, an archer and strategist,
sponsored to Immortality by Noumena;
now a military advisor to other Immor-
tals. A multi-talented and amorous Im-
mortal. (IM2, page 23, as “Apolio”)

Patura: Initiate, Sphere of Energy; AL
C. In life, a queen of Thyatis. Bitter be-
cause of the lot of women in Thyatis, she
initially sought Immortality in the sphere
of Entropy but switched her allegiance and
gained Immortality under Ixion’s sponsor-
ship, A patron of downtrodden women
everywhere. (IM2, page 23, as “Heta”)

Polunius the Designer: Eternal,
Sphere of Matter; AL N. In life, a partic-
ularly creative triton mage/cleric; as an
Immortal, the patron of tritons. He cre-
ated the spells which allow triton spell-
casters to manipulate coral and is also a
patron of sculpture. (PC3, page 53)
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Ranivorus: Celestial, Sphere of Entro-
py; AL C. In life, a destructive gnoll war-
leader; sponsored by Thanatos, he
became the Immortal patron of his race.
Probably the cleverest of the evil human-
oid patrons, he was the chief agent re-
sponsible for corrupting the Nithians. A
bitter enemy of Pflarr and Halav; also
known as Yeenoghu. (GAZ 10, page 10)

Saasskas the Destroyer: Celestial,
Sphere of Entropy; AL N. A female dev-
ilfish who sacrificed thousands of tritons
in order to become an Immottal, She is a
patron of the devilfish and a patient cor
ruptor and destroyer of other sentient
sea-races. She collects the bodies of those
drowned by the sea to add to her vast un-
dead army. (PC3, page 59.)

Sharpcrest the Squid Slayer: Celestial,
Sphere of Time; AL N. In life, one of the
kna, a heroic slayer of giant squids and
gatherer of treasures; as an Immortal, a
patron of the kna race. (PC3, page 52)

The Shining One (Kurrubnak): Tempo-
ral, Sphere of Energy; AL C. The ultimate
kobold, he taught his people never to con-
front their enemies with direct force but al-
ways to use tricks, traps, and the enemies’
own strengths against them. (HOLLOW
WORLD® DM's Soutcebook, page 115;
GAZ 10, page 10)

Sinbad: Celestial, Sphere of Thought;
AL C. He came from far away in the
multiverse; no Immortal knows his ori-
gins. He claims to have been a sailor in
his mortal life and encourages mortals to
leave their homes to seek fame and glory;
he has the ability to make anyone who
listens to one of his stories depart at once
on a journey. Persistant rumor would
have it that he is secretly an Old One or
one of their agents; the truth of this is
unknown. (Original Immortals set, DM's
Guide, page 41, and Master DM’s Book,
Artif acts chapter)

Slizzark the Lurker: Celestial, Sphere
of Energy; AL C. The only Immortal who
was once one of the strange undersea ko-
pru race. (PC3, page 52)

Ssu-Ma: Empyreal, Sphere of
Thought; AL L. Called the *Father of
Written Knowledge,” he believes strong-
ly that civilization is only made possible
by the written word. Said to have invent-
ed spell books and magical scrolls. Litet-
acy and scholarship are his main
interests. (Original Immoztals sct, DM’s
Guide, page 41, and Master DM’s Book,
Artifacts chapter)

Tahkati Stormtamer: Celestial, Sphere
of Energy; AL N. Ancient ruler of the
Atruaghin Clans long before they’d
heard of Atruaghin; first domesticated
horses among clans. Patron of the Horse
Clan. Fierce, stubborn, and warlike.
(GAZ 14, page 15)

Taroyas: Initiate, Sphere of Time; AL
N. In life, a cleric of Khoronus in the Mi-
lenian culture of the Known World. An
Immoreal patron of kingship. (IM2, page
23, as “Zeus”)

Tiresias: Initiate, Sphere of Thought;
AL N. In life, a curious mix of musician,
entertainer, and prophet; as an Immor-
tal, one who uses poetty and music to re-
veal hidden truths. A thoughtful, rather
than merry, bard. (IM3, page 21)

Turmis: Initiate, Sphere of Thought;
ALN. A Thyatian thief sponsored to Im-
mortality by Korotiku. Turmis is a patron
of cleverness, of thieves who prefershow-
ing off to mere theft. (IM2, page 23, as
“Hermes”’)

The Twelve Watchers: Initiate, Sphere
of Matter; AL N. In life, a magic-user
and craftsman from Darokin named
Doregar. The only survivor of a slaugh-
tered adventuring party, he developed
multiple personalities as a result, one for
each of his slain friends. Sponsored by
Kagyar, he did not regain his sanity when
he achieved Immortality. An important
patron of craftsmen; uses avatars to pro
vide bodies for each of his personalities.

Tyche: Eternal, Sphere of Thought; AL
C. An ancient Immortal, patroness of
luck—both good and bad. She has a large
following among adventurers and others
whose lives are at risk daily. (Original Im-
miostals sec, DM’s Guide, page 41, and
Master DM’s Boak, Artifacts chapeer)

Usamigaras: Empyreal, Sphere of En-
ergy; AL N. In mortal life, Usamigaras was
a halfling who, thanks to the effects of a
wish, gained the ability to cast spells. He
used his new-found power to eventually
became the ruler of Cynidicea, plundering
the city to enrich himself. Although in life
he discouraged the worship of Gorm and
Madarua, his predecessors, after he became
an Immortal he became their ally and pare
of their clique. To his fiew remaining fol-
lowers, he is considered a patron of heal-
ing, messengers, and thieves. (B 4, page 4
and B1-9, page 98)

Verthandi: Hierarch, Sphere of Time;
ALN. An powerful Immortal who disap-
peared after fabricating a number of arti-

facts which allow mortals to travel
through time; many mortals on the Path
of the Dynast quest for his artifacts. even
if he is not their sponsor. (Original Im-
mortals set, DM’s Guide, page 41, and
Master DM’s Book, artifacts chaprer)

Wayland: Empyreal, Sphere of Matter;
ALN. A craftsman and artisan who fabri-
cates artifacts from the Power Points oth-
ers grant to him. He was the chief
architect of Pandius. (Original Immortals
set, DM’s Guide, page 41, and Master
DM’s Book, Arcifaces chapter)

Wogar the Wolf Lord: Initiate, Sphere
of Matter; AL N. The best wolf -rider and
trainer goblinkind has ever known, who
led his hordes pillaging and conquering
across the Known World thousands of
years ago. Bold and cunning, he seeks to
inspire latter-day goblins to follow his ex-
ample. (HOLLOW WORLD® DM’s
Sourcebook, page 118)

Yagrai (He-Who-Always-Rises): Tem-
poral, Sphere of Entropy; AL N. Possibly
the most stubborn Immortal of them all.
He has an indomitable will: once set on a
path he cannotbe turned from it. Widely
venerated by humanoids seeking venge-
ance. (HOLLOW WORLD DM’s Source-
book, page 119-120)

Yav: Celestial, Sphere of Time; AL N.
Primary interest is prophecy and divin-
ing; patron of the Yavdlom Divinarchy,
which lies west of the best-known lands
of the Known World. (Diagon® maga-
zine #170, June 1991)
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RYuis chapter reveals how player charac-
‘<<Efers can become Immortal. It also re-
views and elaborates on the brief
overview describing how player characters
could achieve Immortality given in
Chapter 15 of the D&D® Rules Cyclope-
dia. When there is any conflict between
the rules in this book and those in the
Rules Cyclopedia, the rules given here
take precedence,

The Petition

There ate four paths to Immortality
open to player character. Any intelligent
creature may tty to earn immortality in
any Sphere, although player characters
should not be allowed to become Immor-
tals of the Sphere of Entropy.

Prerequisites

Before he or she cansetout on the path
to Immortality, a human character of the
cleric, fighter, magic-user, thief, or druid
class must first reach at least 30th level; a
mystic or demi-human must have earned
at least 1,000,000 experience points.

Prior to undertaking this quest, the
character should have learned of the ex-
istence of the Immortals and heard ru-
mors that some Immortals were once
mortal adventurers themselves. The char-
acter should also have learned that the
quest for Immortality is a very personal
thing, a closely-guarded secret, and that
sharing information about the quest with
another character will hurt his or her own
chances for success.

Until player characters reach the
proper experience level, it's best that they
not even suspect it might be possible for
them to one day achieve Immortality.

How They Learn

Once the character is at the necessary
experience level, it’s time for him or her
to learn about the paths to Immortality.
The DM should put the character
through an adventure which will allow
him or her to gain this information.

For example, a PC who models her ca-
reer after that of a legendary adventurer
who achieved Immortality might eventu-
ally attract that Immortal’s attention and
gain her role-model's sponsorship. Or an
NPC rescued from long imprisonment

might himself be a candidate for Immor-
tality who receives persmission from his
own sponsor to share information regard-
ing the Paths with his rescuer. Or the PC
might unknowingly further an Immor-
tal's plans by defeating some of her tradi-
tional enemies or by rescuing one of her
favorite clerics from certain death. If the
player character continues to advance
causes dear to the Immortal’s heart, she
will eventually consider whether the
character might not be able to serve her
better as a fellow Immortal and, if so, set
him on the appropriate Path.

What the PC Finds Out

Regardless of the way the PC first
learns about the path to Immortality, it is
essential that he or she gains the follow-
ing information:

The PC Must Select A Sphere

Since all Immortals setve and draw
their power from one of the five Spheres
of Power (see Chapter One), the PC must
learn what the Spheres are and choose
which will receive his or her allegiance.
The PC will also learn that the various
Spheres favor specific character classes
and alignments (see below). However, re-
gardless of the character classes which a
Sphere favors, any Sphere looks with fa-
vor upon a cleric, paladin, or avenger
who is a follower of an Immortal of that
Sphere. Finally, the character should
know that it s possible for fighters to
gain Immortality in a Sphere which fa.
vors magic-users and vice versa: amy char-
acter class may attempt to achieve
Immortality in any of the Spheres—it
just may be a little harder in a Sphere
which does not favor that particular class
or alignment.

Next, the PC must learn about the
Four Paths, including the Quesr, Trial,
Jestimony, and Task requirements of
each: While the player does not learn any
specific details of the adventures that his
or her character will be undertaking, this
does give the player a rough idea of the
type of challenges ahead and the choice
of which he or she prefers the character to
face.

The PC Must Find a Sponsor

It is not enough, however, for a charac-
ter to just pick a Sphere to serve; the PC
must also find an Immortal of that
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Sphere who is willing to serve as his or her
sponsor. The PC will learn that no Im-
mortal will simply say ““Sure, you're on
your way’'; the PC must persuade the
Immortal to become his or her sponsor.
This requires that the PC find the Site
where the Immortal entertains these re-
quests. The PC must also take a Gift
when going to make the Petition.

Instead of choosing a Sphere first and
then trying to find a sponsor within that
Sphere, many characters may decide ona
sponsor first; that choice will decide the
Sphere as well, PCs typically do this when
they already feel admiration for a partic-
ular Immortal, as is often the case with
clerics, paladins, and avengers, or when
they feel they're already in a particular
Immortal’s good graces (they may be cor-
rect on that point, but it won't help
them very much as they try to complete
their Path).

This is a valid approach; PCs should
not be discouraged from choosing their
sponsors this way. Note, though, that just
because a PC chooses an Immortal to be
his or her sponsor doesn’t mean the Im-
mortal will automatically accept the can-
didate. An Immortal will not even
automatically accept one of his or her
own clerics as a candidate if that cleric has
not been both faithful and impressive
through the years—there’s a big differ-
ence between a faithful servant and a
equal companion throughout all eternity.

The PC Must Find the Site

Once the character has decided upon a
Sphere and sponsor, he or she must next
discover where that sponsor entertains
petitions from humans seeking Immor-
tality. Each Immortal has one and only
one Site where he or she receives candi-
dates: it is up to the player character to
prove his or her mettle by finding and
reaching it. The DM should decide how
difficult it should be both to locate the
site and to get there; usually this will de-
pend on the personality of the Immortal
involved.

The site could be literally anywhere—
at the top of a remote mountain, in a
mystic grove surrounded by deep forest,
in a trench at the bottom of the sea, or in
a perfectly safe and nondescript temple
ot shrine, one the PC may have passed or
visited a number of times but whose spe-
cial nature it took several dangerous ad-
ventures to uncover.
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Discovering the secret of the site can be
a relatively simple or difficult process.
Patriarchs of the Immortal’s clerical order
might be able to give a deserving candi-
date some idea of where to go, based on
oral traditions and written records in
their keeping. They will only be willing
to share this information if the character
does them a suitable favor in return (en-
dows a temple, defeats an enemy of the
order, recovers a lost relic, or something
of the sort).

Whatever method is used to discover
the location of the site, the character
must be careful not to reveal why he or
she wants the information, since the
quest for Immortality must be kept secret
at all times, even from his or her friends
and companions. The ability to pursue a
goal without letting others know the rea-
sons behind it is another good test to see
whether the candidate would make a
good Immortal, since Immortals favor
subtlety over direct action to achieve
their goals.

The PC Must Make A Gift
Once he or she has discovered the loca-
tion for the petition, the player character

must create a gift of particular relevance
to the Sphere or personality of the Im-
mortal. By this point, the character
should know enough about the Immor-
tal's interests and personality to be able
to decide upon an appropriate offering.

This gift should be especially beautiful
and have the qualities of the Sphere. For
example, a glorious ccown made of pre-
cious metals and stones would be appro-
priate for the Sphere of Matter, whereas
an allegorical painting or a rare book of
philosophy would serve better for the
Sphere of Thought.

The gift should be valuable; the more
valuable the gift, the higher the chances
for the character to receive a favorable re-
sponse from the Immortal. The candi-
date should know that a minimum value
of 25,000 gp is recommended but have
heard that some candidates have beenac:
cepted with lesser gifts.

The gift may be a “normal” (non-
magical) work of art and craftsmanship,
or it may be a magical item. If it is non-
magical, the PC will need to find a crafts-
man or artist appropriate to the task and
payhimor her for the creation of the gift.
If it is magical, the PC, if not a high-level

spellcaster, must find a spellcaster to
make the item, using the magic item cre-
ation rules from the D&D® Rules Cyclo-
pedia, pp. 250-255.

In most cases, the best possible gift
would be an artifact: a magical item cre-
ated by an Immortal which has at some
time passed into the possession of the
player character. The money value of
such items is impossible to calculate, but
they certainly qualify as appropriate gifts
for an Immortal.

The PC Must Be Alone

Up to this point, the PC may have
been able to hide his or her private quest
and continued to adventure with other
player characters. Now the time has come
for the character to do some things alone,
away from other PCs. This is most easily
accomplished if the DM and PC get to-
gether for several one-on-one sessions be-
tween the normal games with the full
group. In these sessions, they should
game out the following events.

However. the other player characters
don't have to be aware that the PC is out
doing strange things. The regular cam-
paign could skip several months of game
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time, with all the characters getting to-
gether again after the candidate and Im-
mortal sponsort have met.

The PC Must Make His or Her Petition

Once the gift is prepared, the site
known, and the preferred sponsor select-
ed, the character should embark on the
journey to the place where the Immortal
visits candidates to Immortality. This
journey should be very dangerous; the
character should rise one level or gain
roughly 120,000 XP during the journey,
perhaps being distracted by several side
adventures along the way. He or she must
take care that the gift is not damaged or
stolen; if it is, the damage must be re-
paired or the item recovered before the
candidate can continue.

Upon reaching the area of the site,
within a mile or two, the candidate must
leave his or her hotse or other mount be-
hind and proceed on foot to the site it-
self. And that’s the last information the
PC receives—no matter how good his or
her sources, they will reveal nothing
about what the character will face upon
actually completing that journey.

The Seven Tests

Once he or she has found out where
the Immortal meets candidates, made his
ot her gift, and taken the dangerous voy-
age to the site, it is time for the PC to
undertake the Seven Tests,

Walking the last couple of miles to the
site—whether walking up the slopes of a
mountain, moving on the ocean floor to-
ward the mysterious land of coral, or slip-
ping and sliding through caves into the
depths of the earth—the PC will have
seven encounters, Each one tests the
character’s mettle and worth in one spe-
cific trait:

Honor and Trustworthiness
Dedication to the Sphere of Power
Resourcefulness

Bravery

Persistence in the Face of Adversity
Mercy and Charity of the Heart
Wisdom

Most of these encounters should be
non-combat, role-playing situations, In
each one, the character must make the

correct decision based on the trait being
tested. The PC does not have to succeed
in every test in order to reach the site, but
he or she must not skip any, since collec-
tively they are yet another trial by the Im-
mortal to test the candidate's potential
worth.

Immortal Arrival

After encountering all seven tests, the
character finally reaches the site where
the Immortal receives petitions. What-
ever the surroundings, the site itself will
be exceptionally peaceful and beautiful.

Once he or she arrives, the character
must stay here and meditate on the Im-
mortal and the quest until contacted. He
may be notified by an NPC who disap-
pears immediately thereafter, or there
may be an obelisk or other monument
with the Immortal’s commands inscribed
upon them. In any case, the wait itself is
a final test, for obedience and patience.

To find out how the Immortal will re-
spond, roll 1d10 and apply al! the follow-
ing modifiers which pertain to the
situation:

Arrival Modifiers

—8 Per additional character accom-
panying the candidate character

=5 If the character is of an align-
ment not favored by the Sphere

=3 Per test failed |

=3 If the character has revealed any
of the Immortality Path secrets
to other characters

-3 Ifthe character is a cleric or pala-
din of an Immortal this Immor-
tal does not like

=2 If the character is of a different
alignment from the Immorual

+1 Per test passed

+1 Ifthe Immortal has alteady been
favorably disposed toward the
character

+1 If the character is of the same
alignment as the Immortal

+1 If the character is a druid and
the Immortal is of the Sphere of
Matter

+1 If the character is a cleric of an-
other Immortal of this Immor-
tal’s Sphere

+1 If the character brings a minor
artifact

+2 Ifthe character brings a lesser ar-
tifact

+3 Ifthe character isacleric or pala-
din of this Immortal

+4 If the character brings a greater
artifact

+8 If the character brings a major
artifact

Tteat results of less than 1 as 1, and re-
sults of greater than 10 as 10.

Once the DM has rolled the d10 and
applied all pertinent modifiers, he or she
should compare the result to the chart
below.

Arrival Resuless

1-2  The Immortal is displeased and
lets the character know (by an
omen of messenger, within 1d6
days) that he or she will not an-
swer the call.

3-8 The Immortal is agreeable. He
or she sends an omen of his or
her impending arrival within
1d4 days; he or she actually ar-
tives in d100 days.

9-10 The Immortal is very pleased
and arrives in 1d6 days.

While awaiting the Immortal’s re-
sponse or arrival, the character should re-
main at the site and meditate for 80% of
his or her waking hours. If the character
leaves the site, check the Immortal's re-
sponse again with a —2 modifier. If the
tesponse is still favorable, he or she sends
an omen to tell the character to return to
the mountain. Please note that the rea-
son the candidate left is important, as an
Immortal is apt to be annoyed if the PC
simply became bored and wandered off
(the Immortal might be more forgiving if
a lawful PC was forced to leave in order to
fulfill some other obligation).

If the second result is 9 or 10 (see
above), the Immortal will appear wher-
ever the character is at the end of the
waiting time, possibly in Incorporeal
Form if it is difficult otherwise to find the
character alone.

The Meeting

The arrival of an Immortal is always a
peformance. This arrival may be grand-
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iose or mysterious. If grandiose, the Im-
mortal appears in a magical display based
on his or her Sphere. In any case, with
this first appearance, the Immortal will
automatically choose to utilize the paral.
ysis aspect of the Aura Attack ability on
the PC (and all other mortals in the area,
if any). He or she may release creatures
from this paralysis at will.

The Immortal examines the character
and then communicates either verbally or
telepathically, asking what the character
wants. The character must humbly
present his or her petition to be accepted
as a candidate for Immortality, beseech-
ing this Immortal to be his or her spon-
sor, and presenting the gift asa gesture of
respect.

To determine the Immortal's response
to the request, roll 1d10 and use the fol-
lowing modifiers:

Petition Modifiets

—10 If the character failed more tests
than he or she passed

—5 If the character is haughty

—5 If the character has previously
petitioned some other Immortal
for candidacy

—2 If the gift’s value is less than
25,000 gp

+3 If the petitioner passed every
one of the tests

+2 If the petitioner passed more
tests than he or she failed

+1 If the petitioner is of the charac-
ter class favored by the Immor-
tal's Sphere of Power

+1 If che gift’s value is 25,000 gp or
more

+1 For each doubling of the gift's
value beyond 25,000 (+2 if
50,000 gp; +3 if 100,000 gp,
and so on)
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Again, treat all results of less than 1as 1,
and results of greater than 10 is 10. If the
character failed all of his or her tesss, that
candidate will automatically be rejected.

Once you know the result, compare it
to the chart below:

Petition Resules

1-2  Petition Rejected. The Immor-
tal destroys the gift. He or she
describes how and where the
character failed along the way.

At the DM's discretion, the Im-
mortal can either tell the charac-
ter never to return or can set the
character a very difficult quest
before he or she can return to
petition again.

3-8 Petition Accepted. The Immor-
tal takes the gift and informs the
character that he or she has ac-
cepted the petitioner as a candi-
date in the Immortal’s Sphere
and is willing to act as the char-
acter’s sponsor.

9-10 Petition Accepted, with Plea-
sure. The Immortal takes the
giftand in return gives the char-
acter a small magical item (not
an artifact) from his or her
Sphere of Power as a token. The
Immortal then teleports the
character home, along with his
or her mount and any gear that
mighthave been left behind ata

base camp.

Once the Immortal accepts the charac-
ter’s petition, he or she instructs the char-
acter in the steps required to complete
the path to Immortality (see The Four
Paths, below). The Immortal answers
most of the character's questions if they
are reasonable. The Immortal then sets
the conditions for the next meeting and
leaves as if he or she had never been
there.

Once the Immortal sponsor leaves, he
or she will not be seen again by the candi-
date until the path is completed or the
character returns to petition again. From
this point on, the Immortal (though un-
seen) is overlooking the character’s prog-
ress and will be instrumental in placing
challenges and obstacles in the charac-
ter’s path as he or she sees fit.

The Four Paths

Once a character gains an Immortal
sponsor, he or she must reach the
highest-possible experience level before
setting off on the path to Immortality.
The quester must be true to his or her
chosen Sphere of Power and bring it glory
and honor during the trials.

Each path requires that a mortal pass
several tough requirements:

Experience

The character’s adventures must gain
him or her a specific amount of experi-
ence. This amount is 600,000 XP for
most classes but only 400,000 XP if he or
she belongs to the class the sphere favors.
There is, of course, no penalty for earn-
ing more than the required amount of
experience, but no benefit either,

Actifact, Trial, Testimony, and Task

The character must complete a quest to
retrieve an artifact belonging to his or her
Sphere of Power. This must be a new
quest, not one he or she had begun before
the meeting with the Immortal. The Im-
mortal sponsor will tell the candidate
which artifact to retrieve when accepting
the petition; usually rhe artfact will be in
the hands of beings from another Sphere.

The character must also accomplish a
set of events called the Trial, Testimony,
and Task, the details for which vary for
each Path (see below). Each Path has a
different set of requirements its candi-
dates face, and even within a single Path
the Immortals will set up a different se-
ries of eventsfor each candidate. The DM
should take the time to dream up the
specific goals to be fulfilled by each can-
didate, tailoring it to his or her own cam-
paign and the personality of the player
character involved. The structure of each
Path is described below, but the details
are up to the DM.

Order of Events

Unless it is suggested by the Path’s de-
scriptions that the Artifact, Trial, Testimo-
ny, and Task must be accomplished in a
specific order, no such order is required.
Sometimes, since many of these objectives
take a long time to accomplish, they can be
accomplished almost simultaneously.

The four paths to immortality are the
paths of the Polymath, Paragon, Dynast,
and Epic Hero.

Polymath (Matter)

This is the path to the Sphere of Mat-
ter. This path does not favor any charac-
ter class; it attracts members of all classes
and is the path which most monster-race
candidates attempt.

Quest and Task

The Polymath will be reincarnated in
three additional lives. Each of these lives
is as a different character class or species.
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Each time the candidate is reincarnated,
roll on the following table, disregarding
any result which is the same as the charac-
ter’s original class or which the Poly-
morph has already lived through.

Polymath Table One

Die Roll  New Class or Species
01-10 Cleric

11-15 Druid

16-25 Dwarf

26-35 Elf

36-50 Fighter

51.55  Halfling

56-65 Magic-User

66-70 Mystic

71-80 Thief

81-00 Monster: Roll on Table Two
Polymath Table Two

DieRoll  New Species

01-03 Actaeon

04-06 Adaptor

07-09 Blink Dog

10-12 Bugbear

13-15 Centaur

16-18 Cyclops

19-21 Djinn (Lesser)

22-24 Dragon (Small Blue)
25-27 Dragon (Small White)
28-30  Dryad

31-33 Efreeti (Lesser)
34-36 Faerie

37-39 Gargoyle

40-42 Giant (Stone)

43-45 Gnoll

46-48 Gnome

49-51 Goblin

52-54 Gremlin

55-57 Hobgoblin

58-60 Kobold

61-63 Lizard Man

64-66 Merman

67-69 Metamorph

70-72 Minotaur

73-75 Nixie

76-78 Ogre

79-81 Orc

82-84 Pixie

85-87 Sasquatch

88-90 Sprite

91-93 Troglodyte .
94-96 Troll

97-00 Roll Again; the Polymorph

will be of the race determined
by the second roll, but he or
she will have the abilities of a
shaman or wokan (see the ta-
ble on page 216 of the D&D?®
Rules Cyclopedia).

The Polymath begins each new career
at first level, with no memories of his or
her previous lives. In the case of monster
species, he or she starts at 1 HD or the
creature’s normal Hit Dice level —3 HD,
whichever is greater, and gains new Hit
Dice at the experience rate of a magic-
user; such a PC monster can attain a Hit
Dice figure thatis 3 HD greater than not-
mal for the species. For example: a Poly-
math reincarnated as a djinn would
beginthatlifeat 4+ 1 HD, notthe 7 +1
HD of NPC djinni, and could eventually
reach a maximum of 10+1 HD.

A Polymath keeps the same ability
scores he or she had before being reincar-
nated in a different form; at the DM’s
discretion the same numbers can be as-
signed to different abilities. For example,
a very dexterous halfling candidate could
be reincarnated as an unusually clever
magic-user and vice versa.

The Polymath also keeps his or her
original alignment, even if it is not nor-
mal for that monster type. The Polymath
may keep his or her original sex through
all three incarnations, or the Immortal
(and DM) may decide to change the char-
acter's sex each time.

At the DM's discretion, the character
may have false memories supplied by the
Immortal or may be amnesiac. In either
case, he or she doesn’t grow up from
childhood again; the Polymath appears
on the world in his or her new form as an
adult. The player, of course, knows that
this is the same character but may not use
any knowledge that the character might
have had in another incarnation.

During each of the Polymath’s three
lives as another character class, the char-
acter must quest for and gain the same
artifact. The DM should work to make
each of these quests individual and inter-
esting. One good way to do this is by
changing the vessel (appearance) and
name of the artifact each time, then put-
ting it in a different hidden place sur-
rounded by different dangers. The
sponsoring Immortal’s usual tactic is to
change its nature, then plant it in the
midst of some actual menace or enemy
forces the Immortal wants to see
eradicated—so the danger is completely
real.

The first two times the artifact is
gained, the Immortal reappears to the
character within 1d20 % 10 days to claim
it. He or she momentarily restores the

character’s memories to congratulate him
or her on completing another stage of the
Path, then reduces the character back to
first level in the next character class and
meddles with his or her memories again.

The third time the character acquires
the arrifact, he or she may keep it for the
time being; the Immortal will return the
Polymath to the form in which he or she
made the petition and restore all his or
her memories.

Testimony

During each of his or her quests, the
Polymath must be accompanied by at
least one cleric or druid, one fighter,
dwarf, or mystic, one magic-user or elf,
and one thief or halfling (these compan-
ions can change from quest to quest).
Unless the DM decides otherwise, these
comrades may not begin at a level higher
than the character—this is the character’s
quest, after all, so he or she should be the
central character. If any of these charac-
ters is slain, the aspiring Polymath must
take steps to resurrect or replace him or
her, setting aside the quest if necessary.

Once the quest is completed and be
fore beginning the trial, the character
must erect a monument at least 100 feet
tall to the glory of his ot her deeds. This
monument must stand for at least ten
years.

Trial

After completing the final step of the
quest and building the monument, the
character must undertake a final solo ad-
venture. The Polymath begins again as a
first level adventurer, but can draw on
the special abilities on all four character
classes or races he or she has experienced
to date. Thus a fighter who was trans-
formed successively into a magic-user,
cleric, and thief would begin this last
stage as a first-level fighter able to cast
both clerical and magical spells (at first-
level proficiency, of course), turn un-
dead, pick locks, or do any of the other
things a first level fighter, magic-user,
cleric, or thief could do. The character us-
es the most favorable Attack and Saving
Throw tables. However, he or she must
use the most costly of the four experience
charts, dividing all experience gained
and advancing in all four classes equally.
Once the Polymath has achieved 12th
level in this final challenge, the Immortal
sponsor will return and welcome the
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fledgling Immortal o the ranks; see
“When PCs Become Immortal” below.

The Other Playet Chacacters: Optional
Rules

Let’s talk for a moment about how this
Path to Immortality affects the other
player characters in the campaign.

There are several different ways to run
the Polymath’s path. The DM can run a
one-on-one campaign, special sessions
where he or she runs adventures just for
the candidate PC while the regular cam-
paign for the full group goes on normally
without the candidate PC. Or the DM
could put the regular campaign on hold
for awhile and run an alternate campaign
instead, with all the other players rolling
up new, Ist level characters. Each time
the Polymath changes identities, the oth-
er players roll up new characters of the
appropriate species.

Finally, the DM could continue the
regular campaign, allowing the candi-
date PC to join the established group as a
new, Ist-level PC accompanied by four
hirelings (his or her companions for the
quest). This solution works best in a cam-
paign where characters have a wide range
of experience levels. From the perspective
of the other player characters, it appears
as though their party hooks up with one
inexperienced hero and his or her hire-
lings; this hero helps them stumble into
an adventure where they all mustretrieve
an artifact; supernatural forces retrieve
the artifact and the inexperienced hero
leaves them. And then it happens again,
and once more, before the Polymath is
through with all three extra lives.

In order to keep this campaign from
seeming like the same plot over and over,
the Immortal should change the name
and appearance of the artifact each time
it is sought. On one occasion it could be
the Crown of Ka; on another, it could be
the Serpent Sceptre; on the third, it
could be the Throne of the Malformed
King. It’s the same artifact; the Immortal
is just changing details from quest to
quest.

No matter which approach the DM
and the candidate character’s player
agree upon to take, the candidate charac-
ter will be “dropping out of sight” in his
or her regular identity. He or she may
pretend to retire, invent some pretext for
splitting off from the main group, or just
vanish after telling friends that he or she
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wants to be alone for a while In any case,
that PC identity will completely disap-
pear: even the character won’t know who
he or she is until the quest has been com-
pleted for a third time. The other charac-
ters will not know that the new character
is the same person as their old friend: ap-
pearance, age, class, race, and even sex
may all be different. Pfayers may know or
be suspicious of who the new character is,
but their characters should not be.

Paragon (Energy)

This is the route to the Sphere of En-
ergy. This path favors the magic-user and
elf classes.

Quest

The Paragon must quest for a lesser ar-
tifact of the Sphere of Energy. Details of
this quest are left entirely to the DM, but
the quest should be both long and
dif ficule—whereas the Polymath has to
acquire an artifact three times, the Para-
gon has one very hard quest instead.

Trial

The Paragon must create an entirely
new magical item. The player should
submit to the DM a list of ideas for magi-
cal items; the DM will let him or her
know which of these has been created be-
fore in this campaign world. If the DM
decides that every item on the player’s list
already exists, then the player must keep
ceying until he or she comes up with a
suitable idea for an item that does not e x
ist in that campaign world.

If the character is a magicuser, cleric,
elf, or spellcasting monster, then he or
she must create the magical item. Ifhe or
she is of some other class,then the charac-
ter must hire a spellcaster to create it on
his or her behalf. In any case, the spell-
caster must follow the rules for magical
item creation found in the D&D® Rules
Cyclopedia when creating this magical
item.

The cost of the research to create such
an item equals the XP of the player chat-
acter. In other words, a character with
400,000 experience points will spend at
least 400,000 gp before the magical item
is completed.

The amount of money spent dictates
how long it takes to researcch and com-
plete the magical item. To create the item
takes one week, plus one day per 1,000

gp spent on it. In the case of our 400,000
gp item, that’s 407 days—about a year
and a month.

The components to make the item
should be extremely rare and difficult to
find, including at least one impossible
item (for example, the sound a shadow
makes when it crosses the floor). The
character, not some hired magic-user cre-
ating the magic item, must acquire all
those components and must be creative
in devising a means to acquite the “im-
possible” ingredient.

Testimony

The Paragon must recruit at least six ap-
prentices, and they must rise at least 12
levels while in his service. He or she must
also transform the land for 100 miles
around his or her home, giving the area a
unique appearance and range of inhabit-
ants.

Task

If the Paragon is a magicuser, he or
she must duel and defeat a number of
high-level magic-users, and be acknow!-
edged their superior. The character may
accomplish this by seeking out, challeng-
ing, and duelling with these magic-users
wherever they are, or by driving all other
magic-users out of his or her domain.
The character must duel at least eight
magic-users of 25th level or greater.

If the Patagon is not a magicuser, he
or she must duel with and defeat high-
level members of his or her own character
class, and be acknowledged their superi-
or. Again, whether he or she seeks out
and challenges these rivals or simply
drivesthem out of hisor herlands s irrel-
evant. The character must duel at least
seven members of his or her class who are
of 25th level or greater, and must duel at
least one magic-user of 25th level or
greater.

A duel is a formal, one-on-one fight.
The player character must issue a chal-
lenge to single combat to one specific ene-
my. It is possible that the enemy will bring
“seconds" (helpers, often high-level char-
acters) to a fight; it is permitted for the
player character to do likewise. The sec-
onds ate not supposed to get involved in
the fight. However, they often do.

The player character’s seconds are not
permitted to attack in any way the single
party the Paragon challenged; their inter-
ference might help the candidate survive
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the duel, but any victory that does not re-
sult from the candidate’s effors alone
will not count in the eyes of the Immor-
tal. Unfortunately, depending on their
alignment, the enemy’s seconds are
sometimes under no such scruples. If a
free-for-all does break out, with one of
the enemy’s seconds attacking the Para-
gon, the Paragon’s seconds can attack the
enemy’s seconds without endangering
the results of the duel, so long as the Par-
agon is the only one to engage his or her
rival.

Driving a character out of the Paragon’s
lands means ordering the character to
leave those lands—either forever, or until
the Paragon permiw his or her return—
and then enforcing the order if the charac-
ter refuses. If the character has an army or
fellow adventurers, the Paragon may
bring his or her own friends to the con-
flict, but the Paragon’s friends may not at-
tack the exiled character if this conflict is
to count toward the Paragon'’s Task. Kill-
ing the exile does count as a victory.

If the Paragon is not a magic-user, he
or she will be at a great disadvantage
when it is time to duel the magic-user op-
ponent. For this reason, the character
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would be wise to make the magical item
he or she commissions be an item that
would prove handy against a high-level
magic-user.

The Other Player Characters

The path of the Paragon is a good one
for player characters who wish to remain
in the company of their PC friends dut-
ing their quest for Immoruality.

Obviously, the PC has to settle lands
somewhere, meaning that the character
and his or her friends have to render
them safe for habitation. The PC has to
transform these lands (which can be any-
thing from enchanting every square mile
of these lands with an interesting magical
effect, to introducing a striking new ar-
chitectural element into evety commu-
nity in those lands); this is a lot of hard
work with which the other PCs can help.
The Paragon has to go through his or her
eight (or more) duels, and the other PCs
can be there to help out if needed against
the enemies’ seconds. None of this re-
quires the kind of secrecy required of the
Polymath.

If the Paragon does succeed in all
these events, he or she has won Immor-
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tality; see “When PCs Become Immot-
tal” below.

Dynast (Time)

This is the route to the Sphere of
Time. This path favors clerics, druids,
paladins, avengers, and dwarves.

Testimony

The character must create a realm with
a population of at least 50,000 people (if
human; 10,000 if demi-human). He or
she must also design and build a great
new capital for this land.

Task

The character must found a Dynasty.
The character or his or her chosen succes-
sor (usually the character's son or daugh-
ter) must rule a dominion for at least 20
years.

At the end of this time, the character
must have a living grandchild to inherit
the dynasty. This grandchild may be
adopted instead of a blood relative, but
he or she must be announced as the offi-
cial heir.

During these 20 years, the character
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should face at least four major challenges
to his or her dynasty’s rule of the land.
Even if the character has abdicated in fa-
vor of a son or daughter, the PC must still
face these challenges in person as a
guardian of the land his or her family
rules.

Quest

The character must quest for an arti-
fact that will allow travel through time.
The arufact should be dangerousand un-
predictable; if it were easy to use and reli-
able, the character would happily wander
through time correcting all the mistakes
and failures he or she ever made, utterly
destroying the campaign’s history. De-
tails of this quest and the artifact itself
are left to the DM, but through it the
candidate should learn the importance of
preserving time, rather than trying to
change it to suit his or her personal
needs.

Trial

The character must travel ahead in
time to three separate periods and help
three different descendants to retain
their kingdoms and perpetuate the dy-
nasty. These descendants should be fur-
ther ahead in time than the living
grandchild described in the “Task.”

If the character performs the Trial
(travels ahead in time and helps his or her
descendants) before undertaking the
Task, this does not mean that the charac-
ter was automatically successful in the
Task of founding a dynasty. Should the
character perform his or her Taal first and
then fail in the Task, the future will be
rewritten because of that failure, and all
the events of the Trial will never happen.

A Note About Druids

Since druids are notoriously disinter-
ested in human communities, they typi-
callyadoptachildto raise in the tradition
of rulership and then contrive to get that
child crowned as a head of state. In sucha
case, the druid never actually rules the
nation, remaining the power behind the
throne while the dynasty he or she founds
does the actual ruling.

Druids aren’t the only characters who
can take this approach—as an optional
rule, the DM can allow king-makers to
come from all character class.

Becoming Immortal

The Other Player Characters

The path of the Dynast is a pretty good
one for the PC who wants to continue to
adventure with his or her old friends.

Founding a new kingdom is a task in
which many PCs can participate; it often
involves combat, the clash of armies,
and political role-playing. Founding a
dynasty to rule it can be an adventure in
itself. If the character has yet to find a
mate, the DM can arrange for this to be
a mighty quest as well. Even acquiring
the time-travelling artifact is likely to be
amajorundertaking, suitable for a band
of heroes.

Once the new kingdom is established,
the new king or queen can reward his or
her companions by endowing a state
church headed by a PC cleric, appointing
a PC thief the new realm’s Chief Trea-
surer and tax collector, granting a PC
magic-user his or her own tower and the
post of Court Wizard, and the like.

When the time comes for the Dynast
to depart on his or her travels through
time, he or she can either be accompa-
nied by the other player characters (in
which case the campaign simply con-
tinues as a time-travelling mini-series) or
by NPCs of suitable level sent by his or
her Immortal sponsor.

If the Dynast does succeed in all these
events, he or she has won Immortality;
see “When PCs Become Immortal”

below.

A Final Note

By the time the character has attained
Immortality, his or her subsequent
actions (or the other characters’ actions,
or other events in the campaign) could
mean that the future is not as the Dynast
encountered it when travelling ahead in
time. He or she could discover that the
future exists as a whole set of alternatives,
with different futures existing in dif fer-
ent dimensions of reality. As an Immor-
tal, the Dynast might watch his or her
family’s future actually develop along
very different lines from what he or she
encountered and might be interested
enough to track down the alternative re-
ality he or she visited in order to see
what’shappening there.

Epic Hero (Thought)

This is the route to the Sphere of
Thought. This path favors the fighter

(including the paladin, knight, and
avenger), halfling, mystic, and thief
classes.

Quest

The Epic Hero must quest for a Major
artifact from the Sphere of Thought. De-
tails of the artifact, its placement, and the
adventures required to retrieve it are leftup
to the DM, but it should be a major
undertaking—whereas the Polymath's
quest is a series of test under the complete
control of the Immortal sponsor, in the Ep-
ic Hero's ease the artifact is genuinely lost,
or in the hands of minions of another
Sphere. Recovering it will be a challenge
worthy of becoming legendary

Trial

The Epic Hero must track down and
bring about the permanent destruction
of an artifact of the Sphere of Entropy.
Naturally, this will bring him or her into
opposition with minions of the Sphere of
Entropy. The DM must design the arti-
fact and the means by which it may be
destroyed, then trickle clues and obsta-
cles in the path of the Epic Hero.

Testimony

The Epic Hero must find and train a
successor. The successor must be the play-
er character of a different player. He or
she does not have to be of the same char-
acter class as the Epic Hero but should be
dedicated to the same ideals. The succes-
sor should gain at least 12 experience
levels while in the company of the Epic
Hero and should succeed the Epic Hero
in some important position (for example,
as leader of the knightly order or good-
guy pirate crew, as general of a specific
army, or as the main hero supporting a
specific goal or quest).

In addition, an Epic Hero must create
a new legendary weapon. If the character
is a magic-user of cleric, he or she must
personally use his or her magic to create
the weapon; if not, he or she must ar-
range and pay for its creation. In either
case, the character must go adventuring
for all the necessary components. Once it
is created, the character must wield the
weapon in adventure af teradventure un-
til its name becomes legendary. Once the
Epic Hero achieves Immortality, if the
weapon is still in existence, he or she
must give it to his to her successor to carty
on the fight.
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Task

The Epic Hero must live up to the he-
roic ideals of courage, steadfastness, and
dedication.

He or she must perform some nearly
impossible task, such as driving all drag-
ons from the land or building a castle in
the sky. This task should take about five
game-years to complete.

In addition, the character’s Immortal
sponsor is constantly watching the candi-
date, possibly testing him or her for signs
of unheroic behavior. It's all right for a
candidate to fail occasionally in this
regard—after all, he orshe isonly human
(or demi-human, as the case may be).
But if the Immortal has reason to suspect
that the character is being deceitful and
just simulating heroic ideals and senti-
ments in order to achieve Immortality,
the Immortal may decide that the candi-
date has failed in his or her Task.

The Other Player Characters

This Path is all about glory. Though
it's a good one for campaigns, since the
Epic Hero can continue adventuring with
hisor herold friends, it's easy for a DM to
make the mistake of pointing all the
quests and campaign glory at the Epic
Hero. The DM has to remember to con-
tinue giving sub-plots and the possibility
of personal successes to all the other char-
acters as well; otherwise the entire cam-

paign becomes centered on the one
character, with the other PCs forever in
his or her shadow, little better than
henchmen.

If the Epic Hero does succeed in all
these tasks, he or she has won Immortali-
ty; see “When PCs Become Immortal”
below.

When PCs Become
Immortal

Whichever Path the candidate
follows—Polymath, Paragon, Dynast, or
Epic Hero—once he or she has completed
the Quest, Tral, Testimony, and Task as-
signed to each, he or she has now earned
the right to join the Immortals as an
equal. The player character now has a
year to wrap up all his or her mortal af-
fairs; during this time, he or she is still a
mortal. Once he or she is ready to depart,
the sponsor Immortal comes for the char-
acter. The Immortal artives when the PC
isall alone and tells the character thatit s
time to go. The Immortal then takes the
character by the hand and draws him or
her out of his or her own body.

The player character leaves his or her
mortal body behind; the Immortal will
let the character decide what is to be
done with it. It can be disintegrated, or
left behind for family and friends to in-

ter. However, the DM should note that
no raise dead ot resurtect spell will work
on this body; no teincarnation spell will
bring the character back in a new body;
and a clonespell cast on flesh previously
taken from the body will result in a
clone who is 1st level in the character’s
class, a clone who has the character’s
abilities and features but none of his or
her memories.

Meanwhile, having left his or her mor-
tal life behind, the player character lives
on as an Immortal. His or her Immortal
sponsor transports the character's spirit
either to the sponsor's Home Plane or to
a new Home Plane the sponsor has cre-
ated for the character (see Chapter 8:
Planes and Dimensions). The fledgling
Immortal’s spirit will be in Incorporeal
Forum; the sponsor will now help the PC
create his or her permanent Manifesta-
tion Form. The Manifestation Form need
not resemble the character’s mortal body
in any way—appearance, age, character
class, sex, race, or species. In fact, the
sponsor will encourage the PC to make a
clean break between his or her mortal
and Immortal identities, even to the ex
tent of choosing a new name.

It's now time for the player and DM to
recreate the character as an Immortal,
and the next chapter will describe how
this is done.
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ws chapter describes how to create
tndividualized Immortal characters,
including Immortal player characters.

All Immortals belong to a single char-
acter class, the Immortal class. The Im-
mortal class resembles other character
classes, except that players cannot nor-
mally just decide for their characters to be
Immortals. Player characters earn their
way to Immortality as described in the
preceding chapter. The sole exception to
this rule is when the DM decides to allow
players to create Immortal characters for
an new all-Immortal campaign.

Class Specifications

Prime Requisite: None.

Experience Bonus: None.

Hit Dice: Determined by Immortal
level; add Immortal's experience level to
14 to get Hit Dice (i.e., a 1st level Im-
mortal has 15 HD, a 10th level Immortal
has 24 HD, and so forth).

Maximum Level: 36 (50 HD).

Armor: Any, plus shield.

Weapons: Any.

Special Abilities: Advantages; Spells;
Powers; Forms; Avatars.

Description

Individual Immortalsare actually char-
acters who are built according to the
guidelines of the Immortal character
class.

The Immortal class is the most power-
ful character class. No mortal character
can substantially hurt the least powerful
Immortal if the Immortal is played with
even a little bit of good sense.

Immortals have extraordinary fighting
skills. The lowest-level Immortal has At-
tack Rolls on a par with a 15 Hit Dice mon-
ster. An Immortal can use any weapon he
or she chooses, and can wear any type of
armor in addition to having extremely
good Armor Class scores to begin with. -

Immortals have powerful spell-casting
abilities. Typically, every Immortal can
cast any mortal spell (clerical, druidic, or
magical) as often as he or she wants. In
addition, Immortals are automatically
immune to spells cast by mortals; they
can only be affected by magic cast by oth-
er Immortals, certain high-powered
monsters, or by artifacts, and they have a
high degree of Anti-Magic protection
against even these.

Immortals have a variety of special
powers as well; these powers make them
significantly more capable than any mor-
tal character. However, Immortals often
find themselves in conflict with other Im-
mortals or supremely powerful monsters,
so they need all their abilities to match
the equivalent power wielded by their
enemies.

Immortals have a great deal of magical
energy, or Power. There are two ways in
which Immortals can use this Power.
Spending it to achieve temporary effects
expends Temporary Power, or TP, these
points are regained overnight. To achieve
more important effects, it is necessary to
spend this power permanently, at which
time it is called Power Points, or PP. The
only way to replace permanently spent
points is by earning new ones.

Immortals gain Power Points instead
of experience; each Power Point is the
equivalent of 10,000 mortal Experience
Points.

With all that in mind, let's look at the
rules for creating new Immortal charac-
ters.

Alignment and Sphere

With a player character Immortal the
character’s alignment and have long been
determined.

With an NPC Immortal, the DM
should choose the alignment most appro-
priate to the character's personality, then
choose the Sphere which fits that NPC's
role in the campaign. For example, a pa-
tron of magic-users would probably be-
long to the Sphere of Energy, while a
major villain attempting the destruction
of the universe would undoubtedly be-
long to the Sphere of Entropy.

Name, Personality, and
Background

With a player character Immortal,
whose personality and background have
already been determined, the player
must now choose an Immortal name for
the character. With an NPC Immortal,
the DM determines the Immortal’s
name, personality, and background.

Appearance

As we mentioned at the end of last
chapter, an Immortal can decide how he
or she looks. This process starts when the
character first puts on his or her new
body. He or she may shape that body to
his or her liking.

He orshe can decide on the new body's
height, weight, and build; sex; skin col-
or; eye color; hair color, placement, and
length; and race. The Immortal does not
have to look like the race he or she be-
longed to when still a mortal, even if he
or she still has the mental and emotional
outlook of members of that race. He or
she can also add wings, horns, or addi-
tional arms or legs.

Typically, Immortals form their bodies
to be between 3’ and 12’ tall; most
choose to be either the height they were
when alive or slightly (one-two feet) tall-
er. If an Immortal wishes to be smaller
than 3’ or taller than 12', he or she must
take the height increase ot height de-
crease Power explained later in this chap-
ter.

Many Immortals choose their new
forms based on their life experiences. An
Immortal who was short in mortal life
may become tall and elegant as an Im-
mortal to compensate for bad experiences
as a mortal, or he or she might remain
short (or become even shorter!) to inspire
short mortals. An Immortal who was
plain as a mortal might become hand-
some or beautiful as an Immortal or
might become frightfully ugly to punish
the mortals who place so much emphasis
on personal beauty.

When these choices of appearance are
done, the Immortal is now in possession
of his or her Manifestation Form. The
character can modify this body further
later on at the expense of Power Points or
even create a secondary Manifestation
Form, but other Immortals will tend to
identify him or her by the initial Manifes-
tation Form appearance.

With a NPC Immortal, the DM makes
all decisions on the appearance of the
Manifestation Form, always taking the
character’s personality into account. A
vain character will assume a handsome or
beautiful body; an Immortal who wishes
to act as a patron of a specific culture or
race will take on a form appropriate to
that culeure or race; and so on.
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Most Immortals also choose a symbol,
which they might or might not choose to
wear on their garments but which repre-
sents them in the eyes of their followers.
This symbol is often used to decorate the
temples of their followers. A PC Immor-
tal does not have to create a symbol right
away if his or her player does not wish to,
but eventually should come up with one.

Ability Scores

To create an Immortal character, start
by determining his or her Ability Scores:
Strength, Intelligence, Wisdom, Dexter-
ity, Constitution, and Charisma.

Mortal PCs Who Become Immortals

If the Immortal is a player character
who was once a mortal, use the same
Ability Scores the character had in his or
her mortal existence. The new Immortal
will have the opportunity to raise these,
as described a little later in this chapter;
either now and later in his or her Immor-
tal career.

In the case of an Immortal character
who was never played as a mortal, use the
method described in the next paragraph.

PC Immortals (Initiates)

PCs created for a new all-Immortals
campaign roll 4dG is rolled for each chat-
acteristic (Strength, Intelligence, Wis-
dom, Dexterity, Constitution, and
Charisma) instead of 3d6. Each number is
thenassigned to the characteristic where it
best fits. For example, if this Immortal
was supposed to have been sttong and
personable in life, assign the two highest
scores to Strength and Charisma. Note
that scores above 18 are possible; the pro-
hibition against them applies only to
mortal-level characters, not Immortals.

An alternative method is simply to take
84 poinw and divide them betwegn the six
Ability Scores. No score can be less than 3,
but scores can exceed 18; this is an advan-
tage Immortals have over mottals.

New Immortals cannot exchange Abil-
ity Score points the way mortals do. On
the other hand, they don’t need to, as
they have the ability to spend Power
Points to improve their initial scores.

NPC Immortals (Higher-Level)

To create an NPC Immortal at a higher
level of power, roll the number of dice
given in the Die Roll column for each

Ability score—or, alternately, divide the
stated number of Points For Abilities be-
tween the six abilities.

NPC Immortals Ability Scores
Immortal Die Points For
Rank Roll Abilities
Initiate 4d6 84
Temporal 6d6 126
Celestial 8d6 168
Empyreal 10d6 210
Eternal 12d6 252
Hierarch 14d6 294

Initiates and Temporals can have abili-
ty scores up to 25, Celestials up to 50,
Empyreals to 75, and Eternals and Hiet-
archs as high as 100; Immortals cannot
exceed these values for individual ability
scores. Any die-rolls which exceed these
values must be uimmed back to these
maximums.

Ability Score Adjustments
This chart shows adjustments for abili-
ty scores from 1 (lower than a player char-

acter can achieve in any ability) to 100
(far higher).

Ability Score Adjustments Table
Ability Bonus or Charisna & Retainers:
Score  Penalty Max # Morale Aura
1 -4 0 3 (+4)
2-3 =I5 1 4 (+3)
4.5 -2 2 5 (+2)
6-8 -1 3 6 (+1)
9-12 None 4 7 0
13-15 +1 5 8 Sl
16-17 +2 6 9 =2
18-19 +3 7 10 =3
20-21 +4 8 11 -4
22-23 +5 9 12 -5
2427 46 10 (+1) ¢
2832 +7 11 (+2) -7
33-38 +8 12 (+3) -8
390.45 49 13 (+4) -9
4653  +10 14 (+5) ~-10
5462 +11 15 (+6) ~-11
6370  +12 16 (+7) ~-12
71-77  +13 17 (+8) ~-13
78-83 +14 18 (+9) -14
8488 +15 19 (+10) -1
89-93  +16 20 (+11) -16
94-96 +17 21 (+12) -—-17
97-98 +18 22 (+13) -18
929 +19 23 (+14) -19
100 +20 24 (+15) =20

The box below shows the effects these
adjustments have on ability scores for an
Immortal character:

Strengeh: Auack rolls for melee weap-
ons and unarmed combat; damage
rolls for melee and thrown weapons;
opening doors.

Incelligence: Number of plots Immor-
tal can conduct; number of creatures
affected by Aura; number of General
Skills known (in campaigns which use
that optional rule). No longer affiects
number of languages known.
Wisdom: Number of creatures affect-
ed by Aura. No longer affects Saving
Throws.

Dextericy: Attack rolls for thrown and
missile weapons; Armor Class.
Constitution: Adjustment equals
number of rounds Immortal resists
poison effects. No longer affiects hit
points.

Charisma: Reactions from NPCs. The
three columns on the chart show (1)
number of retainers; (2) morale of re-
tainers; and (3) adjustments to saving
throws of Aura Auack victims.

Here are more deuails on these ability
score modifiers.

Strength

As with the mortal Strength ability,
adjustments from Immortal Strength af -
fect attack rolls for melee weapons and
unarmed combat; it modifies damage
rolls for melee and thrown weapon at-
tacks (including the Immortal’s “‘Punch”
attack); and it modifies the 1d6 rolls for
Opening Doors.

Strength has other eff ects not found in
mortal-level campaigns:

Additional Eff ects of Strength

Swength  Effect
Score
18-19  Character can draw heavy

crossbows with one hand,
firing once per round

20-21  Doubles character’s Encum-
brance limit
22-23  Character can use two-

handed melee weapons with
one hand, but still loses in-
dividual initiative vs. oppo-
nents with one-handed
weapons
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24-27

28-32

33-38

39-45

46-53

54-62

63-70

71-77

78-83

Triples character’s Encum-
brance limit .

Character can use two-
handed melee weapons with
one hand and no longer au-
tomatically loses individual
initiative vs. opponents with
one-handed weapons
Quadruples character's en-
cumbrance limit

Character can cock ballistae
by himself or herself at dou-
ble the normal fire rate
Character has 5X normal
Encumbrance; character can
wield bore or battering ram
by himself or herself
Character can cock light cat-
apultby himself or herself at
double the normal fire rate
Character has 6X normal
Encumbrance

Character can cock heavy
catapult by himself or her-
self at double the normal
fire rate

Character has 7 X normal
Encumbrance

Character can cock trebuchet
by himself or herself at dou-
ble the normal fire rate
Character has 8 X normal
Encumbrance

Character has 9 X normal
Encumbrance

100 Character has 10X normal
Encumbrance

84-88

89-95
96-98

The weapons-related effects are self-
explanatory. The muluples to Encum-
brance should be applied to the
“Character Movement Rates and Encum-
brance Table” on page 88 of the D&D®
Rules Cyclopedia.

Intelligence

Intelligence adjustments no longer af-
fect the number of languages known, as
Immortals have the special ability to
know and speak ail languages, past and
present. They do affect the number of
General Skills the Immortal starts with if
the optional General Skills system is be-
ing used in the campaign; as well as the
number of plots an NPC Immortal can
conduct simultaneously (as explained in

Chapter Five: The Immortals Campaign)
and the number of victims the Immortal
can attack with his or her Aura ability.

Wisdom

Wisdom bonuses no longer affect sav-
ing throws: Immortals have their own set
of saving throws, which are unaffected by
Wisdom, Wisdom bonuses do modify
the number of victims the Immortal can
attack with hisor her Aura; Aura affects a
number of creatures equal to the Immor-
tal’s Intelligence adjustment plus his or
her Wisdom adjustment.

Dexterity

Dexterity adjustments are unchanged.
They modify the Immortal’s Attack Rolls
for thrown and missile weapons attacks;
they also modify the Immortal’s Armor
Class. Please remember that a + 3 bonus
to AC means a 3-point improvement.

Constitution

The Constitution adjustment no long-
er affects the character’s hit points total.

However, this adjustment does do the
Immortal some good. The adjustment, if
positive, equals the number of rounds an
Immortal resists the effects of any poison
or harmful substance he or she ingests.
The poison tries to go to work immedi-
ately, so the Immortal is aware that he or
she has been poisoned; a positive adjust-
ment means a delay of that many rounds
before the poison actually takes effect,
giving the Immortal time to cast neutral-
ize poison on himself or herself. Natu-
rally, since Immortals are immune to any
poisons produced by mortals, this only
applies to poisons created by fetlow Im-
mortals.

Charisma

Charisma adjustments still affect sev-
eral things:

(1) Reactions from NPCs. The mod:-
fier in the “Bonus or Penalty”’ column is
applied to the standard 2d6 roll for reac-
tions.

(2) The number of personal retainers
an Immortal can have. Unlike mortals,
an Immortal can have the number of per-
sonal retainers shown in the “Charisma
and Retainers: Max #”’ column on each
plot he or she is currently conducting, in
addition to this number of personal at-
tendants.

(3) The Morale values of those retain-
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ers, as shown in the “Charisma and Re-
tainers: Morale” column. Once the re-
tainers’ Morale values go up to 12, the
additional numbers—the ones shown in
parentheses—are bonuses to the retain-
ers’ saving throws when suffering Aura
and spell attacks from other Immortals.

(4) The effectiveness of the Immor-
tal’s Aura attack. The modifier shown in
the “Charisma and Retainers: Aura”
column is applied to the saving throws
rolled by mortal victims of the Immor-
tal's Aura Attack. The higher the Immor-
tal’'s Charisma, the harder it is for victims
to resist the Aura Actack.

Money and Equipment

When the character first attained Im-
mortality, he or she left behind his or her
original body and all material possessions.

Now, as an Immortal, he or she has no
need of such things. With but a thought,
he or she can create any ordinary objects
or magical items and can think them out
of existence just as easily (see the *Special
Abilides: Advantages” section, below).

General Skills

If the campaign uses the General Skills
rules, the Immortal retains all the Gen-
eral Skills he or she possessed in life. Nat-
urally, as the character's Ability Scotes
improve, so will his or her General Skills
success rolls.

If the character is an NPC Immortal, or
a PC Immortal who was never played as a
mortal, he or she gets the number of
General Skill slots appropriate for a 36th
level character with no Intelligence bo-
nuses: 12. This applies to demi-human
characters as well as human characters.

It is possible for the Immortal to acquire
more General Skills at the rate of one new
General Skill with every four experience
levels he or she earns, gaining the first new
General Skill at level 5, the next at 9, and
so on; by the time he or she reaches 33rd
level, the character will have eamed eight
new General Skills as an Immortal.

Immortal Experience
Levels
Immortals go up in experience levels

the same way mortals do. The only differ-
ence is that they are awarded Power

Points instead of Experience Points; each
Power Point is worth 10,000 Experience
Points. Player character Immortals always
start as Ist-level Initiates with 300 Power
Points.

When creating an NPC Immortal, the
DM should decide on the character’s level
based on the role the Immortal will have
in the campaign.

A brand-new Immortal, still unsure of
his or her own abilities, should be an Ini-
tiace (levels 1-6).

If the Immortal has been around long
enough to be comfortable in his or her
new skin and to have acquired a fair idea
of what being an Immortal is all about
bu still has little reputation or personal
influence, he or she should be a Tempo-
ral (levels 7-12).

If the Immortal is becoming well-
known among Immortals for his or her
activities, receiving more responsibilities,
and has pulled off several successful
plots, he or she should be a Celestial
(levels 13-18).

Ifhe or she isa mature Immortal, con-
fident in his or her powers, with a distinct
reputation, well-entrenched and sophis-
ticated plots, and a definite place in the
hierarchy of his or her Sphere, that char-
acter is an Empyreal (levels 19-24).

If he or she is a senior Immortal, one
who has the ear of the Immortal rulers of
his or her Sphere, one who is given choice
assignments, he or she is an Eternal
(levels 25-30).

If he or she is among the most power-
ful of Immortals, responsible for vast
plots and programs of change, an Im-
mortal who has the ear of the rest of the
Immortal leaders, he or she is a Hierarch
(levels 31-36).

Immortal Experience Table

The chart on page 55 shows the Im-
mortal experience levels and what other
traits are derived from those levels.

Levels

An Immortal’sLevel is very similarto a
mortal player character’s level. It reflects
how experienced and powerful the char-
acter is in relation to other Immortals.

Power Points

This scote reflects the character’s per-
sonal power.

Power Points are used much like mor-
tal experience points earned by adventur-
ing; each one is the equivalent of 10,000
experience points. When an Immortal
earns the listed number of Power Points,
he or she achieves the next experience
level.

But Power Points have other functions
aswell. An Immortal can spend Power ei-
ther temporarily or permanently. Hence
itis important to keep track of both Tem-
porary Power and Power Points (perma-
nent power).

Power can be spent temporarily to cre-
ate avatars (described later in this chapter)
and to provide power for spells. An Im-
mortal can also spend it permanently to
acquire new powers, to improve his or her
Ability Scores, or to create artifacts.

Hit Dice

This number functions much like a
monster’s Hit Dice figure. Its main use is
to determine how powerful some of the
character’s spells are. Spells which, with
mortals, do damage based on the mortal’s
level now do damage based on twice the
Immortal’s Hit Dice. For example, a fire-
ballthrown by a 1st level (15 HD) Immor-
tal would cause 30d6 worth of damage.

The Hit Dice total also determines the
Immortal’s attack rolls: an Immortal's
Hit Dice determines which column of the
Immortals Attack Rolls Chart on the in-
side front cover he or she should use.

Hit Points

Hit points are to an Immortal what
they were to a mortal, with an important
exception. Unless the Immortal is on his
ot her own Home Plane, losing all of his
or her hit points results not in death but
in banishment back to his or her Home
Plane for a number of days equal to his or
her total hit points.

Note thatit’s possiblefora character to
start out with fewer hit points as an Im-
mortal than he or she had as a montal.
This reflects the extraordinaty changes
the character has undergone and the fact
that he or she now has a wholly new body.
It is important to remember that even
with fewer hit points the new Immortal is
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Immorial Experience Table

[nitiate Power Hie
Levels Poin% Dice
1 300 15
2 325 16
3 350 17
4 375 18
b) 400 19
6 450 20
Temporal Power Hit
Levels Poinss Dice
7 500 21
8 600 22
9 700 23
10 800 24
11 900 25
12 1,000 26
Celestial Power Hit
Levels Points Dice
13 1,200 27
14 1,400 28
15 1,600 29
16 1,800 30
17 2.000 31
18 2,200 32
Eropyreal Power Hit
Levels Poiats Dice
19 2,500 33
20 3,000 34
21 3,500 35
22 4,000 36
23 4,500 37
24 5.000 38
Etetnal Power Hiz
Levels Points Dice
25 5,500 39
26 6,000 40
27 7.000 . 41
28 8,000 42
29 9,000 43
30 10,000 44
Hierarch Powes Hie
Levels Points Dice
31 11,000 45
32 12,000 46
33 13,000 47
34 14,000 48
35 15,000 49
36 16.000 50

Hit Aati- Atmor Number of Punch
Poiats Magic Class Auacks Damage
75 50% 0 2 2d6
80 50% 0 2 2d6
85 50% 0 2 2d6
920 50% 0 2 2d6
95 50% 0 2 2d6
ioo 50% 0 2 2d6
Hie Anu- Armor Number of Puach
Points Magic Class Actacks Damage
110 50% -1 2 2d6
120 50% -1 2 2d6
130 50% ) 2 2d6
140 50% =2 2 2d6
150 50% ~3 2 2d6
160 50% -3 2 2d6
Hit Anti- Armor Number of Punch
Poine Magic Class Atsacls Damage
180 60% —~4 3 3d6
200 60% —4 3 3d6
220 60% =5 3 3d6
240 60% =5 3 3d6
260 60% -6 3 3d6
280 60% -6 3 3d6
Hit Aati- Armor Number of Punch
Points Magic Class Actacks Damage
300 70% -7 3 3d6
330 70% -7 3 3d6
360 70% -8 3 3d6
390 70% -8 3 3d6
420 70% -9 3 3d6
450 70% -9 3 3d6
Hit Aati- Armot Number of Punch
Points Magic Class Atwcks Damage
500 80% -10 4 4d6
550 80% -10 4 4d6
600 80% -11 4 4d6
650 80% -12 4 4d6
700 80% -13 4 4d6
750 80% -14 4 4d6
Hit Aati- Armot Number of Panch
Poiats Magic Class Attacls Damage
800 90% =15 4 4d6
200 90% =16 4 4d6

1,000 90% ~17 4 4d6
1,250 90% -18 4 4d6
1.500 20% -19 4 4d6
2,000 %0% =20 4 4d6

still much tougher than when he or she
was a mortal.

Anti-Magic

As noted in Chapter One, Immortals
are completely immune to all spells cast
by mortals; the number given here re-
flects the percentage chance of any spell
cast by anImmortal against the character
failing as well.

Armor Class

Mortal and Immortal Armor Class
(AC) are very similar, except that Immor-
tals start with much better Armor Classes

than mortals. Both are affected by bo-
nuses from Dexterity.

Armor affects Immortals differently
than mortals. Immortals ignore the type
of armor for purposes of determining Ar-
mor Class and count only the bonuses or
penalties it provides. For example, an
Immortal with ACO who put on normal
plate mail would still be ACO, whereas
the same Immortal who donned a suit of
leather +2would be AC-2.

Number of Attacks

Immortals have more than one attack
per round.
A high-level fighter with the Multiple

Attacks ability might find that, upon be-
coming an Immortal, he or she actually
loses a number of attacks per round. This
will not disadvantage the character too
much; he or she can reacquire some of
the lost attacks by choosing the “Extra
Attacks Per Round” Power described on
page 68. Even if he or she does not, the
Immortal character is still far more capa-
ble and deadly in melee than any high-
level mortal fighter.

Punch Damage

EveryImmortal can Punch a target, in-
flicting the amount of damage shown
plus any bonuses due to Strength. An
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Immortal’s Punch attack counts as a +5
weapon when determining what targets
can be affected by it.

“Punch” is a general term: the same
damagealso applies o any other physical
attacks made by the Immortal—bites,
kicks, elbow-jabs, use of horns or claws,
etc.

Immortal Saving Throws

Immortals do not have the same set of
saving throws that mortals do. Since they
are immune to mortal magic and enjoy
the benefits of limited Anu-Magic as
well, the following table should only be
used for saving throws vs. spells cast by
fellow Immortals afier a failed Anti-
Magic roll.

Spell Attacks

Remember that Immortals are im-
mune o all spells cast by moruals, which
means they automatically save against
them without even having to roll a die.
This column applies only for Immortal
spells or spell-like effects (such as the
breath weapon of an Immorual dragon).
It does not cover spells and effectsswhich
drain Power Points or those which affiect
the mind.

An Immottal who successfully makes his
or her saving throw on 1d20 takes half
damage from spells which inflict damage:;
non-damage causing spells are completely
negated by a successful saving throw.

Physical Attacks

Immortals take the minimum possible
damage from physical attacks by mortals.
In addidon, an Immortal physically at-
tacked by another Immortal who can suc-
cessfully make his or her saving throw on
this column will take half damage from
the physical attack.

This column is also for Immortal-
strength poisons. If the poison does a
specific amount of damage, a successful
saving throw means the Immortal takes
only half damage. If the poison is a type
with a specific effect (a sleep toxin, for in-
stance), a successful saving throw means
the Immorual is unaffected, although he
or she is aware of the poisoning attempt.
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Iromertal Saving Throws Table

initiate Spell Physical Mental Power
Levels Attacks Attacks Atsacks Attacks
1 20 15 18 17

2 20 15 18 17

3 20 15 18 17

4 20 15 18 17

5 20 15 18 17

6 20 15 18 17
Temporal Spell Physical Mental Power
Levels Attacks Attacks Attacks Attacks
7 20 14 17 16

8 20 14 17 16

9 19 13 16 15
10 19 13 16 15

11 18 12 15 14

12 18 12 15 14
Celestial Spell Physical Mental Power
Levels Attacks Attacks Attacks Attacks
13 17 11 14 13
14 17 11 14 13

15 16 10 13 12

16 16 10 13 12

17 15 9 12 11

18 15 9 12 11
Empyreal Spell Physical Mental Power
Levels Attacls Attachs Attacks Attacks
19 14 8 11 10
20 14 8 11 10

21 13 7 10 9

22 13 7 10 9

23 12 6 9 8

24 12 6 9 8
Etetnal Spell Physical Mental Power
Levels Attacks Attads Attachs Attacks
25 11 5 8 7

26 10 5 8 7

27 9 4 7 6

28 8 4 7 6

29 7 3 6 5

30 6 3 6 5
Hieraech Spell Physical Meantal Power
Levels Attacks Attacks Attacks Attacks
31 5 2 5 4

32 5 2 5 4

33 b 2 5 4

34 5 2 5 4

35 5 2 5 4

36 5 2 5 4

Mental Attacks

This column is for Immortal spells or
spell effiects which affect the mind (such
as charm, feeblemind, etc.). When there
is a dispute about whether a specific spell
isa normal “Spell” attack or a **Mental”
attack, the DM's judgment is final. As a
rule of thumb, any spell which will not
affect mindless creatures or undead is a
Mental Actack.

If the Immortal makes his or hersaving

throw against such spells, he or she suc-
cessfully resists their eff ects.

Power Attacks

This column is for Immortal spells or
spell effects which drain TP or PP. If the
Immortal character can make his or her
saving throw on 1d20, he or she loses on-
ly half the Power the attack would other-
wise have drained.




Special Abilities:
Advantages

All Immorrals possess anumber of spe-
cial advantages. These abilities help
make them mote powerful than mortal
charactets. Some of these advantages
were discussed in Chapter One; others
arenew. Most of these abilities are availa-
ble only while in Manifestation Form.

The Immortal can use some of these
powers as often as he or she likes. Others
require him or her o spend Temporary
Power (TP); whenever the Immortal uses
these powers, his or her player must mark
off the appropriate number of TP. Still
others require him or her to spend pet-
manent Power Points (PP); whenever the
Immortal uses these powers, the player
subtracts the appropriate number from
the character’s Power Points total and al-
so subtracts the same amount from the
Temporary Power total.

Immottal Advantages:
Armor Class

Artifact Creation
Aura Attacks (Awe)
Combar Abilities
Communication
Creation of Ordinary Magical Items
Granting Power Points
Improvement of Ability Scores
Immunities, Miscellaneous
Immunity to Mortal Auacks
Immunity to Mortal Magic
Immunity to Mortal Poisons
Infravision

Movement

Regenetation

Armor Class

Immortals have high nawral Armor
Class scores. A 1st level Immortal has a
base AC of 0, and a 36th level Immortal
has an AC of —20. Dexterity bonuses
modify their AC scores normally. Mortal
magical armor improves Immortal AC
scores somewhat, as noted earliet, but

Immortals derive different benefits from -

them than do mortals wearing the same
armor (see page 55). Certain artfacts can
also improve an Immortal’s Armor Class.
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Artifact Creation

Immortals can create mighty magical
items called Artifacts. These items con-
tain some of the Immortal’s own energy
and so require the Immoreal to spend
permanent Power Points.

Chapter Six: Artifacts provides rules
for artifact creadon.

Aura Attacks (Awe)

Aura Attacks were described in Chap-
ter One: What Ate Immortals? (see page
9). In a campaign with player-character
Immortals, the DM might want to subsu-
tute the following optional rule:

Instead of affecting all characters and
monsters within a 60’ radius, the number
of characters and monsters affected by an
Aura Actack is determined by the Immot-
tal’s Intelligence bonus plus his or her Wis-
dom bonus. Thus, an Immortal with an
Intelligence of 17 (+2 bonus) and a Wis-
dom of 23 (+5 bonus) can affect up to sev-
en beings with a single Aura Atack—no
more. Of course, he orshe can make multi-
ple attacks, one perround... but that's not
considered vety classy.

In any case, whether the DM chooses
to employ the optional limit ot not, Aura
Autacks aff ect only mortal charactets and
mortal monsters. They have no effect on
other Immortals or on Immortal-level
monstets.

Combat Abilities

Each Immortal knows how to use every
type of weapon there is.

Each Immortal has an Awack Roll dic-
tated by his or her Hit Dice figure; thus,
a 1st level Immorual fights as well as a 15-
HD monstet. To find the number an Im-
mortal character needs tw hit an
opponent, see the Immortal Attack Rolls
Charc.

For damage from unarmed (‘'Punch"’)
attacks, see the table on page 55. Initiates
and Temporals do the same base damage
with weapons as mortals; Celesuals and
Empyrcals do one extra die of damage,
and Eternals and Hierarchs do two extra
dice of damage with weapons. Fot exam-
ple, an Initiate with a normal swotd does
1d8 damage (plus applicable bonuses)
pet successful steike, while an Empyreal
would do 2d8 damage with the same
weapon; a Hierarch, 3d8.

Communication

Immortals know all languages of their
own dimension and can also communi-
cate telepathically with any intelligent
creature. This does not give them the
ability to tead minds, however—for that,
they still need the ESPspell.

Creation of Ordinary Magical
Items

An Immortal can literally chink ordinaty
magical items into existence by spending a
lictle time and Temporary Power. This takes
one round per magical item. Such a magi-
cal item can be of any sort listed in the
D&D® Rules Cydopedia, but it is a tempo-
rary object; these created items vanish from
existence after one day (in the HOLLOW
WORID® seuting, one sleep) or any time
the Immortal shifts between Manifiesta-
tion, Incorporeal, or Mortal forms. The on-
ly way the Immortal can keep them from
disappearing is by expending permanent
Power Points.

The cost of creating such an item tempo-
rarily is calculated by consulting the magi-
cal item creation rules on pages 251-252 of
the D&D® Rules Cydopedia. For every
10,000 gp (or fracson thereof) a magical
item coss to make, the Immortal must
spend 1 TP (temporary power point) in or-
der 1o bring the object into existence. No
matter how inexpensive a magical item
might be t create, it costs a minimum of 1
TP to make the item appear.

To cteate such an item and make it per-
manent, the Immortal does exacdy the
same thing but permanendy spends PP
(Powet Points) rather than TP.

The Immortal can create non-magical
items and make them permanent in the
same way. For instance, if an Immortal
wishes to reward a faithful follower with a
chalet in the mountains worth 250,000
gp. he ot she would have to spend 25 PP
permanently in order to have it beaper
manent structure, whereas 25 TP would
create an equally impressive-looking
building, but one which would vanish
overnight.

Granting Power Points

An Immortal can permanently give
away some of his or her Power Poiats.
This is, however, a tricky process, and one
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which the DM needs to catefully monitor
to prevent its abuse.

First, the Immortal can never give a
mortal or Immortal character more Power
Points than it takes to bring the character
up one experience level. Remember that
one PP = 10,000 experience points.

Second, the Immottal should not make
such an award for ftivolous reasons or be-
cause the receiving character’s player is a
friend of the Immostal character’s player.
Such an award of PP will always be a reward
for service above and beyond the call of du-
ty or a way % make a mortal powerfnl
enough to accomplish a task at a critical
point in the Immortal’s current plot.

Third, the Immortal cannot give
Power Points to a more powerful being—
for example, a Celestial cannot give
points to an Hierarch.

Fourth, the Immortal cannot give away
enough Power Points to reduce his or her
own current experience level.

Fif'th, the Immortal cannot give Power
Points away more than once per level. If,
for instance, a Gth level Immortal gives
some Power Points away to a mortal criti-
cal to his or her plans, that same Immor-
tal cannot give Power Points away again
until he or she reaches 7th level. An Im-
mortal who does not give peints away
during one level cannot then give points
away twice during the next level; he or
she has simply lost an opportunity.

When the Immortal gives away Power
Points, his or her player erases those PP
from the character sheet. The recipient,
if an Immoreal, adds those same Power
Points to his or her own PP total; if a
mortal, he or she adds the appropriate
number of experience points to his or her
total experience.

Improvement of Ability
Scores

An Immortal can permanently im-
prove his or her own Ability Scores by ex-
penditure of Power Points. However, the
higher an Immortal’s experience level,
the more Power Points this costs; an Initi-
ate spends far less to improve a score than
does a Hierarch.

Each +1 improvement to an ability
score permanently costs a number of
Power Points (how many is determined
by the Immortal’s level). There are also
limits on how high an Immortal can raise
an Ability Score; these are defined by ex-

perience level as well. Take a look at the
chart below:

Improvement of Ability Scores

Power Maximum

Immortal Cost Per  Ability
Experience Point  Score
Initiate (Lvl 1-6) 10 25
Temporal (Lvl 7-12) 10 25
Celestial (Lvl 13-18) 20 50
Empyreal (Lvl 19-24) 40 75
Eternal (Lvl 25-30) 80 100

Hierarch (Lvl 31-36) 160 100

There are only two limits on how many
Power Points an Immortal may spend to
improve his or her ability scores: (1) an
ability may never be raised above the
maximum allowed at his or her current
rank, and (2) he or she may notspend so
many points that it reduces the charac-
ter's current experience level.

Immunities, Miscellaneous

Immortals are immune to the dragon
breath of mortal dragons; to normal and
magical aging effects; to all mortal dis-
eases; and to the level-draining abilities
of all undead monsters.

Immortals reain all five normal senses
possessed by mortals. They do not need
to eat, drink, or breathe, although they
can do all three and do enjoy good food
and drink and fresh air. They can safely
eat, drink, and breathe substances and
elements which are poisonous to mortals.

Immortals are immune to moruals’ life
trapping effects.

Immunity to Mortal Attacks

Every Immortal is highly resistant to
physical attacks from mortals. Mortal un-
armed attacks do no damage whatsoever;
damage inflicted by weapons with magi-
cal bonuses of +4 or less do no damage.

Weapons with a +5 (or better) bonus
can harm an Immortal but do nor do their
usual damage. When such a weapon hiws
an Immormal, the Immortal takes the least
amount of damage the weapon could pos-
sibly do (i.e., the lowest possible roll on the
weapon damage dice, plus additional dam-
age from the weapon bonus and the wield-
er’s Strength bonus).

Example: Oswyth, a mortal knight with a
Strength of 18 and a ewo-handed

sword + 5, manages to hit the Immor-
tal Freyja incombat. She takes 1 points
of damage from the sword (the mini-
mum that can be rolled on 1d10), plus
3 points from Oswyth’s Strength bo-
nus, plus 5 points from the weapon bo-
nus, for a total of 9 points of damage.

The optional fighter “Smash” maneu-
ver (see page 104 of the D&D® Rules Cy-
clopedia) is handled a lictle differently.
Against fellow mortals, a Smash attack is
=5 to hit but does extra damage equal to
the attacker’s Strength total. If a mortal
fighter attempts to Smash an Immortal,
the =5 ““to hit"” penalty still applies, but
the damage inflicted by a successful
Smash is much reduced: it only equals
the fighter's Suength bonus, not the
ability score. In other words, if in the pre-
ceding example Oswyth somehow suc-
cessfully Slams Freyja, he would inflictan
extra 3 points of damage.

Immortals do not get Saving Throws
vs. Physical Attacks against damage done
by mortal attacks; this saving throw only
applies to attacks which have the chance
to do full damage to an Immortal.

Immunity to Mortal Magic

The Immortal is completely immune
to all mortal magic spells (and spell-like
effects, such as dragon breath).

An Immortal can voluntarily lower his
or her resistance to mortal magic at will
and selectively. For example, an Immor-
tal who is injured and drained of power
and spells could voluntarily lower his ot
her resistance to cure and heal spells but
still remain immune to all others.

Immunity to Mortal Poisons
Immortals are immune to all poisons
made by mortals or used by mortal mon-

sters. These poisons simply do not affect
Immortals.

Infravision

All Immortals have infravision, just as
dwarves and elves do.

Movement

All Immortals have three basic move-
ment rates. They can walk and swim;
theycanfly; and they can wirn into Incor-
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poreal Form and fly even faster.

Their basic movement rates are 150" a
turn (50’ a round) when walking or swim-
ming, 360" a turn (120" a round) when
flying, and 720 a turn (240’ a round)
when flying in Incoporeal Form.

Since all Immortals can fly naturally,
each player-character Immortal can de-
cide whether his or her Manifestation
Form has wings or not. Wings are not
necessary; an Immortal can fly without
them. But many Immortals choose to
have wings simply because they like
them.

When an Immortal uses the shapeshift
spell to take on a monster form, he or she
can move that body a little faster than
normal: add 30’ a turn (10’ a round) to
each of that form’s normal movement
rates. For example, an Immortal who
takes the shape of a Bronze Golem (nor-
mally movement rate: 240" a turn or 80’ a
round) can move at 270" a turn (90" a
round).

An Immortal cannot take on Incopo-
real Form while held in baaka chains; see
the entry in Chapter Seven: Monsters for
more information on baaka.

Regeneration

An injured Immortal regenerates 1d8
hit points per day if he or she does noth-
ing but rest; if the character is active, he
ot she regenerates half that amount (1d4
hit points per day). Usually an injured
Immortal will heal himself or herself with
clerical spells, but if an Immortal is
trapped someplace where his or her mag-
ic does not work or is held in baaka
chains, then these are the rates at which
his or her injuries heal.

Special Abilities:
Mortal-Level Spells

Immortals have access to more spells
than any mortal and can cast them more
effectively.

Number of Mortal Spells

Once per day, an Immortal can spend
some Temporary Power to gain the ability
to cast mortal spells. The amount of Tem-
poraty Power he or she spends deter-
mines how many spells the character can
cast and of which type of magic.
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Temporary Type and

Power Type and Number
Cost of Spells
18 As 36th level spellcaster

(magic-user, cleric, or
druid); spells forgotten
when cast, cannot relearn
spells except by spending
more TP; duration 1 day

25 All Druidic Spells, any
number of times per day;
duration 1 day

25 All Clerical Spells, any
number of times per day;
duration 1 day

50 All Magical Spells, any
number of times per day,
no spell books; duration 1
day

For example, an Immortal can spend
50 TP and be able tocasteveryspell avail-
able to magic-users (see page 34 of the
D&D® Rules Cyclopedia) any number of
tmes per day; this power wears off afiter
one day, and the Immortal must spend
those 50 points again the next day.

It is possible for an Immortal to choose
more than one of these options; most Im-
mortals with the power to spare spend
100 TP every day so as to be able to cast
any spell (magical, clerical, and druidic)
any number of times per day.

Sometimes an Immortal cannot afford
to spend 100 Temporary Power points to
cast magic this way. The Immortal can
spend less for a lesser result. For example,
by spending 18 TP, he or she can cast
magic like any one class of 36th-level
spellcaster (for instance, a 36th-level
magic-user); he or she is limited to the
number of spells a 36th-level spellcaster
can hold in memory at a time, and he ot
she forgets spells once they are cast. The
character selects which spells he or she
wants for that day and cannot re-learn
the spells until he or she spends another
18 TP.

Using this type of expenditure, for in-
stance, a low-level Immortal could spend
54 (18 X 3) TP and cast spells as a 36th-
level magicuser, cleric, and druid; the
next day, any uncast spells vanish from
his or her mind and are lost.

An Immortal can spend even fewer
Temporary Power for a reduced spellcast-
ing ability. Each 1 TP spent results in 2

experience levels’ worth of ability in one
spellcasting class. For example, by spend-
ing 40 TP (18 on magical, 14 on clerical,
and 8 on druidic), an Immortal could cast
spells as a 36th-level magic-user, a 28th-
level cleric, and a 16th-level druid.

This process of spending Temporary
Power to acquire the suite of spells takes
one full wrn to perfiorm. It's not some-
thing that can be done instantly in an
emergency; therefore, most Immortals
spend the points during their first hour
after waking (Immortals do not need to
sleep, but they enjoy it so most do), so
that they’ll have their spells available to
them during the day.

Magical Strength of Spells

When magic spells do an amount of
damage based on the spellcaster’s experi-
ence level, substitute the Immortal’s Hit
Dice figure instead.

Restrictions on Spell-Casting

Immortals have few restrictions on
them when casting spells. They don't
have to speak or gesture. They can cast
spells while wearing any sort of armor.
They can cast spells while bound by nor-
mal or mortal-magic chains and bonds,
but nor if bound by artifact chains and
bonds or baaka. Unless they select one of
the lesser suites of spells for the day, they
don’t forget spells as they cast them. In
addition, an Immortal’s Ant-Magic does
not affiect his or her own spell-casting.

Effects on Saving Throws

When an Immortal casts a spell on a
mortal, the mortal makes his or her sav-
ing throws at a — 2 penalty. The Immor-
tal can make that penalty even worse
through use of the Immortal-level spell

reduce saving chrow described on page
6s.

Variations on Mortal Spelis

Not all the spells mortals are familiar
with work the same when cast by or
against Immortals. The following are ex-
planations of these variations.
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Clerical Spell Variations

Remove Fear (Cleric-1st): Cast by an
Immortal, this spell also removes the
effects of a terrorresultfroman Auta At-
tack.

Hold Petson; (Cleric-2nd): The teverse
of this spell, fzee person, removes any pa-
ralysis effect, including that caused by an
Immortal’s Aura Attack, when cast by an
Immortal.

Cure Blindness (Cleric-3ed): This spell
is more potent when cast by an Immortal
and will cure blindness caused by a curse.

Locate Object (Cleric-3td): This spell
does not cross planar or dimensional
boundaries.

Animate Dead (Cleric-4th): Skeletons
and zombies created by an Immortal us-
ing this spell ate not destroyed by dispel
magic.

Dispel Magic (Cleric-4th): An Immot-
tal counts as a spell-caster of twice his or
her HD in expertience levels for purposes
of this spell. Thus, if a 13th-level Celes-
tial with 27 HD casts dispel magic, it
counts as if the spell wete cast by a 54th-
level cleric. If a mortal cleric tries to dis-
pel some spell cast by this Immortal, he
or she is trying to dispel the magic of a
54th-level spellcaster.

Commune (Cleric-5th): Cast byan Im-
mortal in Manifestation Form, this spell
allows the Immortal to contact another
Immortal in his ot het own Sphere. All
the other limitations on the spell (such as
frequency of use) still apply.

A commuane spell can only pietce 12
planar boundaries and cannot penetrate
a dimensional boundary at all, even
when cast by an Immortal.

Quest (Cleric-5¢h): This spell does not
affect Immortals at all, although they can
(and often do) cast it on offending mortals.

Raise Dead (Cletic-Sth): Once a chat-
acter has gained Immortality and his ot
her spirit has fled the mortal body, raise
dead spells can no longer work on that
mortal body. Similarly, raise dead will not
work on a slain Immortal,

Aerial Servant (Cleric-6th): This spell
is very safe for an Immortal to cast, as no
Aerial Servant will ever attack an Immor-
tal. Whereas Aerial Setvants resent being
summoned to serve mortals, they will
humble themselves before Immortals
rather than attack them.

Create Normal Animals (Cleric-6th):
At the end of this spell’s duration, the

Immortal can decide whether surviving
animals disappear or not. However, if
they do not disappear, they are no longet
under the Immortal’s control.

Find the Path (Cleric-6th): This spell
does not work actoss planar or dimensional
boundaries; hence it will not allow an Im-
mortal to find his or her way to a specific
named plane ot alternate dimension.

Word of Recall (Cleric-6th): This spell
does not work across planar or dimen-
sional boundaries.

Raise Dead Fully (Cleric-7th): Just as
with the Sth-level raise dead spell, this
spell will have no effect on an Immortal’s
discarded mortal body, and it also cannot
bring back an Immortal slain on his or
her Home Plane.

Restore (Cleric-7th): Used by an Im-
mottal, this spell does not cost the caster
any experience levels.

The reverse of this spell, life drain,
drains 5 TP instead of an experience level
when cast by one Immortal upon an-
other; a successful Saving Throw vs.
Power Attacks means the victim loses no
TP at all.

Teavel (Cleric-7th): It costs Immortals
Temporary Power points to use this spell,
at the rate shown on the table below.

Cost  Crossing Between
(TP): (Either Direction):
5 Inner Planes

10 Inner Plane and Astral Plane
15 Outer Plane and Astral Plane
10 Outer Planes

100 Dimensions

In other words, to get from the Prime
Plane to a nearby Outer Plane would cost
30 TP (Prime to Ethereal, 5; Ethereal to
Astral, +10; Astral to Outer Plane,
+15). See Chapter Eight: Planes and Di-
mensions, for more information on pla-
nar travel.

Wish (Cleric-7th): This spell costs 10
permanent Power Points per casting. It
cannot be used to raise an Immortal’s
ability scores, but it can be used to raise
the ability scotes of mottals (see D&D®
Rules Cyclopedia page 40 for details).
Note that it is far cheapet for an Immot-
tal to use the Immortal-level spell bestow
to inctease a mortal’s ability scores,

Druidic Spell Variations

Locate (Druid-1st): This spell does not
ctoss planar or dimensional boundaries.

Magical Spell Variations

Charm Person (MU-1st): An Immortal
charmed by another Immortal makes sav-
ing throws once per turn; an Immortal
with an Intelligence of 30 or better can
attempt to throw off the charm once per
round.

Hold Portal (MU-1st): Immortals can
always walk through a portal which has
had a mortal’s hold portalspell cast on it.

Shield (MU-1st): When cast by an Im-
mottal, this spell gives the Immortal a
=4 bonus to AC against missiles and a
—2 bonus to AC against all otherattacks.

Locate Object (MU-2nd): This spell
does not cross planar or dimensional
boundaries.

Wizard Lock (MU-2nd): As with hold
portal (above), an Immortal can always
walk through a door which is held closed
by a mortal’s wizard lock spell.

Dispel Magic (MU-3rd): To determine
how powerful anImmortal's dispel magic
spell is (or how resistant an Immortal’s
spell is to someone else’s dispel magic),
double the Immortal’s Hit Dice figute to
find his or her eff ective spellcaster experi-
ence level. Thus, a 6th level (20-HD) Im-
mottal counts as a 40th level magic-uset
for all dispel magic purposes.

If an Immortal casts this spell directly
at a magical item he or she is touching at
the time, that item is permanently
drained of magic, turning it into a nor-
mal, non-enchanted item. The item gets
no saving throw. Nothing else is affected
by this application of the spell; the spell
does not have an area of effect when used
this way. This usage of the spell has no
effect on artifacts.

Haste (MU-3rd): This spell has no ef-
fect on Immortals.

Polymorph Othets (MU-4th): When
an Immortal casts this spell on another
Immortal, the victim will change into an-
other form if he or she fails his or her rolls
for Anti-Magic and Saving Throw vs.
Spell Attacks. However, it only changes
the Immortal’s shape; it does not give the
victim any new abilities or limitations,
nor does it disguise the Immortal’s Aura.
Additionally, the victim can change back
to normal form at any time. Hence, as
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used by Immortals this spell fall into the
category of “pranks.”

Polymoeph Self (MU-4th): An Immot-
tal casts this spell on himself or herself
takes the physical form of another crea-
ture but does not gain any of the abilities
of the new form; nor does the spell dis-
guise the Immortal’s Aura.

Animate Dead (MU-Sth): Skeletons
and zombies created by an Immortal us-
ing this spell are not destroyed by dispel
magic.

Contact Outer Plane (MU-5th): This
spell will allow an Immortal to contact
any other named Immortal; if successful
it allows the two Immortals to communi-
cate telepathically with one another for a
maximum of 12 statements or questions
each. It can be cast from an inner plane to
an outer plane, or from an outer plane to
an inner plane, or from one outer plane
to another. It will not work if both Im-
mortals are on inner planes, nor will it
cross dimensional boundaries. It cannot
penetrate to Immortals on planes where
Immortal magic does not work, and it has
a range limitation of 12 planar bounda-

ries. (see Chapter Eight: Planes and Di-.

mensions, for more information).

The casting Immortal does not know if
the spell is successful unless the contacted
Immortal replies. The recipient of this
spell does not have to respond; if he ot
she does not, the Immortal casting the
spell may assume that the target is too far
away for the spell to reach.

An Immortal has no chance of going
insane from using this spell.

Feeblemind (MU-5th): If cast by an
Immortal, this spell will affect other Im-
mortals and Immortal-level monsters.
Immortals do not suffer any penalty to
saving throws when resisting this spell.
Feebleminded Immortals cannot cast
spells, but they can still provide spells to
their clerics.

Hold Monster (MU-5th): The reversed
form of this spell, free monster, can be
cast by an Immortal to remove the paraly-
sis effect of an Aura Attack.

Magic Jar (MU-5th): Immortal life
forces are so robust that this spell will not
wotk on them. An Immortal cannot
shove another Immortal out of a body.
And an Immortal trying to shove his or
her life force into a mortal’s body will
simply kill the mortal; treat magicjarasa
disintegrate spell in such cases.

Teleport (MU-5¢th): This spell only

works between locations on the same
plane of existence.

Disintegeate (MU-6th): Cast by an Im-
mortal against an Immortal, this spell
does 6d10 damage; an Immortal who
makes his or her Saving Throw vs. Spel!
Attacks takes no damage from the spell.

Geas (MU-6th): This spell does not af-
fect Immortals at all.

Reincarnation (MU-6th): This spell
does not work on Immortals or on the
flesh of the mortal bodies they have left
behind.

Stone to Flesh, (MU-6th): When the
reverse of this spell, flesh to stone, is cast
by an Immortal, an Immorta! victim who
fails his or her Saving Throw vs. Spell At-
tacks is turned into stone. However, this
petrification is not permanent: the effect
will wear off after a duration of the same
number of rounds as the spellcaster has
Hit Dice. The victim remains aware of
the surroundings and retains his or her
Armor Class; he or she can also take on
Incorporeal Form while the Manifesta-
tion Form remains petrified.

Create Normal Monsters (MU-7th): If
this spell is cast by an Immortal, the
monsters so created will not necessarily

kL,

disappear back into thin air at the end of
the spell duration—they do this only if
the Immortal wishes them to. But if they
are allowed to stay, they are no longer
subject to the Immortal's will when the
spell duration ends.

Summon Object (MU-7¢th): This spell
does not cross planar or dimensional
boundaries. However, an Immortal can
define one “home” per plane and stash
prepared items there. This is useful for
incidents where the Immortal wishes to
pullan important objectout of thin airin
order to give it to a mortal follower or ad-
venturer.

An Immortal in Mortal Identity cannot
summon objects from the homes of his or
her Manifestation Form.

Teleport any Object (MU-7th): As with
teleport, this spell does not cross planar
or dimensional boundaries.

Clone (MU-8th): Once a character be-
comes an Immortal, a clone spell cast on
a preserved piece of his or her mortal
flesh will create a 1st level duplicate of
the mortal who later became the Immor-
tal; this new character has no memories
of the original character’s later life and
will usually not even suspect that he or

3’/’/
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she is connected to the Immortal in any
way. Clone spells cast on flesh taken from
an Immortal body have no effect.

Create Magical Monsters (MU-8th): If
this spell is cast by an Immortal, the
monsters created by the spell do not nec-
essarily disappear at the end of the spell
duration; they do so only if the Immortal
wishes it. But if they are not made to
disappear, at the end of the spell dura-
tion they are freed from the Immortal’s
control.

Dance (MU-8th): An Immortal victim
of this spell gets a saving throw each
round; a successful save cancels the spell.

Force Field (MU-8th): An Immortal
can directly attack a mortal’s force freld
with any of the Immortal’s attacks; con-
sider the force field as a barrier with an
AC of —10 and 50 hit points.

However, one Immorral trying to
knock down another Immortal’s force
field has to use a disintegrate or wish
spell; no other attack will destroy an Im-
mortal’s force field. Mortal spells, inctud-
ing wish, do not affect force fields cast by
Immortals; consequently, Immortal force
field spells are very effective temporary
prisons for mortal beings.

Transportation spells such as gate, tele-
port, and dimension door, if cast by mot-
tals, donot penetrate an Immortal’s force
field.

Permanence (MU-8th): Immortals can
use this spell to make magic-user spells of
up to 9th level permanent. This is how
permanent gates come into being.

Symbol (MU-8th): This spell does not
affect Immortals, even when cast by oth-
er Immortals.

Travel (MU-8th): This spell costs Im-
mortals TP to use; see the table under the
7th level clerical trave/ spell for details.

Gate (MU-9th): This spell costs 50 TP
and has two applications.

Normally, a gate spell is used to create
an opening between planes for the
named party. An Immortal named by a
gate spell—one cast either by mortals or
Immortals—can refuse to allow the gate
to succeed. If the target refuses, the gate
spell will simply not work. The gate can-
not be entered from the caster’s side,
only from the far end. Usually, the Im-
mortal named will allow it to succeed, so
he or she can step through and see who's
calling; this requires an expenditure of
50 TP. If it is a mortal trying to contact
him or her without due justification, the

Immortal will probably destroy the mor-
tal for presumption and for costing him
ot her so much energy.

However, gate can be cast another
way. In the vicinity of a boundary be-
tween planes, it can be cast to make a
one-way gate to that bordering plane.
Once on the other side, the character may
be able to cast another gate spell to make
the portal a two-way gate. A wish spell is
required to make a gate permanent; a
two-way gate would require two wishes.
The only way to shut down a permanent
gate is through use of dispel magic.

As with the commune and contact out-
er plane spells, gate will only penetrate
up to 12 planar boundaries and will not
penetrate dimensional boundaries at all.

Maze (MU-9th): This spell only wortks
on planes which border the Astral Plane.

Shapechange (MU-9th): When an Im-
mortal casts this spell, he or she takes on
the form of any other creature. The Im-
mortal retains all of his or her normal
abilities, adding to them any additional
abilities that creature type would normal-
ly possess. For example, if the Immortal
Razud shapechanged into a small drag-
on, he would take on the dragon's form
and breath weapon while keeping his
own Hit Dice and hit points.

The shapechange spell does conceal an
Immortal’s Aura, but—unlike a Mortal
Identity—does not conceal the Immor-
tal’s magical nature and level of power
from decect magic or analyze spells.

An Immortal can cast spells regardless
of the shapechange form he or she isin. It
is possible for an Immortal to turn into
imaginary creatures out of his or her own
imagination, but such shapes will gain
no abilities beyond his or her normal Im-
mortal abilities.

Timestop (MU-9th): Immortals and
Immortal-level monsters are immune to
this spell. Consequently, this is a useful tool
for Immortals who are among mortals and
wish to discuss something in private with
out revealing what they're doing,

Wish (MU-9th): This spell costs 10
permanent Power Points per casting. It
cannot be used to raise an Immortal’s
ability scores, but it can raise the ability
scores of mortals (see the D&D® Rules
Cyclopedia page 40 for details). Note
that an Immortal can achieve the same
results while expending less Power
through the use of the Immortal-level
spell bestow.

Special Abilities:
Immortal-Level Spells

Immortals also have access to a variety
of spells which mortals can never use.
These are referred to as Immortal-level
Spells (as opposed to Immortal-level
magic, which are any spells cast by an Im-
morcal in Manifestation or Incorporeal
Form). Assoon as a character becomes an
Immortal, he or she automatically knows
all these spells and can cast them as often
as he or she has Power Points or Tempo-
rary Power to fuel them.

No mortal mind is capable of learning
these spells, so there is no danger of a
sneaky Immortal teaching them to high-
level mortal magic-users.

Immortal-Level Spells

Bestow

Conceal Magical Nature
Create Species

Detect Immortal Magic
Hear Supplicants
Immortal Eye

Increase Spell Duration
Power Attack

Probe

Probe-Shield

Reduce Saving Throw
Shape Reality
Transform

Bestow

Range: 60’

Duration: Permanent

Effect: Grants abilities to mortals
Cost: 5 PP per ability granted

With this spell, the Immortal can be-
stow a permanent ability upon a mortal.
Any single application of this spell will
raise one of a mortal’s ability scores by 1
pointorwill act asany magical spellof 1st
through 7th level cast on the mortal and
then made permanent as per the 8th level
magical spell permanence.

However, this differs from use of the
permanence spell because it cannot be
dispelled. Changes made to a mortal are
permanent.

For example, an Immortal who wanted
one of his or her followers to be stronger
and to be able to sec in the dark might
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cast this spell twice. One bestow would
grant the mortal a +1 to Strength, and
the other would grant the infravision
spell as a permanent ability.

The reversed form of this spell, dimin-
ish, removes one ability score point or be-
stowed power. Powers that are natural to
a character, such as an elf’s infravision,
can also be removed by diminish. The
victim of a diminish spell can make a Sav-
ing Throw vs. Spells (at the standard —2
penalty vs. Immortal magic) to try to
avoid the effect.

This spell costs 5 permanent Power
Points for each use.

This spell cannot be cast on Immortals.

Conceal Magical Nature

Range: 60

Duration: One year, or until item used

Effect: Makes object’s aura undetectable
by detect magic

Cost 10 TP

This spell can only be cast on inani-
mate objects. Cast on any magical item
(including artifacts), this spell will con-
ceal the item’s magical nature from mor-
tal detect magic, decect evil, know
alignment, and truesight spells.

This concealment will last one year
from the casting of the spell or until the
magic item is properly used. The spell
isn't much use when cast on a sword +3,
for instance; the instant the sword is used
in combat, the conceal magical nature
spell is cancelled.

However, the spell is useful when cast
on more elaborate magical items and ar-
tifacts. If the item has a command word
or a complicated series of instructions,
the conceal magical nature spell will re-
main intact until the item is correctly
used or the year is up. Muluple applica-
tions of the spell are non-cumulative and
do not increase spell duration.

Immortals often use this spell to keep
enemies from finding artifacts they are
trying to hide.

Create Species

Range: 10’

Duration: Permanent

Effect: Creates new and special monster
races

Cost: Varies (10-100 PP)

This spell differs from the mortal spells
create normal monstess and create magi-
cal monsters in that with it an Immortal
can bring into being a new race of intelli-
gent beings as companions or setvitofs,

Each casting of the spell creates one in-
dividual creature. The Immortal has no
special control over the creature once he,
she, or it has been created, but intelli-
gent beings will usually be grateful for
the gift of existence and serve their crea-
tors willingly and whole-heartedly.

There are three main uses of this spell.

First, an Immortal can create enough
individuals of the same type to establish a
new race. He or she then becomes the pa-
tron Immortal for that race, responsible
for seeing that they survive in the setting
he or she places them in. It ts up to the
DM to determine whether the Immortal
has designed a viable species which has a
reasonable chance (barring disasters) of
flourishing. This is how elves, dwarves,
and many other familiar races originated.
This application of the spell cost 10 PP
per use, plus an additional 10 PP for each
special ability the new creature possesses.

Second, an Immortal can also use this
spell to create a mindless Exalted body (see
page 105 for details) and then use a wish
spell to transfer the spirit of a mortal into
that body. Immortals sometimes do this to
honor favorite mortals who were slain be-
fore they could achieve Immortality or who
were never likely to reach Immortality but
possessed traits which the Immortals wishes
to preserve. This is how Titans and Lesser
Fiends are created. This application of the
spell costs 50 PP per use.

Third and last, an Immortal can use this
spell to create a new Manifestation Form,
either for himself or herself or for a success-
ful candidate who has just become Immor-
tal. This is the spell an Immorsel sponsor
uses to create the first Manifestation Form
for player characters upon their achieving
Immortality, as described in Chapter
Three: Becoming Immortal. This applica-
tion of the spell costs 100 PP per use and
hence is only available to higherlevel Im-
mortals with the Power to spare.

Detect Immortal Magic

Range: One World

Duration: One day

Effect: Detects Immottal magic on the
Prime Plane

Cost: 10 TP

With this spell, the caster can scan one
world for a day in order to detect Im-
mortal magical radiations—the magical
radiations which occur whenever an Im-
mortal is present in Manif estation Form
or whenever an artifact's special abilities
are used.

When an Immortal appears on a world
in the Prime Plane in Manifestation
Fotm, there is a 5% cumulative chance
per round that the caster of this spell will
detect his or her presence. If the Immor-
tal uses spells (either mortal-level or
Immortal-level spells), the chance goes
up to a cumulative 10% chance per
round. However, the use of spells by a
Mortal Identity will not be detected.

The spell will reveal the offending
Immortal’s exact location to the
spellcaster—sufficient for the spellcaster
to teleport there or send an immoreal
eye—but will not reveal the identity of
the culprit.

When an artifact’s special powers are
used, there is a 1% cumulative chance
per round that the caster of this spell will
detect their presence. However, once the
Immortal casting this spell determines
that it isan artifact at work, he or she will
probably do no more than report it to the
Council of Mystara, since it is not forbid-
den for mortals to use artifacts, merely
risky for the mortal involved.

Naturally, this spell can be detected by
another detect immortal magic spell. For
this reason, Immortals usually scan a
world from high above its surface—
typically, from one of the world’s moons.

An extremely large or complicated
planet might count as two or more
“worlds™ for purposes of this spell. For
example, the planet of Mystara counts as
two worlds (the Known World on the
ouside and the Hollow World within)
and requires two Immortals at a time to
scan it.

Important Note: Remember that this
spell is normally used only to monitor
worlds on the Prime Plane. Elsewhere in
the multiverse, it is not forbidden for Im-
mortals to interfere with planar activities.
A mortal from the Prime Plane who trav-
els to another plane is considered “fair
game"” for an offended Immortal to deal
with as he or she sees fit.
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Hear Supplicants

Range: Entire Dimension

Duration: 3 Turns

Effect: Hears and analyzes mortal prayers
Cost: 5TP

With this spell, the Immortal can
summon the formal prayers made to
him or her during the whole previous
day. The spell sorts all these prayers in
whatever order the Immortal wishes:
typically, the Immortal will want to hear
the prayers of his or her favorite mortals
first, high-ranking clerics second, unu-
sual or particularly passionate prayers
thied, and so forth. The Immortal does
not have to respond to any of these pray-
ers, and most Immortals just ignore the
run-of-the-mill prayers for personal gain
of minor benefits.

This spell is a good way for the Immor-
tal to keep track of what is happening in
the Prime Plane. From his or her clerics,
the Immortal will hear what events are
taking place in his or her clerical order;
from devout followers who are plot par-
ticipants he or she will learn how current
plotsare faring.

Immortai Eye

Range: Entire Dimension

Duration: 6 Tums

Effect: Creates movable invisible eye
Cost: 5 TP

When casting this spell, the Immortal
names a specific site on a world where
that Immortal is currently conducting a
plot. The world does not have to be in
the same plane as the Immortal, but it
does have to be in the same dimension.
The Immortal cannot name a world
where he or she has never been, or one
where Immortal or mortal magic does not
work, or one where the Immortal has not
already begun to conduct a plot.

Once the Immortal has named the spe-
cific site and cast the spell, an eye identi-
cal in function to the magic-user’s wizard
eye appears there. This eye is not detect-
able by the detect immortal magic spell
but can be detected by a normal detect
magic spell.

The immortal eye can move, flying ata
rate of 720’ a turn (240’ a round). The
Immortal must concentrate on the eye
without moving in order to control its

movements.

Any time he or she wishes, the Immor-
tal can project his or her Incorporeal
Form through the immortal eye. This
takes one full turn, at the end of which
time the Incorporeal Form appears on the
same spot where the eye had been. The
eye can also be used to project the Incor-
poreal Form into the dreams of sleeping
mortals within 180’ of the eye. In both
cases, the Immortal actually remains in
Manifestation Form in one place while
projecting his or her Incorporeal Form
through the immortal eye in another
place.

The fmmortal eye is not a crystal ball:
Immortals cannot name a person, an
item, or even a moving site when casting
this spell. In other words, this spell can-
not be used to instantaneously find
someone the Immortal is looking for. If
the Immortal expects a mortal to be in a
specific place and he or she is not there,
the Immortal may have to send the im-
mortal eye wandering in search of the
missing mortal.

At the end of the spell duration, the
Immortal can keep the spell going by
paying another 5 TP; this process can
continue as long as the Immortal chooses
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and has the power to spare.

Dispel magic, when cast by an Immor-
tal, has normal chances of affecting an
immortal eye; see the description of that
spell above. If an immortal eye is dis-
pelied, the spell can be recast, but only
after one full turn has elapsed.

Increase Spell Duration

Range: Does not apply

Duration: Varies

Effect: Increases duration of mortal spells
Cost: 1 TP per increase

This spell takes no time to cast; an Im-
mortal simply has to will it and spend the
appropriate amount of Power for it to
take effect.

The next mortal-level spell the charac-
ter casts will have its duration increased
by as many times its original duration as
the Immortal expended points. For ex-
ample, a spell that normally lasts one
turn would have its duration doubled by
the expenditure of 1 TP, tripled by the
expenditure of 2 TP, and so forth.

The Immortal can cast both fncrease
spell duration and reduce saving throw
(below) with a single mortal spell in the
same round.

Increase spell duration does not affect
Immortal-level spells.

Power Attack

Range: 720'; may be used through
Incorporeal Form

Duration: Instantaneous

Effect: Drains Temporaty Power from
victim

Cost: 2 TP per 1d6

This is a special sort of spell which
allows one Immortal to attack another
even across great distances and planar
boundaries.

When used by an Immortal in Mani-
festation Form, the spell has a range of
720'. For every 2 points of TP the Immor-
tal puts into the spell, the spell drains
1d6 of Temporary Power from the victim.
An Immottal is limited in the amount of
damage that he or she can do by his or
her Hit Dice: a tenth-level (24-HD) Im-
mortal could use up to 48 TP to throw a
24d6 Power Attack. The victim does get a
Saving Throw vs. Power Attack for half
damage, and Anti-Magic does apply.

Unlike most other spells, this spell can
be cast both through and against Incor-
poreal Forms. If an Incorporeal Immortal
is hit by this spell, he or she loses Tempo-
rary Power according to the spell descrip-
tion. When used through an Incorporeal
Form, this spell is subject to detection by
the detect immortal magic spell.

The spell has no effect on creatures
who do not possess Power Points.

Probe

Range: 720'; may be used through
Incorporeal Form

Duration: 1 Round

Effect: Discover information about
an Immortal

Cost: 5 TP

This spell is an information-gathering
device. It lasts for one round and may be
used on any one creature, including an
Immortal. The victim does not get a sav-
ing throw against the spell.

The probe reveals the target’s Sphere
of Power (if any), the presence of Power
Points, hit points, Anti-Magic, life
force, etc. In other words, the probe re-
veals whether the spell target is a mortal
or Immortal.

The spell also reveals the name of the
victim, but the victim does get a Saving
Throw against this effect. Mortals make a
Saving Throw vs. Spells with the standard
—2 penalty for Immortal Magic. Immortals
make a Saving Throw vs. Spell Attacks.

This spell is often used by Immortals
monitoring the Prime Plane. An Immor-
tal who spots Immortal magic use on the
planet below will often teleport to the
site to see who is violating the rules and if
necessary will use a probe to find out the
identity of the offending Immortal.

Cast at a Mortal Identity, however, this
spell will only reveal the name the Mortal
Identity goes by; it does not reveal the
true name of the Immortal wearing that
form, or even that the Identity houses an
Immortal. This is one of the advantages
of a Mortal Identity.

Like the power attack spells, this spell
can be cast both through and against In-
corporeal Forms; when used through an
Incorporeal Form, it is subject to detec-
tion by the detect immortal magic spell.

The only effective protection against
this spel! is a probe-shield spell (see
below).

Probe-Shield

Range: Self Only

Duration: 1 Tutn

Effect: Resists effects of probe spell
Cost: 5 TP

When an Immortal casts this spell, for
the duration of the spell he or she is im-
mune to the effects of the probe spell.
Another Immortal casting a probe at this
character will not be able to identify him
or her beyond the information that he or
she is an Immortal.

Reduce Saving Throw

Range: Same as spell it is applied to

Duration: Instantaneous

Effect: Reduces mortal victim's
saving throw

Cost: 1 TP per —1 penalty per victim

Like the increase spell duration spell
(above), this spell takes no time to cast;
the Immottal simply has to will it and ex-
pend the power cost for it to take effect.

When the Immortal casts the reduce
saving throw, he or she chooses how
many TP points to spend. The next
mortal-level spell the character casts will
be affected (reduce saving throw will not
work with Immortal-level spells).

For each Temporary Power point the Im-
mortal spends, the victim of the spell re-
ceives a =1 penalty to his or her saving
throw. For example, an Immortal casting a
disintegiate spell at a party of four mortal
targets who wants each victim to suffer a
— 8 penalty to the saving throw (above and
beyond the =2 they'll suffer fitom having
an Immortal cast a spell on them) would
pay 32 TP (8 pts X 4 sargets).

This spell only works on spells cast
against mortal targets; it does not work
against Exalted-level monsters or Im-
mortals. The Immortal can cast both
increase spell duration and reduce saving
throw with a single mortal spell at the
same time.

Shape Reality

Range: None (Adjacent)

Duration: Permanent

Effect: Changes the structure of the
multiverse

Cost: Varies (5 +PP)
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With this spell, Immortals acting
alone or together can alter reality in a
significant way.

When casting the spell, the Immor-
tal(s) must specify which of five applica-
tions he or she intends to use. The five
ways are Create a Heavenly Body, Move a
Heavenly Body, Create a Plane, Move a
Plane, and Aleer Characteristics of a
Plane.

Create a Heavenly Body: The spellcast-
er can create a moon, planet, or similar
heavenly body. This heavenly body can
have an atmosphere or not, as the creator
wishes; it can be habitable or not, as the
creator wishes; it can glow, reflect most
light cast upon it, both reflect and absorb
light cast upon it, or absorb more energy
than it reflects, all as the creator wishes.
Normally, suns are created to glow, have
no atmosphere, and be uninhabitable;
. planets both reflect and absorb light,
have an atmosphere, and are habitable;
moons reflect most light, have no atmos-
phere, and are habitable. But these are
only standard approaches, and Immortals
are not obliged to follow them. By pay-
ing extra Power Points, the Immortal(s)
can create a complex heavenly body, such
as a hollow world, a moon shaped like a
figure-eight, or a sun shaped like a ring
instead of a sphere.

The heavenly body, when created, pos-
sesses no plant or animal life; to populate
it, the Immortals use spells such as sum-
mon any monster and create species.

The heavenly body is created at the
place and with the orbital characteristics
chosen by the creator(s).

Move a Heavenly Body: Immottals can
move an already-created heavenly body
through use of this spell. When the Power
Point cost is paid, the heavenly body will
be moved to any new position within the
same plane and take on any orbital charac-
teristics the spellcaster wishes. This spell
will not allow Immottals to move a heaven-
ly body to a different plane.

Create a Plane;: With this use of the
spell, Immortals can create a brand-new
plane. Immortals often do this to create
personal pocket universes as their Home
Planes. The size of the plane dictates the
basic Power Point cost. The new plane
can be created in any place the creator
wishes—they can either be independent
Outer Planes, or planes entirely con-
tained within other planes. It will have
whatever appearance the creator wishes

but will not yet contain any heavenly
bodies; that requires uses of the ““Create
a Heavenly Body” function of this spell.
A newly-created plane has the same
physical laws as the Prime Plane (see
Chapter Eight: Planes and Dimensions
for the specific characteristics of the
Prime Plane); these can be changed by
applications of the **Alter Characteristics
of a Plane” function of this spell.

Move a Plane: Immortals can actually
move a plane—for instance, taking a plane
which 1s contained within another plane
and making it independent of that plane,
or taking one plane and putting it within
another plane. But this cannot be done
when any Immortal is in the plane, nor can
it be done when the plane is any Immor-
tal's Home Plane and that Immortal refuses
to let it be moved. Also, Immortals can on-
ly be sure that a plane is empty of Immot-
tals if the plane is small enough to be
searched. .. or when they cast the spell on a
plane, spend the Power Points, and find
that the spell does not work.

Since it’s so easy to permanently lose
Power Points this way, Immortals nor-
mally only use this spell to move planes
they “own.”

To cast the spell, the Immortal moves
to a node which leads to the plane and
then casts the spell. A small glowing ball
appears in the Immortal’s hand and will
not leave it untl he or she is teady to
complete the spell. The plane being en-
chanted is unaffected until the spell is
completed. Then, the Immortal moves to
a spot next to the plane’s new intended
location and deliberately places the glow-
ing ball there; a new node to the plane
appears there, and all nodes leading to
the plane from other places disappear.

Note that, once the spell is cast and
while the Immortal caster is in transit to
the new site for the plane, that plane is
completely inaccessible; no one can enter
or leave it because all previous portals no
longer exist and the first new one hasnot
yet been opened. Hence, other Immor-
tals cannot spoil the spell at chis stage by
travelling into the plane once the spell
has already been successfully cast.

Alter Characteristics of a Plane: An
Immortal can make one alteration to a
characteristic of a plane with each casting
of this spell.

The Characteristics of a plane include
Appearance, Dominant Sphere, Physical &
Magical Iaws, Passage of Time, Spells/

Powers Needed to Sutvive, Spells/Powers
Needed For Movement, Effects on Mortal
Magic, Effecs on Immortal Magic, and Ef-
feas on Immortal Special Powers. Each
casting of this spell can affect only one of
these and in only one way. Each change can
be small or great, but it must be possible to
describe the change in a few words.

For instance, a single change might be
as simple and harmless as “'Everything in
this plane is blue” or as dangerous as
“Mortal and Immortal spells and special
Powers do not work here.”

Only the creator of a plane or an Im-
mortal whose Home Plane it is can cast
this function of the spell on a plane. If
the creator no longer exists and no Im-
mortal has this plane as his or her Home
Plane, then no one can cast this spell on
the plane.

The DM should not use or allow appli-
cations of this spell which are instantly le-
thal or grossly unfair. For instance. a
change such as “ All lifie-forms other than
myself are instantly destroyed when en-
tering this plane” is a lethal application
and therefore unacceptable.

The accompanying table lists the costs
for the various uses of the spell.

Spell Effect PP Cost
Create a Heavenly Body
Asteroid 5
Small Moon 10
Large Moon 20
Small Planet 40
Medium Planet 60
Large Planet 80
Complex Planet +20
Small Sun 120
Large Sun 140
Move a Heavenly Body
Asteroid 1
Small Moon 2
Large Moon 4
Small Planet 8
Medium Planet 12
Large Planet 16
Small Sun 24
Large Sun 28
Create a Plane
Dwelling 20
Island 40
Continent 80
Planet 160
System 320
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Cluster 640
Galaxy 1280
Universe 2560
Move a Plane
Dwelling 5
Island 10
Continent 20
Planet 40
System 80
Cluster 160
Galaxy 320
Universe 640
Alter Characteristics of a Plane
Dwelling 1
Island 1
Continent 2
Planet 4
System 8
Cluster 16
Galaxy 32
Universe 64
Transform
Range: 60’

Duration: Permanent
Effect: Changes one mortal creature
Cost: 5 PP

This spell, similar to a mortal's poly-
morph other, changes a living creature
into any other type of living creature,
The spell does not affect Immortals. nor
can it turn a mortal into an Immortal or
an Immortal-level monster. The spell can
be used to change species, gender, age,
appearance, and character class but can-
not be used to turn one individual into
an exact duplicate of another person.

The spell is different from polymotph
otherin a variety of ways.

First, it cannot be dispelled; only an-
other tansform can turn the victim back
to the way he or she was before. Also, the
change cannot be detected by detect
magic, as the recipient's new form does
not radiate any unusual magic.

The victim’s hit point total changes to
match his or her new level, class, or spe-
cies. Finally, a victim cannot be crans-
formed to an experience level or Hit Dice
total greater than his or her starting expe-
rience level. However, a victim can be
transformed to a lower experience level or
Hit Dice total and later returned to his or
her original level/HD total.

A victim of this spell does not just
change his or her form; he or she be-

comes the new creature, including all
special abilities and behavioral tenden-
cies.

The Immortal can decide to suppress
the victim’s memories when casting this
spell. The memories are still with the vic-
tim, but he or she is unable to access
them. The Immortal who originally sup-
pressed the memories can later unlock
them by speaking a special pre-chosen
pass-word or code-phrase. The Immortal
can also plant false memories, giving the
mortal the idea that he or she has always
had this form.

Another Immortal can unlock those
memories by casting transform on the
victim without defining a new form (this
iscalled a “non-specific transform'); the
victim will return to his or her original
form and the lost memories will retura.

A mortal who welcomes the spell can
voluntarily forego his or her Saving
Throw; in this case, the spell will auto-
matically be successful. Otherwise, the
victim gets a Saving Throw vs. Spells at
the customary —2 penalty against Im-
mortal magic.

This is the spell used by Immortals of
the Sphere of Matter to guide their candi-
dates along the Path of the Polymath. It
is also used by Immortals who wish to
give extra lifespan to an aging follower or
candidate, as it can be used to make the
target young again.

This spell is also what Immortals use,
on rare occasions, to make a magical
sword sentient or to capture the life-force
of a freshly-slain mortal and put it into a
new mortal body.

Special Abilities:
Powers

All Immortals have additional powers
which make them more individual.

Each Immortal gets four Power
choices. With NPC Immornals, the DM
chooses the Powers. In the case of player
character Immortals, the player should
choose Powers he or she wants the PC to
have. All choices are subject to the DM’s
approval, and all choices are final once
play begins; no substitutions can be
made at a later date. Note that some of
these powers count as more than one
choice.

Many of these are abilities which the
character may have possessed in life and
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no longer automatically continues to pos-
sess upon reaching Immortality —for ex-
ample, the ability to turn undead. In
such cases, the character may wish to take
the corresponding Power in order to con-
tinue to enjoy that ability.

Cost
(# of Slots)

Immortal
Power

Cal!l Other

Control Undead
Detection Suite

Dragon Breath

Dragon Form

Enhanced Reflexes
Extra Attacks Per Round
Fighter Options

Groan

Height Decrease

Height Increase

Howl

Improved Saving Throws
Increased Damage
Increased Movement Rates
Leech

Mpystic Special Abilities
Poison Bite/Sting

Snap

Spit Poison

Summon Weapons
Swoop

Thief Special Abilities
Turn Undead
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Weapon Mastery

Call Other

With this power, an Immortal can
make a mental call for help back to his or
her Home Plane. Naturally, this power
only benefits Immortals who shate a
Home Plane with other Immortals.

Whenever the Immortal uses this
power, the DM rolls the power’s percent-
age chance of success (see below); if suc-
cessful, then one Immortal who belongs
to the same Home Plane and is on that
Home Plane will hear the Immortal’s cry
for help. If there is no Immortal answer-
ing those characteristics on the Home
Plane, then the spell is wasted. If there is
more than one Immortal answering those
characteristics on the Home Plane, the
DM rolls randomly to see which one
hears.

It is also important to remember that
the Immortal who hears the cty for help
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does not have to respond. If he or she
does, then the power opens up a momen-
tary Gate to the Home Plane, and the
Immortal responding to the cty can step
through with an expenditure of 50 TP
points on his or her part.

Call Octher Chances of Success
Caster’s Chance of
Immortal Spell’s
Rank Success
Initiate 15%
Temporal 30%
Celestial 45%
Empyreal 60%
Celestial 75%
Hierarch 90%
Creatures which are not full

Immortals—such as Lesser Fiends—use
the Call Other power as though they were
Initiates.

Only one Immortal can respond to
each Call Other attempt.

An Immortal may Call Other once per
round, and may continue to Call Other
at that rate, even when some aid has al-
ready arrived. An Immortal may not Call
Other in the same round he or she casts a
spell, not may he or she deliberately
spend TP or PP in any way during the
same round.

Each Call Other attempt costs 10 Tem-
porary Power points, regardless of wheth-
er it succeeds or fails.

Control Undead

This power gives the Immortal the
ability to speak with all intelligent un-
dead creatures and the ability to control
them as though he or she were an Un-
dead Liege of 33 + HD (see the rules on
controlling undead on page 217 of the
D&D® Rules Cyclopedia).

Detection Suite

The Immortal who takes this Power
gains all the special detection abilities of
the dwarf and elf; he or she can detect
traps, sliding walls, sloping corridors,
new construction, and hidden and secret
doors with the normal chances for those
two character classes.

68

Dragon Breath

The character with this power gains the
breath weapon of a dragon, doing an
amount of damage equal to the Immortal’s
current hit points towal. The Immoreal can
breathe once per day in the fashion of each
of the dragon types listed on the table be-
low. Each breath costs 50 TP

Types of Dragon Breath

(Each Usable Once/Day)

Color Breath Breath
Dragon Type Shape
Black Acid Line
Blue Lightning Line
Gold Fire Cone
Gold Gas Cloud
Green Chlorine Gas  Cloud
Red Fire Cone
White Cold Cone

If the Immortal with this power also
takes Dragon Form (below), the breath
attacks from the Dragon Form are /n ad-
dition to the dragon breaths which this
power provides.

Dragon Form

This power counts as two power
choices.

The Immortal with this power has the
Manifestation Form of a gigantic
dragon—of whatever color and appear-
ance the Immortal wishes.

The Immortal with a Dragon Fotm can
move 180" (60') on foot, 420" (140')
when flying or in Incoporeal Form.

He or she is also able to make two drag-
on breath attacks per day but only gains the
breath weapons of the types of dragon
which share his or her alignment. In other
words, a Lawful Immortal with this power
can use either of the breath weapons of a
Gold Dragon, a Neuttal Immortal can
breathe as a Blue or White dragon, and a
Chaotic Immortal can breathe as a Black,
Green, or Red dragon. Each breath attack
costs the Immortal 50 TP.

When in Dragon Form, the character
gets nine actacks per round, whatever his
or her experience level: two bites, two
claws, two wing-strikes, two kicks, and
one tail-swipe. The bites do 6d8 damage
each, the other attacks 2d8 apiece; in
each case, Strength bonuses apply.

Enhanced Reflexes

An Immortal taking this power adds
+2 o his or her rolls for surprise and in-
dividual initiative.

Extra Attacks Per Round

Immortals normally get two attacks per
round at levels 1-12, three per round at
levels 13-24, and four per round at levels
25-36. By taking this power, an Immortal
can gain an extra attack each round. An
Immortal can only take this power twice.

An Immortal who takes this power
once would have three attacks per round
at levels 1-12, four at levels 13-24, and
five ac levels 25-36. An Immortal who
takes this power twice would have four
actacks per round at levels i-12, five at
levels 13-24, and six at levels 25-36.

Fighter Options

An Immortal who takes this power can
use the following maneuvers as a 36th
level fighter: Lance Attack, Set Spear vs.
Charge, Smash, Parry, and Disarm. A
Smash attack in the hands of a high-
Strength Immortal can do a devastating
amount of damage.

This package of skills does not include
the fighter's Multiple Attacks option.
The only way to simulate this is through
the “Extra Attacks Per Round” Power
given above.

Groan

An Immortal with this power can,
once per turn, make a horrible noise; this
normally takes the form of a groan, but
individual Immortals with this power can
choose for it to sound like something
else. Each Groan costs 20 TP.

When an Immortal Groans, everyone
within 180'—including Immortals and
undead—must make a saving throw (Im-
mortals: vs. Mental Attacks, at a +4 bo-
nus; Mortals: vs. Rod/Staff/Spell, at a
=2 penalty; Undead: vs. Rod/Staff/
Spell, at no penalty). Failure means that
the victim is paralyzed with trembling for
one turn. This power can affect even Im-
mortals and undead.

A successful saving throw means the
victim is still partially affected; he or she
trembles with shock, cutting movement
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rates are cut in half for the duration.

Multiple Groans in the same turn—
e.g., from different Immortals—have no
additional effect on a victim.

Height Decrease

Any Immortal who wishes to have a
Manifestation Form less than 3’ tall must
take this Power.

Height Decrease enables an Immortal
to adjust his or her height to anywhere
between 3 inches and 3 feet tall. This
Powerdoes not affiect the Immortal's ap-
pearance in any way other than height,
nor does it affect any of the Immortal's
Ability Scores.

When changing height, the Immortal
simply decides how small he or she wants
to be and concentrates on changing; the
transformation takes a full turn. At the
end of that turn he or she is at the new
height. The Immortal can stay small con-
tinuously if he or she wishes, without re-
verting to normal height even when
sleeping.

Though this Power has few effects on
combat, it allows an Immortal to slip
bonds no other Immortal can slip and to
get into places other Immortals cannot
enter without resorting to a shapechange
spell.

Note that the same Immortal could
have both Height Decrease and Height
Increase powers.

Height Increase

Any Immortal who wishes to have a
Manifestation Form larger than 7' tall
must take this Power.

Height Increase enables an Immortal
to adjust his or her height to anywhere
between 7 feet and 22 feet (the height of
a Storm Giant). This Power does not af-
fect the Immortal's appearance in any
way other than height, nor does it affect
his or her movement rates, Hit Dice, At-
mor Class, or any of his or her Ability
Scores.

When changing height, the Immortal
simply decides how big he or she wants to
be: ogre height (8-10’), hill giant height
(12’), stone giant height (14'), fire giant
height (16’), frost giant height (18'),
cloud giant height (20'), or storm giant
height (22"). He or she then concentrates
on the transformation, and at the end of
one full turn the character is at his or her

desired new height. The character can
stay tall continuously if he or she wishes
and does not revert to normal height
when asleep.

An Immortal who uses this Power to
grow to giant-size gains the rock-
throwing ability of the giant whose size
he or she has chosen, but the damage in-
flicted is the same as any other Punch at-
tack from an Immortal of his or her level
(modified by Strength bonuses, if appli-
cable).

Note that the same Immortal could
have both Height Decrease and Height
Increase powers.

Howl

An Immortal with this power is able to
make a terrifying howl. Evetyone within
180" of the Howling Immortal must
make a saving throw (Immortals: vs.
Mental Attacks; mortals: vs. Rod/Staff/
Spell at a —2). A failed saving throw
means the victim must flee in terror for
3d6 rounds.

Improved Saving Throws

The Immortal who takes this power
chooses for it to apply to one (and only
one) category of his or her saving throws
—vs. Spell Attacks, Physical Attacks,
Mental Attacks, or Power Attacks. The
character cannot change which category
of saving throw the benefit applies to
once the initial choice is made.

Thereafter, whenever that character
rolls that type of saving throw, a success-
ful save means that he or she only takes
one-fourth the damage the attack would
otherwise have inflicted; failure means
that he or she takes only one-half the nor-
mal damage.

If the type of attack is an all-or-
nothing effect (such as Howl), failure
means the Immortal suffers the full af-
fects of the attack and success means that
he or she is completely unaffected.

An Immortal can take this power more
than once but must apply it to different
category each time.

Increased Damage

An Immortal who takes this power in-
creases the amount of damage each of his
or her attacks delivers by one die. Immor-
tals can take this power up to fourtimes,

for a maximum of four dice of additional
damage per successful hit.

Increased Movement Rates

An Immortal who takes this Power
doubles his or her movement rate. He ot
she is able to walk or swim 300 feet a turn
(100 feet a round), fly 720 feet a turn
(240 feet a round), and whiz along in In-
coporeal Form at 1440 feet a turn (480
feet a round).

With DM permission, a character
could take this power more than once for
cumulative effects. Committing two of
the Immortal’s four Powerslots to it gives
him or her three times the basic Immortal
movement rates; taking it as three slots
gives four times the basic movement
rates; while an Immortal who spent all
four Power slots on this one ability would
get five times the basic movement rates.

Leech

This power resembles the life-drain
power of wights, wraiths, specttes, and
vampires; it affects Immortals as well as
mortals. The ability is permanent but not
continuous—that i1s, an Immortal with
this power can touch others without in-
tlicting damage if he or she wishes. To use
the power, the Immortal must touch a
victim and deliberately activate the
Leech; a successful attack roll is required
to hit a target who resists.

Each Leech touch hitting a mortal will
drain three experience levels from that
victim. The mortal gets a Saving Thiow
vs. Death Ray (at the usual =2 penalty
vs. Immortal magic), but success does not
prevent the damage from taking place: it
only allows the victim to realize that the
drain is taking place. Otherwise, he or
she may not even notice the ill effects un-
til later.

Immortal victims of this spell lose not
levels but Power. An Immortal who fails
his or her Saving Throw vs. Power Attacks
loses 10 PP; making a successful saving
throw changes the damage from a Leech
attack to 10 TP,

An Immortal using the Leech attack
gains 3d4 hit points from a successful hit
on a mortal and 10 TP from a successful
hitona fellow Immortal. It is possible for
a character to temporarily exceed his or
her current total hit points or TP, butany
excess points gained by the Leech are lost
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after a short time (one wurn per rank of
the Immortal). For example, if Thanatos,
a Hierarch, lost 7 hit points in combat
and then made a successful Leech attack
for 11 hit points, he would be 4 hit points
above his usual maximum for the next six
turns (assuming he suffered no further
injury). At the end of this time the bonus
points would vanish, leaving him ac full
strength.

This power is extuemely deadly when
used against mortals in combination with
the charm and paralysiseffectsof an Aura
Autack.

Mystic Special Abilities

This power costs three choices.

An Immortal waking this power gains
most of the abilities of a 16th level mystic
not already possessed by all Immortals.
These include the mystic's damage with
hand attacks, Acrobatics, Awareness,
Heal Self, and Mind Block (vs. spells cast
by Immortals), Blankout, and Gentle
Touch.

Poison Bite/Sting

Immortals with this power have a poi-
sonous bite or sting (the individual tak-
ing this power must choose which; the
power can be taken twice to have both).
Autacks by such an Immortal inject poi-
son into his or her prey. This can only be
done in hand-to-hand combat and re-
quires a successful “to hit” roll.

The victim is entitled to a saving
throw. Mortal victims roll vs. poison, sav-
ing at a —4 penalty (the standard —2 for
Immortal magic plus an additonal —2
for the virulence of the poison). Immot-
tal victims roll an ordinary Saving Throw
vs. Physical Attacks.

A mortal who fails his or her saving
throw dies instantly. So potent is this ven-
om that a mortal victim's own blood be-
comes poisonous; twelve doses of lethal
poison can be extracted from the unfor-
tunate’s corpse. This blood will not, how-
ever, cause its victims' blood to become
poisonous in turn.

A mortal who makes his or her saving
throw takes 6d6 hit points of damage and
is agonized for a full day. During that
time he or she is unable to do anything
but writhe in agony—that is, fighting,
speaking coherently, casting spells, or
even thinking clearly are all impossible.
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An Immortal who fails his or her
saving throw suffiers the same effectsasa
mortal who makes his (or hers). That is,
he or she loses 6d6 hit points and is in
such pain that speech, combat, and use
of Immortal-level spells and powers are
all impossible until a full day has
passed.

AnImmortal who makes his ot her sav-
ing throw is unaff ected by the poison.

Snap

The Immortal with this power can mo-
mentarily stretch a part of his or her
body—arms, legs, tail, tongue, hair, or
other—and grab at one target up to 20’
away. If he or she hits, the vicim can be
dragged to him or her in the same melee
round and receive a Punch autack. If the
victim was surprised (highly likely on a
mortal victim unaware the Immortal pos-
sesses this ability), the Punch does dou-
ble damage.

Spit Poison

Unlike the Poison Bite/Stung ability,
this power enables an Immortal to spit
poison into the eyes of any target within
30 feet. The target gets a saving throw
(mortals: vs. Poison at =2; Immortals:
vs. Physical Attacks).

A mortal who fails his or her saving
throw dies instantly; a mortal who suc-
ceeds takes 3d6 damage and will be
blinded until magically cuted by an
Immortal-level neutralize poison.

An Immortal who fails his or her
saving throw takes 3d6 damage and is
blinded for 2d10 rounds or until he or
she receives neutralize poison; a success-
ful saving throw means the attack has no
effect.

Summon Weapons

An Immortal can use this power on any
two weapons that he or she possesses; once
the weapons have been chosen, no later
substitution is possible. He or she must
leave the weapons in a safe place on his or
her Home Plane. Atany time thereafter, he
ot she can Summon either or both of those
weapons with a simple, pre-determined
action (for example, a snap of the fingers).
The desired weapon instantly appeacs in his
orher hand, ready for use. When he ot she
is finished with the weapon or if he or she

drops it in combat, it retums to its normal
hiding place.

Summoning a weapon does not count
as a combat maneuver. If a designated
weapon is stolen from its hiding place, its
owner cannot Summon it until it has
been recovered.

Swoop

This power can only be used when fly-
ing. A flying Immortal who Swoops
down on a target and successfully attacks
it does double damage with that hit due
to momentum. This Power can be used
once every three rounds.

Thief Special Abilities

The Immortal taking this power has all
the following special abilities of a 36th
level thief: Open Locks, Find Traps, Re-
move Traps, Climb Walls, Move Silentdly,
Hide in Shadows, Pick Pockets, and Hear
Noise.

The Immortal does not receive the
Backstabbing special ability.

Turn Undead

The character is able to tum undead as
a 36th level cleric.

Weapon Mastery

In a campaign which uses the optional
Weapon Mastery rules, an Immortal tak-
ing this power becomes a Grand Master
with three weapons of his or her choice,
gaining all the awack, damage, defense,
and other bonuses described on pages 75-
80 of the D&D® Rules Cyclopedia. Each
different use of a weapon counts as one
slot—for example, being able to correctly
wield a bastard sword two-handedly as
well as one-handedly counts as two slots.

An Immortal could spend more than
one of his or her power choices on Weap-
on Mastery; an Immortal who devoted all
four slots on this Power would be a
Grand Master of twelve weapons.

Note: Fiendish Powers

Certain classes of Exalted and Immortal
monsters serving the Sphere of Entropy are
called Fiends. There are seven main types
of Fiends, each with the ability t use four
Immortal Powers. Three of these Powers




are the same for all Fiends: Call Other,
Control Undead, and Enhanced Reflexes.
In addition, each Fiend type possesses the
following additional power:

Type of Fiend  Power

Croaking Snap

Groaning Groan

Hissing Spit Poison
Howling Howl

Roaring Summon Weapons
Screaming Swoop
Whispering Leech

See Chapter Seven: Monsters for more
information on Fiends.

Optional Rule: Acquiring
More Powers

In the rules given above, an Immortal
chooses his or her four Powers upon be-
coming Immortal and never changes
them thereafter. The following optional
rule is for DMs who want Immortal
player-characters to be able to gain addi-
tional Powers as they progress in level.

Under the optional rule, an Immortal

(PCs and NPCs alike) gains one new
power upon achieving a new rank (that
ts, at levels 7, 13, 19, 25, and 31). The
DM should decide whether or not to al-
low this optional rule depending on the
needs of his or her individual campaign.

Special Abilities: Forms

The three forms Immortals can take—
Manifestation Form, Incorporeal Form,
and Mortal Identity—were described
briefly in Chapter One for DMs who in-
tended to use Immortals purely as NPCs;
the additional information regarding the
abilities of each form contained in this
section is for use in campaigns with
Immortal-level player-characters.

Each Immortal has a Manifestation
Form, which is his or her normal Immor-
tal body; only in Manifestation Form
does an Immortal have complete access to
his or her full abilities. The most power-
ful Immortals have two or more Manifes-
tation Forms.

Every Immottal also has an Incorpoteal
Form. Incorporeal Forms are far less pow-
erful than Manifestation Forms since they
cannot inflict physical damage on a tar-
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get; however, they are also immune to
virtually all atracks, even those that affect
other Immortal forms. Their main use is
for surveillance and unobtrusive com-
munication with mortals.

Finally, all Immortals have the ability
to take on Mortal Identities. Mortal Iden-
tities are the least powerful Immortal
forms, since physically they are mortal
bodies vulnerable to any sort of attack.
However, they have the advantage that
spells like detect Immortal magic and
probe will not reveal the Immorcal’s pres-
ence; hence, Mortal {dentities are a good
way to assist plots without attracting the
unwanted attention of rival Immorcals.
Also, the ban on direct Immortal inter-
ference with the Prime Plane does not
forbid involvement in Mortal Identity
form; such activity does notcount as “‘di-
rect action” for purposes of the ban.

In addition, many Immortals enjoy be-
coming pseudo-mortals for a time—the
challenge of keeping a frail mortal body
alive for an adventure provides a wel-
come change frem the duties of helping
to run the multiverse.
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Changing Between Forms

An Immortal can change from one
form to another, or from one type of
form to another, whenever he or she
wishes. The process takes an entire turn
to complete. During the turn the Immor-
tal is transforming, he or she has all the
stats, powers, and limitations of the form
he or she is transforming from; through-
out the transformation he or she can take
any actions, including combat, which are
available to that form.

Changing from one form to another is
a natural ability of all Immortals, not a
spell. Immortals neither gain nor lose
Power (PP or TP) as they shift forms.

Finally, an Immortal cannot change
between forms while held in baaka
chains (sec Chapter Seven: Monsters for
more information on baaka).

Manifestation Form

Additional Manifestation
Forms

Each Immortal’s first Manifestation
Form is a gift fiom his or her Sponsor.
Each subsequent Manifestation Form
permanently costs the Immortal 100 PP
to create. This high costs explains why
few low-level Immortals are willing or
able to act as Sponsors; usually only Em-
pyreals. Eternals, and Hierarchs can af-
ford the PP cost involved.

Naturally, an Immortal cannot appear
in two Manifestation Forms at the same
time.

“‘Death’” and the
Manifestation Form

When an Immortal is killed in Mani-
festation Form on any plane but his or
her Home Plane, theImmortal is not tru-
ly slain; instead his or her life-force is
banished back to the Home Plane.

Upon arrival at the Home Plane, the
Immortal is automatically drained of 100
PP as the first Manifestation Form auto-
matically re-creates itself. Note that it is
possible for this PP loss to reduce him or
her to a lesser experience point level. If
this happens, the hapless Immortal has
no choice: he or she must accept the re-
duction in level and subsequent loss of

hit points, Hit Dice, and abilities.

The character is now trapped on the
Home Plane for a number of days equal
to his or her hit point total. During this
time he or she cannot change into Incor-
poreal Form or take on a Mortal Identity.
Furthermore, the Immortal loses the
ability to grant spells to his or her clerics
for the period he or she is forced to stay
on his or her Home Plane.

An Immoral who is slain while in
Manifestation Form on his or her Home
Plane is truly dead and cannot be revived
by any magic known to the Immortals.

Why Have More Than One
Manifestation Form?

The reason some Immortals like hav-
ing different Manifestation Forms is that
the different forms help them assume the
different aspects, personalities, and
mind-sets necessary for dealing with dif -
ferent cultures. Also. Manifestation
Forms, unlike polymorph self, cannot be
dispelled.

Different Powers

One optional rule the DM may want to
allow is for dif ferent Manifestation Forms
to have different Powers.

Normally Manifestation Forms, as de-
scribed earlier, have four Power choices.
With this optional rle, any additional
Manifestation Form which the Immortal
creates could have different Powers fiom
the original form. DMs might wish to
consider this option in conjunction with
the “Acquiring More Powers” optional
rule given on the preceding page.

Incorporeal Form

The Immortal’s second form is his or
her Incotporeal Form. This form is a pro-
jection of the character’s mind from the
plane wherte he or she currently is to an-
other plane.

The appearance of an Incorporeal
Form in the Prime Plane does not alert
Immortal observers; it does not radiate
the type of Immortal magic which the de-
tect immortal magic spell is designed to
discover. Therefore, an Immortal can
freely communicate with his or her cler-
ics, followers, minions, candidates, or
anyone else without alerting other Im-

mortals to his or her activities. However,
casting spells through the Incorporeal
Form may alert Immortal observers.

Incorporeal Forms have the following
traits:

Appearance: The Incorporeal Form
can take on any appearance the Immortal
wishes, so long as it is transparent and
obviously insubstantial and cannot be
mistaken for any sort of monster (such as
a ghost or spectre). Some Immortals have
their Incorporeal Forms look like bright
lights; others have Incorporeal Forms
that look like misty representations of
their Immortal symbols; most simply
have them appear as glowing, transpar-
ent versions of their normal form.

Communication: In Incorporeal Form,
an Immortal has the same communica-
tion abilities he or she has in Manifesta-
tion Form—that is, he or she can speak
all languages known in that dimension
and can also communicate telepathically.

Defenses: The Incorporeal form is im-
mune to all physical attacks and to all
mortal and Immortal spells except the
Immortal spells power attack and probe.

Dreams: The Incorporeal Form can
control the dreams of all mortals sleeping
within a 180’ radius of the Incorporeal
Form’s location. He or she can have all
victimsappear in the same dream or have
them have separate dreams; he or she can
show them a dream which they only ob-
serve or can allow them to participate by
making choices at critical junctures. This
is one of the most common ways an Im-
mortal communicates with his or her fol-
lowers and makes his or her wishes
known.

The Immortal Eye Spell: Notmally, cthe
Manifestation Form vanishes when the
Immortal takes on this form (the one is
transformed into the other). However,
when the Incorporeal Form is projected
through the immorealeye spell, the Man-
ifestation Form goes into a trance-like
state and the Incorporeal Form appears
where the immortal eye is, a process
which takes one turn to complete. Natu-
rally, the projected form cannot change
into another form without returning to
and reinhabiting the Manif estation Form
body first.

Insubstantiality: The Incorporeal Form
can travel through any sort of matter; it is
completely intangible. Since Immortals
are immune to mortal spells, the Incor-
poreal Form can also travel freely through
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spells such as force field when cast by
mortals... but not when they are cast by
Immortals.

Magic Use: The Incorporeal Form can
use any clerical, druidic, or magical
travel-type spell as if the Immortal were a
spellcaster of twice the level of the Im-
mortal’s HD, to a maximum of 36th
level. Thus, if the Immortal has 15 HD,
these spells are as effective as if cast by a
30th-level spellcaster, but all Immortals
with over 17 HD cast such spells as if
36th-level spellcasters. These spells affect
only the Incorporeal Form itself—the Im-
mortal could not, for example, teleport
other people without assuming Manifes-
tation Form or an appropriate Morral
Identity. An Incorporeal Form Immortal
» does not need spell books to cast these
spells and has the ability to cast them as
many times as he or she pleases.

Note that all of these spells affect only
the Incorporeal Form itself. This is be-
cause the Incorporeal Form use of these
spells does not interact with the world
around it; this is also why the detect Im-
mortal magic spell does not alert ob-
server-Immortals  of its  activities.
However, The Incorporeal Form can also
cast the Immortal power attack, probe,
and probe-shield spells, which can tip off
Immortal observers.

Travel: The Incorporeal Form has the
power to fly at will at 720 a turn (240 feet
a round). When the Immortal wants to
travel without seeing much of the terrain
below, he or she can fly at the tremen-
dous rate of 24 miles per round.

Mortal ldentity

The third type of form Immorcals can
take is a Mortal Identity.

To create a Mortal Identity, the Immor-
tal needs only spend 5 PP. This creates a
mortal body and identity belonging to
any character race and character class or
any monster species. The body can be of
any age, appearance, or sex. It can be of
any experience level or Hit Dice total ap-
propriate for that form.

While in a Mortal Identity, the Immor-
tal is bound by all character class or spe-
cies limitations of the form. For example,
if an Immortal creates a human form, he
or she can create anything from a normal
(zero-level) person to a 36th level adven-
turer (or 16th-level Mystic). Violation of
any such limitations destroy the Mortal

Identity body, forcing the Immortal back
into Manifestation Form.

The Immortal may create any gar-
ments, weapons, and normal (non-
ardfact) magical items as possessions for
his or her mortal form. When he changes
to another form, all those objects turn in-
to nothingness; hence a thief who has
stolen such an item will watch it disap-
pear into thin air the next time the Im-
mortal changes forms. When the
Immortal returns to the form which had
that item, the item returns to the
Immortal—not to the thief.

A Mortal Identity body simply van-
ishes when the Immortal inhabiting it
changes to another form and returns
whenever the Immortal wishes to resume
it. Resuming the same morcal form does
not cost any extra PP unless the body has
been destroyed (either by the Immortal
using an Immortal-level spell or by dam-
age inflicted from outside); see “‘Death
of a Mortal Identity’ below.

A few Immortak take on a Mortal Iden-
tity identical to the one they wore in their
mortal lives; they continue this identity,
not letting cheir friends know that they
have, in fact, achieved Immoruality. A
prime example is Prince Etienne d'Am-
breville, ruler of Glantri, who is in fact the
Immoctal Rad; should the Master of the
Desert Nomads, ruler of Hule, achieve Im-
mortality, he will probably do the same.

Immortals can maintain more than
one Mortal Identity. In a campaign which
uses the optional rules regarding avatars
described below, Immortals can maintain
several such identities simultaneously, if
they wish.

While in a Mortal 1dentity, an Immor-
tal losesmost of his or her Immortal abili-
ties and is left with no more power than
the type of mottal or creature whose form
he or she has assumed. One special Im-
mortal power does stay with the charac-
ter, however: the ability to speak all
known languages.

Detection of the Mortal
Identity

The Mortal Identity form is not detect-
able by other Immortals as housing an
Immortal; it does not radiate Immortal
magic.

Spells such as ESP and probe reveal
nothing about the Immortal within the
mortal form. An Immortal in a Mortal

Identity can, for example, create a set of
mortal memories for that form, surface
memories which he or she knows to be
false but which spells such as ESP will
“access’ instead of the true thoughts of
the Immortal beneath.

Ironically, an Immortal in a Mortal
Identity could be struck by another’s
transform spell and would be fully affect-
ed by that spell; his or her mortal form
would be changed to whatever the spell-
caster wanted. If, for instance, the spell-
caster wanted to visit amnesia upon the
“mortal’’ victim, the Immortal inside the
Mortal Form would make a normal (mor
tal) saving throw against the spell... and,
if he or she failed, he or she would lose
his or her memory and probably be
trapped in that Mortal 1dentity for the
rest of its natural life, with the Immoctal
life-force within only being liberated at
the morcal body’s death.

Death of a Mortal Identity

The Mortal Identity is as vulnerable to
damage as any other mortal of the same
race, class, and experience level. Monal
Identity bodies must eat and sleep, just like
those of normal mortals, and can die from
deprivation. If a Mortal Identity is slain for
any reason, all of its belongings created by
the Immoreal (excluding artifacts) vanish at
the moment of his or her death.

If a Mortal Identity is killed, the Im-
mortal is banished back to his or her
Home Plane. The Immortal is then
trapped on that plane for 48 hours; dur-
ing this time, he or she is trapped in
Manifestation Form and may only take
on another form (i.e., the Incorporeal
Form) through an fmmortal eye spell.

Since the Mortal Identity was killed,
the Immortal will have to re-create the
slain mortal form if he or she wants to re-
turn to that Identity once he or she is free
to leave the Home Plane. Re-creating a
Mortal Identity body cost the same as cre-
ating it in the first place: 5 PP.

Optional Rule: Avatars

As an optional rule, DMs may wish to
allow Immortal characters to have the
ability to create avatars. These lesser-
powered duplicates enable the Immortal
to be in two or more places at once, a
great benefit in managing a large num-
ber of complicated plots. Each avatar is a
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projection of the Immortal who created it
and has the same personality.

To create an avatar, the Immortal sepa-
rates some of his or her hit points and TP
points (at least 5% of each) from the
Manifestation Form body. This results in
an exact double with all the abilities of
the original Immortal.

The avatar has all the spell and combat
abilities of the original Immortal, except
that it has only the hp and TP he or she
has given it.

If the avatar loses all its hit points or
spends all its TP points, it discorporates
and returns to the ‘‘real” Immortal.
When this happens, any hit points or
Temporary Power not used up return to
the Manifestation Form, and memories
of what the avatar experienced become
part of the Immortal’s memories.

An avatar remains in telepathic com-
munication with the Immortal of which
it is a projection at all times, so long as
they are on the same plane. If an avatar is
slain while it and its Immortal are on dif-
ferent planes, the memories fade out of
existence within a day and the Immortal
may never know what happened to the
lost avatar.

An avatar can assume Incorporeal
Form or any of its Immortal’s Mortal
Identities. This enables an Immortal to
have several Mortal Identities and Incor-
poreal Forms operating at the same time.

An Immortal can have a maximum of
19 avatars at any one time. Hit points
and TP assigned to an avatar are not
available to the Immortal so long as the
avatar’s separate existence continues. If
on the same plane, the Immortal can at

&

74

any time reabsorb the points granted the
avatar, causing it to vanish.

An Immortal currently trapped on his
or her Home Plane can create avatars but
cannot send them out of the plane.
If an Immortal in Manifestation Form or
a Mortal Identity is killed on another
plane and so banished to his ot her Home
Plane, all avatars immediately discor-
porate and return to the Immortal.

Spending and Regaining
Power

Spending Temporary Power

Immortals spend TP (Temporary
Power) to achieve many of their spells
and special effects. In a single day, an Im-
mortal character can spend a number of
points equal to his or her Temporary
Power score. Since so many Immortal
abilities depend upon having enough TP
to fuel them, it's important for both
players and DMs in Immortal-level cam-
paigns to keep track of how many TP a
character has left.

In addition to spending it, an Immor-
tal can also lose Temporary Power to such
special powers as Leech or a successful
power attack spell. This sort of power loss
is identical in effect to spending Tempo-
rary Power deliberately.

Regaining Temporary Power
All the Temporary Power an Immortal

has expended will return after he or she
has had a full night’s rest.

@

When Temporary Power
Reaches Zero

When an Immortal's Temporary Power
score reaches zero, the Immortal is in a state
of near-collapse. He or she cannot cast any
more spells (mortal- ot Immortal-level) and
cannot use any abilities which require the
expenditure of Power. All his or her move-
ment rates are halved, as is “'Punch’' attack
damage. He or she makes all saving throws
witha —4 penalty.

However, the Immortal is not drawn
back to his or her Home Plane when the
Temporary Power total reaches 0; only
death of a Mortal Identity or Manifesta-
tion Form can do that.

Temporary vs. Permanent
Power

An Immortal’s Temporary Power score
cannot exceed his or her Power Point to-
tal. Whenever an Immortal permanently
spends Power Points, he or she simulta-
neously loses an equal number of Tempo-
rary Power points.

Spending Permanent Power

An Immortal spends Permanent Power
to create a Manifestation Form, artifact,
plane, or anything else which involves
causing permanent changes in a mortal
or Immortal being.

The Immortal may never deliberately
spend enough Permanent Power to lose
an experience level.

Permanent Power does not regenerate;
once spent, it is gone forever. The only
way to get more Power Points is to earn
them.




@}é:h of Wkath of the Immortals has
en written to show the DM how
to use Immonals in a campaign based
around mortal player-characters. Inevita-
bly, however, many DMs and players will
want to have a campaign where the play-
er characters themselves are Immortals
meddling in the lives of NPC mortals
much the same way the NPC Immortals
meddled with the lives of the PCs.

This chapter will provide basic guide-
lines for an all-Immortals campaign.
Space considerations don’t allow us to
provide an extensive treatment of this
subject, so DMs should feel free to ex-
pand upon these ideas.

What Immortals Do

The average Immortal leads an in-
volved and complicated existence. He or
she has many tasks, duties, and interests.
The following are but a sampling of
these. Even DMs who have no interest in
running an all-Immortals campaign will
find this information useful in providing
insights into the ways Immortals behave
as NPCs in mortal-level campaigns.

Immortal perform the following
actions:

Provide Power and Guidance to
Clerics, Paladins, Avengers,
and Mystics

Initiate, Monitor, and Further Plots

Watch Over Favored Mortals

Explore and Study the Multiverse

Establish Relations With Other
Immortals

Maintain Mortal Identities

Perform Investigations For Greater
Immortals

Fight With Other Immortals (Rare)

Acquire More Followers

Acquire Power

Let’s discuss these one by one.

Provide Power and Guidance
to Clerics, Paladins,
Avengers, and Mystics

Mortal spellcasters have to spend an
hour each morning meditating or memo-
rizing to acquire their day's spells.

Immortals have it a bit easier: they
provide spells to their clerics (and pala-
dins and avengers) automatically, with-
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out having to spend any time at all.
However, most do meditate at some
point each day in order to use their im-
mortal eye spells to see what's happening
on the world and to cast hear supplicanss
spells to find out what their mortal fol-
lowers are praying for. During this time,
they can choose to deny spells to clerics
who have displeased them, a decision
which takes only an instant and requires
no power expenditure.

They use their spells to observe devel-
opments within the mortal clerical orders
which serve them, to watch the paladins
or avengers who gain spells from the Im-
mortal, and to look in on the mystics’ or-
ders who profess to follow the Immortal's
philosophies. If the Immortal sees some-
thing he or she doesn't like or wishes to
institute some change in his or her fol-
lowers, he or she must let the offender(s)
know what has displeased him or her.

Normally, the Immortal will utilize his
or her Incotporeal Form to contact the
leaders of his or her clerical and mystical
orders, either in their waking hours or in
their dreams, and make his wishes
known. Paladins or avengers will be con-
tacted directly, though subtly. A particu-
lacly showy Immortal, or one who has
been outraged by a blatant alignment
deviation on a follower’s part, may prefer
some more dramatic demonstration to
make a lesson of a treacherous cleric or
wayward paladin, such as having him or
her struck by lightning out of a cloudless
sky.

Initiate, Monitor, and
Further Plots

Just about every Immortal conceives
and executes plots. Plots are such a com-
plex and important part of an Immortal’s
existence that they have their own section
in this chapter; see pages 79-82.

Watch Over Favored Mortals

All Immortals were once mortal them-
selves, and many of them have favorite
mottals whom they wish to help and pro-
tect.

Some of these mortals may be the ad-
venturers who were the Immortal’s
friends before he or she achieved Immor-
tality. Some may be the descendants of
the Immortal from when he or she was a
mortal. Some are mortals seeking Im-

mortality themselves whom this Immor-
tal has agreed to sponsor. Some are just
mortals for whom the Immortal has de-
veloped an affection—because they have
something in common, because the mor-
tal is a particularly devout follower, ot
any of a number of other reasons.

When an Immortal keeps his or her eye
on a mortal continuously, this constitutes
enough attention to count as a plot. Nor-
mally, though, the Immortal will simply
look in on favorite mortals from time to
time to see how they are doing or perhaps
to provide aid or advice at critical times.

Explore and Study the
Multiverse

Evety Immortal wants to gain more
personal power and advance the aims of
his or her Sphere. To do this, the Immor-
tal explores and studies the multiverse.

Immortals are not omniscient; there is
much they do not know. They do not
know every rule of magic; they do not
know what brought the multiverse into
existence; they don’t instantly know how
to defeat every cosmic threat which ap-
pears out of nowhere.

So they study. Individually and collec-
tively, they explore the multiverse and
add to their store of knowledge.

This doesn’t often affect mortals on
the Prime Plane, but it becomes very im-
portant in a campaign where most of the
player characters are Immortals.

Establish Relations With
Other Immortals

No man, or woman, is an island; it
stands to follow that the same is true of
every Immortal. Immortals were once
mortals and they remain social creatures.
Even as Immoctals, they continue to
build lives, forge friendships, fall in love,
make enemies, argue, entertain them-
selves... just like mortals.

There are many cities of Immortals out
in the multiverse, and they serve the
same functions as morta! cities. They pro-
vide protection from the dangers that
even Immortals face in a sometimes hos-
tile multiverse; they provide places for
Immortals to build their homes; they act
as sites for Immortals to meet with one
another; they serve as a living canvas for
the artistty of Immortal builders, crafts-
men, and artisans.
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One thing Immortals do not¢ do like
humans is raise families. Immortals can
conceive children either by mortal or Im-
mortal partners, but their children are al-
ways mortal. An Immortal with a mortal
child is faced with the choice of keeping
and protecting the child forever, as
though it were a pet, or abandoning it to
a surrogate parent in the mortal world in
the hopes that the child will one day
grow up to achieve Immoreality on its
own. Most Immortals prefer not to face
this question at all and choose not to
have children.

In a standard D&D® game campaign,
the child of an Immortal parent is com-
pletely normal. However, as an optional
rule, the DM could decide that such chil-
dren are exceptional, like the demigod
heroes of Greek myth, and base an entire
mortal-level campaign around this prem-
ise. Such characters could have higher
ability scores than normal; players would
roll one ability score on 6d6 and the oth-
ers on 4d6, assigning them to whichever
ability scores they wished. Starting expe-
rience level for such exceptional charac-
ters would be rolled on 1d6+4. Each
character would also have one special
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power (chosen by the DM after consulta-
tion with the player), such as wings to al-
low constant flight or a permanent
protection from normal missiles spell.

In such a campaign, all PCs should be
rolled up with the same rules, so that no
PC is significantly weaker than the oth-
ers. In addition, many villains and rivals
will also be the children of Immortals and
share the same benefits. The ultimate
goal of the campaign might involve the
characters’ quests to attain Immortality
under the patronage of their parenss.

Maintain Mortal Identities

In order to more conveniently conduct
their investigations and plots, Immortals
often create Mortal Identities for them-
selves. Maintaining the illusion that
these identities are real people native to
the Prime Plane requires careful plan-
ning. Immortals are unlikely to assume
Mortal Identities that require their atten-
tion every day or even every week, but
they do need to put in an appearance reg-
ularly for those identities to remain use-
ful to them.

Therefore, the best kinds of Mortal

Identities for an Immortal to assume are
those which people do not expect to see
around all the time—good examples in-
clude high-level wizards (who shut them-
selves away in their towers doing research
for weeks or months at a time), thieves
(who often find it prudent to lay low and
stay out of sight between jobs), wander-
ing adventurers (who return to their
““home base"” towns only when the mood
strikes them), and the like.

Perform Investigations For
Greater Immortals

Lower-level Immortals are often re-
quired to perform duties, especially in-
vestigations, for the Hierarchs of their
Spheres.

Usually, these investigations involve
the character(s) going where the informa-
tion is, finding out what the Hierarch
needs to know, and returning to the Hi-
erarch’s Home Plane to report. If an in-
vestigation lead the character to the
Prime Plane, he orshe usually takes on a
Mortal Identity to avoid drawing undue
attention to his or her mission.
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Fight With Other Immortals
(Rare)

On rare occasions, Immortals actually
fight among themselves.

This can happen when a band of Im-
mortals turn “'rogue” (i.e., they disobey
their Hierarchs and embark on plots
which endanger or offend other Immor-
tals) or when two Immortals decide they
hate one another so much that only per-
sonal combat can settle the matter. Fortu-
nately for the Immortals, this just does
not happen too of ten; they much prefer
to plot against one another and defeat
one another in more subtle ways.

On occasion, the Immortals will find
themselves menaced by bizarre condi-
tions or super-monsters which come from
outside the Immortal hierarchy. When
this happens, they gird themselves for
war and fight their enemies just as mortal
warriors would.

Acquire More Followers

Most Immortals desire to acquire mote
followers and to deprive opposed Immor-
tals of their followers.

They do this by having their clerics go
adventuring to gain experience (the more
powerful an Immortal’s followers, the
better he or she can execute plots), to set
good examples (by being role models, an
Immortal’s clerics encourage others to act
in the same way), and to spread the Im-
mortal’s philosophy (seeing ideas in
action is the best way to gain converts and
thus increase the size of the Immortal’s
following).

Acquire Power

Finally, Immortals want to acquire per-
sonal power. Personal power comes in a
variety of forms:

Experience Levels. The higher an Im-
mortal’s experience level, the more raw
power (HD, hit points, PP, TP) an Im-
mortal has, so ambitious Immortals ad-
venture nearly as continuously as they
did when they were mortals.

Artifacts. Just as a mortal hero is more
powerful with a magical weapon in his or
her hand, so an Immortal becomes more
powerful when he or she gains control of
an artifact. Since artifacts have a habit of
becoming lost for thousands of years, ot
stolen, or lent to mortals only to disap-
pear when those mortals die, there are
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quite afew powerful artifacts on the loose
out in the multiverse. Immortals keep
their eyes—and the eyes of their
followers—open forany signs that one of
these potent items has turned up.

Influence. An Immortal who can in-
fluence the actions of others is more
powerful than one who cannot. Conse-
quently, Immortals learn to help one an-
other so that they can ask favors at some
later time, to provide good advice to one
another so that they can sometimes sub-
stitute self-serving advice, to become
popular with one another so that others
will come to their defense if the need
arises. Acquiring influence over their fel-
lows is thus very important among all
ambitious Immortals.

Immortal Careers and
Adventures

Some players might think their charac-
ters’ career ate at an end once they
achieve Immortality. Nothing could be
further from the truth: now that they
have all the powers of an Immortal, the
characters’ greatest challenges are before
them.

Villains of the Campaign

In an all-Immortals campaign, the
characters will face three significant types
of opponents: Other Immortals, New
Monsters, and Hostile Envitonments.

Ocher Immortals

The villains which Immortal characters
will face most frequently are other
Immortals—particularly those who con-
sistently plot to damage other Spheres.

Just as a mortal player character can
face no foe more dangerous than a clever
human character, an Immortal player
character is most threatened when facing
a clever Immortal.

New Monsters

The DM is free (and encouraged) to
create lots of new monsters for an Immor-
tals campaign. Most of these will be mon-
ster types designed by the other
Immortals or native to strange, alien
planes of existence. Some of them will be
at an Immortal level of power, and some
will be even more powerful thanthat; see
Chapter Seven: Monsters for examples.

Hostile Enviconments

Finally, Immortal characters can be en-
dangered by their environment. For in-
stance, in some planes, Immortals will
not be able to cast spells or will be espe-
cially vulnerable to attacks of the native
creatures of those planes; this can make
adventures in those planes partcularly
dangerous and challenging.

Also, when an Immortal takes on a
Mortal Identity to adventure on the
Prime Plane, he or she is in nearly as
much danger as true mortals are. A Mort-
tal Identity can always be killed, banish-
ing the Immortal back to his or her Home
Plane, where the character can see all his
or her plans thwarted without being able
to do anything to stop it.

Initiates and Temporals

A character begins his or her Immortal
careeras an Initiate, somewhere between
Ist to Gth level of experience. A fledgling
Immortal begins his or her career on
whatever plane his or her sponsor has
chosen to be the new Immortal’s Home
Plane. It is often the same as the spon-
sor’'s Home Plane, but sometimes the
sponsor will create a pocket plane for his
or her charge instead.

If the sponsor was very pleased with
the character’s performance on the Path
to Immortality, he or she may give
the new Immortal a ‘“‘graduation
present”—a Lesser Artifact, possessing
no more than 100 of the sponsor's Power
Points. The artifact is usually a weapon or
piece of armor that will help the new Im-
mortal defend himself or herself in times
of trouble.

By ancient tradition, the new Immor-
tal 1s a subordinate of his or her sponsor
for a time after achieving Immortality.
The length of time varies; it may be for as
short a time as it takes the new Immortal
to earn 100 Power Points in the sponsor’s
setvice (points earned on personal adven-
tures and errands do not count), or it may
be undl the new Immortal reaches the
rank of Celestial (13th level). While a
subordinate of his or her sponsor, the
new Immortal is supposed to run errands
and participate in plos for the sponsor
and may be loaned to the sponsor’s Hiet-
arch for activities related to the Sphere.

This doesn’t mean that the new Im-
mortal is a slave or that he or she has no
free time of his or her own. It does mean
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that the character is expected to spend a
lot of his or her time doing duties that
benefit the sponsor, like a military ceserv-
ist.

Types of Adventures

An Initiate or Temporal character can
be involved in a variety of adventures.

First, the instant he or she becomes an
Immortal, the character may be told to
create a Mortal Identity, return to the
Prime Plane, and rejoin his or her mortal
friends to keep an eye on their activities.
This is one way the DM can keep a char-
acter in the campaign while the other PCs
t1y to attain Immortality, until the DM is
ready for the campaign to feature only
Immortal characters.

Second, the character’s sponsor will of-
ten require the character to accompany him
or her to events such as councils, trials, and
other official functions of the Immortals.
The character is along to run errands, keep
his or her eyes open, and leam. This is a
way the DM can introduce the character to
the rules of being an Immortal, to learn
who is in charge of what and how things are
done in Immortal society.

Third, the sponsor’s Hierarch may ask
for the Initate to be attached to a band
of other Initiates and assigned a specific
task: investigate a newlydiscovered
plane, look for a missing Immortal or ar-
tifact, sneak around on the Prime Plane
in Mortal Identity to uncover the plot of
another Immortal, etc. This is a way for
the DM (o throw Inidates of different
Spheres together as an adventuring
party—in other words, to keep the player
characters together so that they can con-
tinue to adventure with one another.

Celestial, Empyreal, and
Eternal

Once a character reaches Celestial
level, he or she is given the opportunity
to leave the service of his or her sponsor.
The character can voluntarily continue
serving the sponsor out of a sense of
friendship or duty if he or she chooses. If
the character opts to break the tie, he
or she will still be obliged to perform the
occasional task for the reigning Hierarch
of his or her Sphere on rare occasions.
At present, the reigning Hierarchs are
Terra (Matter), Ixion (Energy), Khoronus
(Time), Odin (Thought), and Hel (En-
tropy).
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Types of Adventures

Immortals at these levels of power are
able to indulge their own interests and
often choose to run numerous plots
which advance those interests. This and
the few remaining obligations the Im-
mortal still has give the DM several op-
tions for adventures.

First, the Immortal often has personal
plots he or she wishes to initiate. When-
ever an Immortal PC describes an up-
coming plot to the DM, the DM should
try to ggutc out how the plot affects the
character’s old friends. Sometimes the
PC will want to invite his or her old
friends to be partners in a plot, and that’s
agood thing: it means the PCs will be ad-
venturing or working together. When it
looks as though the plot will adversely af-
fect some of the PC's old friends, the DM
may wish to point this out to the player;
most campaigns run more smoothly
when all the player characters work to-
gether than when they are on opposite
sides. For this reason, the best plots are
those which are not directly Sphere-
related, especially if one of the other PCs
belongs to the Sphere which might be di-
minished.

Second, adventuresome Immortals
like to explore the multiverse, especially
now that they are no longer under direct
supervision, providing an excellent op-
poreunity for the campaign to keep to-
gether the player character Immorcals.
Additionally, now that the characters are
more powerful and experienced, they
may wish to (or be asked to) explore en-
tite new dimensions, such as the Night-
mare Dimension or the Dimension of
Myth described in Chapter Eight: Planes
and Dimensions.

Third, major political events in the
Immortal society may cause direct con-
flicts between Immortals; the adventure
The Immortals’ Fury is a good example of
this. Such events can bring Immortals di-
rectly into conflict with one another.

Fourth, characters at these levels are
now being approached by mortals who
wish to become candidates for Immortal -
ity. This is a wonderful diversion for Im-
mortals, who spend a lot of time
watching their candidates and setting up
tasks and adventures for them. The Im-
mortals may even take on Mortal Identi-
ties and adventure alongside their
candidates to see what they’re made of.

Hierarch

Once characters reach Hierarch level,
they have a whole new set of concerns
and adventure opportunities.

First, Hierarchs often band into Coun-
cils devoted to specific areas of study.
When problems arise in these specific
areas, Hierarchs must act to set things
right. The Council of the Hollow World,
for instance, monitors the Hollow World
and responds to any threats which might
destroy it. The Council of Intrusions
looks out for any creatures or manifesta-
tions which enter the multiverse from an-
other dimension and then decide what to
do about them (obsetve ftom a distance,
attempt to communicate, attack). Noc all
Hierarchs are content to let theirsubordi-
nates have all the fun, so this is an oppor-
tunity for even the highest-ranking
Immortals to become directly involved in
adventures,

Second, a Hierarch is in charge of sub-
ordinate Immortals; these are usually
former candidates he or she sponsored to
Immortality or the candidates of former
candidates. Subordinate Immortals can
be used to get answers, solve problems,
and so forth, but they also bring prob-
lems. When an Immortal subordinate
disobeys orders, runs away, or violates the
laws of the Immortals, it is the Hierarchs
who must decide his or her fate; this is
especially a problem when the Hierarch is
fond of the troublemaker.

Third, a Hierarch is concerned with
puzzling out important facts about the
multiverse and the nature of existence.
For instance, most Immortals believe that
there was an earlier society of Immortals
which has completely disappeared—the
presence of artifacts not made by any
modern Immortals and the fact that none
of the oldest Immortals can remember
who their Sponsors were both point to
this conclusion. Hierarchs ate obsessed
with finding out what happened to this
carlier generation of Immortals. Were
they all destroyed and, if so, could it hap-
pen again? Did they become the Old
Ones in the Vortex Dimension, and, if
so, how? Hierarchs are also greatly con-
cerned with maintaining the balance be-
tween the Five Spheres and worry about
the results of one Sphere becoming dom-
inant over the others or, even worse,
about the effect on all the others if one
Sphere were to be utterly destroyed.




Just as mortals have legends about Im-
mortals, so Immortals have rumors and

legends about the Old Ones-—whether
they exist, what their goals and powers
are, and how Immortals can undertake a
quest to join their mysterious ranks. In
terms of the campaign, the “Old Ones"
exist to ensure that the PCs always have
some sort of challenge ahead of them, a
new goal to pursue; their existence and
true nature up to the individual DM.

Plots and Strokes

A plot is any sequence of events neces-
sary to achieve a certain goal. A Strokc is
a plot designed to increase the plotter’s
power and decrease that of another Im-
mortal. In this section, we’ll discuss both
plots and Strokes.

Plots

Most plots are aimed at personal, rather
than Sphere-related, goals. For the most
part, only Hierarchs initiate Sphere-related
plots. To conduct a plot, an Immortal must
decide on a goal, decide on the means to
implementing that goal, assemble the
means, and set the plot in motion. Inevita-
bly, things will go wrong with a plot at
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some point, requiring the Immortal’s inter-
vention to put things back on track.

Decide On a Goal

After a while, for some Immortals it's
not enough to be more powerful than
any mortal. They waant to be more power-
ful than other Immortals—particularly
those with whom they happen to dis-
agree or those whom they dislike. These
Immortals dream of acquiring more and
more power until they eventually becom-
ing Hierarchs—or, if already Hierarchs,
the reigning Hierarch of their Sphere.

Whatever their alignment, most Im-
mortals want to learn everything they can
about what other Immortals are doing;
only then can they move to block the
actions of those whose activities threaten
projects of their own.

Decide On the Means

Once he or she has decided on a goal,
the Immortal must next consider the
means necessary to achieve that goal. A
typical Immortal has many, many demands
on his or her time and energy, and there-
fore usually chooses to work through
others—his or her own clerics, mortal ad-
venturers, monsters, ot even other Immor-

tals. This is especially important in the
Prime Plane, where Immortals are forbid-
den to intervene directly.

Assemble the Means

Having decided on the means, the Im-
mortal must bring those means to bear on
the goal. Since every Immortal knows that
other Immortals are likely tosabotage his or
her plansif they become known (either be-
cause of personal rivalry or sheer mischief),
they tend to be very discreet about assem-
bling the means. Ideally, not even those
who act as their agents are aware who is ma-
nipulating them or even that they are be-
ing manipulated.

For instance, suppose the Immortal
Diulanna learns that Rathanos, a chauvin-
istic fellow Immortal she greatly dislikes, is
plotting to send an expedition of some of
his followers to the Broken Lands to recover
a long-lost artifact. Diulanna decides to
steal his thunder and send a party com-
posed entirely of female adventurers to get
there fiest. In order to do this, she must lo-
cate adventurers with the proper talents to
getthe jobdone; finding these women and
arranging for them to meet would consti-
tute “Assembling the Means.”
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Set the Plot In Motion

Having decided on his or her approach
and located the tools or agents necessary
for success, the Immortal now sets the
plot into motion.

To continue the example in the preced-
ing paragraph, Diulanna would next
have to arrange (perhaps thorough a
Mortal Identity) for the newly-assembled
party to learn of the artifact’s location
and subtly urge them to go after it. If all
goes well, by the time Rathanos’s min-
ions arrive the artifact will be long gone,
Rathanos will be badly embarrassed by
the failure of his own plot, and the mor-
tal adventurers will have gained both ex-
perience and a nifty treasure as their
reward for helping Diulanna win this lit-
tle contest—a contest whose very exist-
ence they will never even suspect.

Intervene As Necessary

When things go disastrously wrong
with a plot, the Immortal may feel the
need to intervene. The intervention
might be subtle (arranging for another
hero to show up at the right place at the
right time), unsubtle (magically trans-
porting a helpful friend, treasure, or arti-
fact to the hero’sside in his or her time of
need), or even direct (appearing at the
scene in Mortal Identity to offer needed
advice and assistance).

Once a plot is successtully resolved or
thwarted beyond repair, the Immorsal can
begin another one. An Immortal can also
abandon a plot if more pressing matters de-
mand his or her undivided attention.

Limits on Numbers of Plots

No Immortal is capable of running an
infinite number of plots at the same
time. The number of plots an Immortal
can simultaneously conduct is deter-
mined by his or her Intelligence bonus
(sec the chart on page 52); however, no
matter how stupid an Immortal may be,
he or she may still attempt one plot.

Personal Acuvities vs. Plots

By definition, a plot is an activity in
which the Immortal does not directly pat-
ticipate most of the time. In other words,
the investigations, explorations, or errands
an Immortal personally conducts, either for
himself or herself or at the behest of a supe-
tior, do not count against the number of
plots he ot she can maintain.
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Personal Followers

All Immortals have followers of one
sort or another, even if the followers con-
sist of a single cleric and a handful of pa-
rishioners. However, an Immortal who
wants to conduct plots on a regular basis
will need to have a pool of Personal
Followers—adventurers, monsters, and
other agents—whom he or she can em-
ploy to accomplish specific goals.

To find out how many Personal Fol-
lowers an Immortal can have, take the
number of plots he or she can simultane-
ously juggle and multiply it by the number
of retainers his or her Charisma score allows
(again, sec the table on page 52 for this).

For example, the Immortal Benekan-
der, with an Intelligence of 20 (+4 bo-
nus) and a Charisma of 14 (5 retainers),
can initiate up to four plots involving a
total of 20 people. He can arrange these
special followers in any way he wishes,
committing as many as he wants of them
to a specific project.

How Immortals Get Personal Retainers

Creating and Commanding Clerics. A
character who has just gained Immortali-
ty does not yet have any clerics. He or she
must search the world in Incorporeal
Form to find some likely young charac-
ters, enter their dreams, and tell them
that they should devote their lives to es-
pousing his or her faith and philosophy.
If they respond favorably, these mortals
will become his or her first clerics. From
the corps of clerics he or she creates, the
Immortal will eventually single out ex-
ceptional adventurer-clerics and com-
mand them to go on quests. If they prove
themselves, they will become his or her
first personal retainers.

Earning the Loyalty of Heroes and
Monsters. Immortals can personally in-
tervene in the lives of mortal heroes and
monsters, helping them at critical times,
saving their lives or the lives of their
loved ones, helping them achieve their
most-cherished goals. . . and in some of
these cases, the mortals or monsters in
question will be grateful and pledge loy-
alty to the Immortal in return, becoming
personal retainers.

Fabricating Followers. Immortals who
have difficulty winning over followers
can use spells like create species to make
personal followers; this is usually not a

popular option, since they require an ex-
penditure of a great amount of time and
effort, as well as PP, to create. However,
once created, members of the new species
tends to be extremely loyal to the Immor-
tal who lavished such attention on them.
Persuading and Tricking Others. Per-
haps the most economical short-term op-
tion is for the Immortal to simply trick
mortal heroes into performing tasks he or
she wants done. Such heroes do count
against the number of personal retainers
the Immortal has, even if they have no
idea their actions benefit the Immortal.
The thing for the DM and characters to
remember here is that clerics, followers,
and retainers do not just magically ap-
pear once a player-character becomes Im-
mortal; he or she must seek out and earn
them all in role-playing situations. Only
then will the PC Immortal have the
wherewithal to conduct plots.

How Immortals Lose Personal Retainers

Having accumulated personal retainers
in one of the preceding fashions, the Im-
mortal will soon learn that keeping them
all alive is hard work. These retainers go
out into dangerous situations-—often on
the instructions of the Immortal they
setve. Some will be killed. Some may
switch their allegiance to another
Immortals—perhaps even one of their
original mentor's enemies.

Consequently, in an Immortals cam-
paign, PC Immortals need to keep their
eyes open for new heroes and monsters
who can serve them, and will frequently
need to recruit new retainers to replace
these loses.

Limiss on Personal Retainers

There is no rule limiting the experi-
ence levels or Hit Dice of personal retain-
ers... however, the DM should be aware
of some practical considerations which
tend to limit levels and Hit Dice.

Low-level Immortals are not going to
have much success when trying to recruit
high-level PCs or super-powerful mon-
sters. Many of these characters have al-
ready been recruited and are loyal
followers of other Immortals.

Since many of the best potential fol-
lowers and retainers have already been
taken, the best way for new Immortals to
gain their own is to recruit heroes and
monsters at the beginning of these
NPCs’ careers and then help them




achieve the higher levels they will need in
order to be effective agents.

How to Conduct Plots

Plots are conducted in weekly Plot
Turns. Each game week, unless trapped
in another dimension or otherwise un-
able to monitor their plots, the players
and DM should run through the follow-
ing steps to bring them up to date on the
current status of their characters’ plots.

The Weekly News
Retainers’ Reports

The Mortal Rumor Mill
The Immortal Rumor Mill
Committing Resources

The Weekly News

The DM should provide the PCs with
regular (weekly) “News of the World,” an
account of what's happening down on the
Known Wotld—general information which
the PCs are theoretically acquiring by lis-
tening to the prayers of their supplicants.

The DM can base these reports on
newsworthy events in his orher own cam-
paign, on information from printed
accessories and modules, and on material
contained in the Poor Wizard’s Almanac
series of supplements.

These events may lead the Immortal to
decide on a personal goal. For instance:
“So... Vanya is stirring up her Heldannic
followers to rabid patriotism and fervor,
eh? Maybe I should have some of my own
followers persuade clerics of Koryis that
the Heldanners need some level-headed
and pacifistic philosophy. The clerics will
go into Heldannic lands, and the folks
there will probably stone them. This will
lead to increased outrage against the
Heldanners, and perhaps weaken Vanya’s
position...”

And if the latest events don't lead the
Immortals into deciding on a goal, per-
haps the next week’s will.

All Immortal PCs should hear the
same Weekly News.

Retainers’ Reports

By observing or communicating with his
or her retainers, the Immorsal should be
able to leam what his or her chief followers
have been up to during the preceding
week, as well as what progress (or lack of it)

they’ve had on their current goal.

Each Immortal hears only the reports
of those retainer loyal to that character—
unless, of course, he or she has managed
to slip a spy in among another Immortal's
retainers.

The Mortal Rumor Mill

A player-character Immortal who has
his or her retainers on the look-out for
some specific piece of information or
type of activity has a slight (one-in-ten)
chance in any given week that one of his
or her retainers might have noticed or
heard something useful.

Details of this reportareup to the DM.
For instance, if the PCis trying to find an
artifact called the “Crystal Feather of
Nyggg." then one of his or her clerics
might report hearing a rumor about an
eagle’s feather made of glass which the
survivor of another adventuring party saw
years ago in some underground ruins.

Each Immortal should be told only
those rumors which relate to his or her
goals; thus every Immortal will hear a
somewhat different set of rumors.

The Immortal Rumor Mill

Also once a week, each Immortal PC
will pick up at least one rumor about
what other Immortals have been up to.
Again, itis up to the DM to decide what
rumors the character(s) hear. Most of the
information they gain this way will sim-
ply help create a sense of background by
reminding the PCs that they are a part of
a larger society of Immortals; occasionally
useful information will also be included.

For example: “'Kythria and Harrow had
a lover’s spat in Pandius yesterday; they’re
not talking to one another. Odd about all
those new temples to Balthus the morsals
are building these days, since no one up
here seems to have ever heard of the fellow.
Vampire-hunters in Kararnetkos aten’t hav-
ing any luck lately.. in fact, they’re having
a lot of accidenss, fatal ones”” And so on.
Many of these rumors should be false;
some should be true—with no way for the
PCs to tell which is which.

Committing Resources

Once an Immortal has an idea of
what's happening in the world, he or she
can decide what actions his or her retain-
ers should take in the following week. For
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example, the Immortal in the preceding
paragraph might send some followers to
investigate the new temples and others o
nose around in Karameikos and find out
more about the vampire-hunters. Next
week, when the agents have something
more to report, he or she can decide what
further action (if any) they should take.

DM Actions

While the PCs are performing their
plots, the DM is acting for NPC Immor-
tals, many of whose own plots may inter-
fere with those of the PCs.

These NPC Immortals also keep their
eye on world news. They listen to their
retainers’ reports and to the mortal and
Immortal rumor mills— sometimes they
even hear rumors about the PCs there.

The DM must also acts as the fickle fin-
ger of fate. An accident can thwart a plot
or help one to succeed. Each week-tumn,
the DM should roll 1d20; on a roll of 20,
accidenss or luck help one PC’s plot cho-
sen at random; on a roll of I, accidents or
(bad) luck cause a plot to falter. For exam-
ple, an important retainer might die in an
accident or fall through a rotten floor into
a basement filled with crucial clues to help
his or her quest; a retainer might defect to
the camp of another Immortal or overhear
the plans of an enemy Immortal’s fol-
lowets; anything can happen.

The Stroke

The most important, and dangerous,
sort of plot is the Stroke. The Strokeis an
optional part of an Immortal cam-
paign—DMs don’t have to use them if
they don’t please.

A Stroke is a plot which is designed to
weaken another Immortal. In the Stroke,
one Immortal sets up a chain of evenws
which will weaken the faith of another Im-
mortal’s followers. This weakens that
Immortal—literally, if temporarily, depriv-
ing that Immortal of power and influence.

Types of Strokes

There is no limit to the types of Strokes
which Immortals can perform, but here
are some examples.

Act of Embarrassment. If an Immor-
tal's clerical order is particularly proud of
something, it is an Act of Embarrassment
to destroy that pride. Forexample, if that
order is proud of being in possession of
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one of the Immortal’s artifacts, then
stealing that artifact (and leaving behind
an insult in its place) would be an Act of
Embarrassment.

Agent Provocateurs. If the Immortal
performing the Stroke manages to plant
a double agent in the clergy of an enemy
Immortal, he or she has a Agent Provoca-
teur. At a crucial time, this double agent
performssome action which damages the
reputation of that Immortal’s followers.

Elimination of Followers. If an Immor-
tal can arrange for the elimination of a
significant proportion of the followers of
another Immortal, that is a Stroke. For
instance, convincing twonations to go to
war, a war which decimates the number
of followers of one Immortal, constitutes
Elimination of Followers.

Evidence of Betrayal. If an Immortal
can convince leading clerics of another
Immortal that this other Immortal is a li-
ar, unconcerned with his mortal fol-
lowers, and a hypocrite about his or her
supposed philosophies, then that Im-
mortal has accomplished a Stroke.

Many other types of Strokes ate possi-
ble, so long as the end result is a loss of
faith on the part of an Immortal’s clerical
following.

Levels of Strokes

There are three levels of Strokes.
When a Stroke causes the majority of
the population of an entire tribe or na-
tion to have its feelings hurt, to be stung,
to lose a little faith in its Immortal, this is
a Stroke; it also counts as a Stroke if a
fourth of the tribe’s or nation's popula-
tion which are followers of the Immortal
are slain or convert to other faiths.
When a Stroke causes the majority of
the population of an entire tribe or na-
tion to lose a good deal of faith in its Im-
mortal or to be embatrassed to be known
as followers of the Immortal, chis is a Ma-
jor Stroke; having half of the tribe’s or
nation’s population which are followers
of the Immortal be slain or convert to
other faiths also counts as a Major Stroke.
When a Stroke causes the majority of
the population of an entire tribe or na-
tion to lose all faith in its Immortal or to
be abjectly humiliated to be known as
followers of the Immortal, this is a Master
Stroke; it is also a Master Stroke if three-
quarters or more of the tribe’s or nation’s
population which are followers of the
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Immortal are slain or convert to other
faiths.

Only the DM candecide the effective-
ness of a Stroke attempt. A PC Immortal
may plan forhis or her effort to resultina
Master Stroke, but it might only partially
succeed and end up as a mere Stroke. If
the attempt is completely thwarted it will
have no effect at all (except to anger the
other Immortal).

Effects of the Stroke

When an Immortal suffers a Stroke, he
or she temporarily loses experience levels.

An Immortal who suffers a Stroke tem-
porarily loses 1 experience level. If he or
she suffers a Major Stroke, he or she tem-
porarily loses 3 experience levels. Suffer-
ing a Master Stroke temporarily loses 5
experience levels.

An Immortal can only suffer one
Stroke per month; the first one to suc-
ceed in a month causes the only Stroke
damage he or she can sustain that month.

Temporary level losses are just that—
temporary. The PC should keep track of
the experience point total he or she had
before the Stroke, but until the Stroke’s
effects are removed the character has only
the Power Points, Hit Dice, hit points,
Anti-Magic, Armor Class, Number of
Attacks, Punch Damage, and Saving
Throws of an Immortal at his or her new,
temporary level.

Recovery From the Stroke

There are two ways to recover from a
Stroke: by performing a Counter-Stroke
against the Immortal who performed the
Stroke or by earning enough Power
Points to advance the Immoreal victim to
the next experience level, at which point
all the victim's lost powers and abilities
will return.

Concealing and Detecting
Strokes

Each week, the DM should hear the
plans of the Immortal conducting the
Stroke and decide, based on the atten-
tion to detail and overall cleverness of the
scheme, whether each step would be ef-
fective or not.

Each week, the intended victim gets
one Saving Throw vs. Mental Attacks to
spot details of the Stroke plan in motion.
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The DM should take the cleverness of the
other Immortal into consideration; the
most subtle and experienced plotters,
like Odin and Thanatos, are so good at
planning that the DM should assign a
penalty to the chance of detecting their
activities.

If the intended victim does detect the
Stroke in motion, it is up to him or her
how best to thwart it or conduct a
Counter-Stroke... and, as usual, the DM
decides how effective he or she thinks
each side is. The DM might decide to
game out the activities of the Immortals’
minions or to have each plotter make
Saving Throws vs. Mental Atacks each
week, with the cumulative winner win-
ning the exchange.

Experience

A successful Stroke also earns Power
Points—real, honest-to-goodness PP.
The following chart shows how many
Power Points a Stroke earns, based on the
experience level of the Stroke’s victim
and the success of the Stroke:

PP Earned For:

Victim’s Major  Master
Level Stroke  Seroke  Stroke
1-6 2 b) 10
7-12 4 9 18
13-18 8 16 32
19-24 11 22 45
25-30 14 29 59
31-36 18 36 72

Fates of the Immortals

It’s easy for the player of an Immortal
PC to believe that his or her character is
invulnerable: he or she is far more power-
ful than the foes the character used to
fight, and Immortals cannot even be
killed, right?

Wrong. Immortals can face death and
fates worse than death in the course of
their adventures; this section is a quick
review of the dire fates which can await
them if things go badly.




Death

When an Immortal is slain on his or
her Home Plane, he or she is dead for-
ever. No spell or power known to the Im-
mortals will revive him or her; that
character is gone for good.

Imprisonment

Despite their great powers, Immortals
can be imprisoned for long or short peri-
ods of time.

There are prison planes where Immor-
tal magic and spells do not work, where
an Immortal can only leave through an
existing vortex, and where all the existing
vortexes are guarded by Immortal war-
dens. An Immoreal can be banished
there, even held in a common cell or
prison. This is where Immortals are im-
prisoned who have deliberately destroyed
a fellow Immortal. Immortals can also be
trapped in such planes accidently while
exploring or conducting investigations, if
they are not aware of the special proper-
ties of the place before going there.

Immortals can also be imprisoned even
on planes where Immortal magic works
by being held in baaka chains or placed
in a room whose walls are entirely lined
with baaka plates (see the description of
baaka in Chapter Seven: Monsters).
While so held, an Immortal is trapped in
Manifestation Form and cannot assume
Incorporeal Form or a Mortal Identity;
nor can he or she use Punch damage to
break his or her way out—the character is
trapped until rescued or released.

Reduction

On very rare occasions, a Council of
Hierarchs will actually reduce an Immor-
tal to a lower experience total. This is
done through use of a special artifact
kept under close guard near the halls of
judgment in Pandius. The punishment
can only be inflicted when a Council of
Judgment composed of Hierarchs of all
five Spheres of Power agree it is justified,
which only occurs when an Immortal has
extravagantly violated the rules which
bind all Immortals and deserves to have
to work his or her way back up through
the Immortal ranks.

Since the maximum Score any Immor-
tal can have on his or her Abilides is de-
termined by Immortal rank (see page
58), an Immortal who drops to a lower

The Immortals Campaigng

rank will lose any points on his or her
Ability Scores in excess of the total al-
lowed by his or her new level. For exam-
ple, if a Celestial of 17th level with a
Dexterity of 42 were to be reduced to be-
come a 9th-level Temporal, his or her
Dexterity would drop to 25. These lost
points can never be recovered, although
if the same Immortal later again reaches
Celestial level, he or she could spend
Power Points to inctease his or her Scores
in the normal way.

Becoming Stranded

One of the worst fates that can befall
Immortals is to become stranded when
travelling in other dimensions. An Im-
mortal who finds himself or herself
trapped on a plane in the multiverse
where his or her magic does not work
knows that if his or her Manifestation
Form or Mortal Identity is killed, the
character’s life force will automatically be
drawn back to his or her Home Plane,
where it will re-create the Manifestation
Form and be able to move about freely
again after a few weeks, months, or years.

An Immortal who becomes trapped in
another dimension is in a much worse
state. If an Immortal is reduced to 0 hit
points while in another dimension, his or
her life force cannot find its way back to the
Home Plane. Instead, the life force swmys
where it is, appearing like a vague, glowing
silhouette somewhat like that Immortal's
Incorporeal Form. It is unable to move, un-
able to communicate with others, unable
to cast spells, unable even to think.

The only way for this Immortal to be res-
cued is for another Immortal to take hold
of the life-force and carry it back to the
original dimension... but if no friendly Im-
mortal witnesses the “death,’ the bodiless
Immortal is out of luck and may be
trapped for a long, long time—perhaps
forever. This is a sorry fate to befall an in-
trepid Immortal, but it does happen.

Fading

The link between Immortals and their
followers is not well understood, even by
the most knowledgeable Hierarchs, but
all Immortals are aware that without a
following, they can slowly fade away to
nothingness.

This sort of thing happens very rarely,
but it can occur when an Immortal has
seen his or her followers abandon theit

faith after t0o a number of destructive
Strokes, if the Immortal victim is then
imprisoned and unable to recruit more
followers. It can also happen if an Im-
mortal goes to another dimension and
disappears completely, only returning to
the multiverse after all his or her fol-
lowers have long since died of old age.

This fading begins a full year after the
Immortal’s last mortal follower dies or
abandons his or her faith. It sekes ten years
for the Immortal to fade to nothingness.

However, an Immortal who has faded
to nothingness is not dead; he or she still
exists as a dim and undetectable life force
on his or her Home Plane and can be re-
vived if the conditions are right. If later-
day mortals discover ancient writings
about this Immortal and decide to follow
his or her teachings and devote them-
selves to his or her philosophies, he or she
will hear their call and awaken. The
newly-revived Immortal will once again
be a 1st level Initiate, but he or she will
be Immortal again.

Initate Immorsels who serve the higher-
level Immortals who acted as their sponsors
share the benefiss of their sponsor’s fol-
lowers until such ume as they end cheir
service. Independent newly-Immortal Ini-
tiates tend to be very busy in their first dec-
ade creating a mortal following.

Immortal Loss and
Effects on Clerics

When an Immortal is truly killed, or
trapped in another dimension, or impris-
oned by baaka, that Immortal can no
longer provide spells to his or her clerics.
The clerics will wake up one day and their
meditations will grant them no spells; if
one still has a commune spell, it will not
work. Naturally, the Immortal will not be
able to provide guidance to his or her
clerics and followers. The crisis of faith
following his or her apparent abandon-
ment of them will cause his or her clerical
following to fall away and die out, some-
times resulting in the Immortal fading as
described in the preceding section.

For this reason, the most cautious,
wily, and responsible Immortals tend to
create artifacts which will sull provide
spells to their clerics, paladins, and
avengers even when the Immortal is in
another dimension, imprisoned, or even
slain. For more on how to craft such an
artifact, see page 99.
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rtifacts are magical items created by
mmortals.

¢y're similar to the magical items
which mortal spellcasters make in that
they’te physical objects enchanted to per-
form certain functions. But in another
sense, they're very different from mortal
magical ttems. Fitst, their power comes
from their Immortal creators; the Immor-
tal permanently gives up some of his or
her Power Points to create the object.
Second, and because they contain Power
Points, they are magically super-charged
compared to mortal magical items. Con-
sequently, mortals who use them are of-
ten harmed or changed by that use.
Third, artifacts can do damage to Immor-
tals and other creatures which are im-
mune to mortal attacks, even when they
are used by mortals, Fourth, many arti-
facts are far, far more powerful than any
magical object created by mortals.

Player characters can never create arti-
facts; only Immortals can do that. But ar-
tifacts sometimes show up in great
treasute troves, especially when the DM
has a plotrelated purpose for them.

The Purpose of Artifacts

Artifacts setve two separate purposes:
the campaign purpose of the DM and the
game-world purpose of the Immortal
who created the artifact. Nothing regard-
ing an artifact happens by chance, for the
destiny of each device is controlled and
carcfully planned.

Artifacts should be designed and used
with great care, as too frequent an ap-
pearance, use, or lack of control of arti-
facts swiftly turns them into only
powerful campaign-wreaking toys.

Dungeon Master Purposes

The DM putsan artifact in the game to
achieve some plot purpose.

An artifact can be the answer to a play-
er character’s personal goal, and the
quest for that artifact can provide weeks
or months of adventuring opportunity
for the player charactets. For example, let
us say that a PC has long wanted to cure
the terrible Immortal curse which has
kept his lady-love in suspended anima-
tion. All the DM has to do is hint that
a specific artifact can cure the
sleeping victim’s condition, and the he-

roes will charge off to find the thing.

Likewise, an artifact can be the answer
to a single storyline’s goal. For instance,
PCs who are confronted with an evil ene-
my they cannot hurt will be anxious to
acquire an artifact which can destroy that
enemy.

Artifacts are often the goals of PCs who
are candidates to Immortality, as de-
scribed in the requitements for the Four
Paths in Chapter Three: Becoming
Immortal.

Artifacts can also be used to force PCs
to make difficult decisions, calling for
fine role-playing to determine what
course the campaign will take. For in-
stance, let's say that a player character
wants to become queen of a nation where
the ruling clite are very corrupt and very
powerful. She finds an artifact which al-
lows her to overthrow the government,
but the artifact also makes her violent
and unpredictable. The character must
now decide whether to abandon the arti-
fact, making it likely that she will be
overthrown herself, or keep it and be-
come a ruler as bad as those she toppled.

A DM should never introduce an arti-
fact just to have something neat in a
treasure trove: it should have a pur-
pose. Once that purpose is fulfilled, the
DM should remove the artifact from the
campaign.

Immortal Purposes

Immortals introduce artifacts into the
world for reasons of their own. They
don't create artifacts frivolously: after all,
they have to sacrifice a part of their per-
sonal Power to create these mighty tools.
An Immortal who created too many arti-
facts too quickly would drastically weak-
en himselfor herself. An Immortal crafts
an artifact to fulfill a specific purpose,
one that will gain more power for the Im-
mortal and/or support the goals of the
Immortal’s Sphere.

There are many reasons why an Im-
mortal might create a specific aruifact:

Having Weapons and Atmor. Immor-
tals, too, like having weapons and armor
when they fight to increase the amount
of damage they do on a successful hit and
to reduce their chances of being hit
themselves.

Providing Weapons and Armor to
Minions. Immortals sometimes provide
weapons and atmor to the mortals who

serve them or to new Immortals in their
Sphete. A mortal follower may be loaned
an artifact, or may be allowed to *'find"
it, so that he or she has an improved
chance of surviving an upcoming task.
Immontal sponsors sometimes give lesser
artifact weapons or armor to successful
candidates, since new Immortals have no
possessions yet and cannot normally af-
ford to spend power to create artifacts of
their own.

Allowing Minions to Accomplish
Tasks. Mortals are allowed to use artifacts
only on a “'loan” basis; the Immortal will
inevitably retrieve the artifact when its
purpose is done, though the mortal
doesn’t necessarily know this. Mortals
tend not to realize that Immortals are
monitoring their activities for as long as
they ate in the possession of an artifact.

Helping Enemies to Destroy Them-
selves. Since artifacs tend to have detri-
mental effects on mortals who use them
regularly, an Immortal might provide a
particularly detrimental artifact to a mor-
tal he or she doesn’t like. For instance, if
an enemy mortal is a particularly charis-
maticleaderwho is dangerous because he
can rally others to oppose the Immortal’s
plots, the Immortal might allow him to
find a fantastic weaponwhich makes him
a much mightier warrior but gradually
ruias his Charisma.

Finding and Learning
About Artifacts

Finding an Artifact

Artifacts should never appear random-
ly orabruptly in a campaign. Arufactsare
tools of the Immortals, and their destiny
and use is carefully planned. The intro-
duction of an artifact should be foreshad-
owed through legends and rumors the
characters learn or ovethear. An Immor-
tal might use subtle manipulation to
bring the existence of the artifact to the
characters’ attention. The DM should in-
troduce an artifact only if it setves a
greater game goal.

An artifact should only be found after
a long, trial-filled quest. The quest
might not have been to discover the arti-
fact itself; it mighe be found on the path
to a greater quest and might be the
means of implementing that quest. Arti-
facts are never easily found or acquired,
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for they are often protected by a mighty
guardian or by terrible trials and mystery.

An artifact may be used by intelligent
creatures of any level (subject to class re-
strictions if the artifact is a weapon or
piece of armor). However, the useful-
ness of an artifact will vary because of
the level of the mortal. Low-level crea-
tures will find that they are not really in
control of the artifact. Mid-level mortals
will find an artifact desirable because of
the power it promises, but at the same
time they will be hard pressed by the ad-
verse effects. Only high-level beings are
likely to be able to maintain control over
an artifact.

Activating an Artifact

Sometimes an artifact may not work
until a specific action is performed. The
action required to activate an artifact’s in-
nate powers may be the performance of a
special ritual, the occurrence of a specific
event, or the speaking of a special word.

The specific means to activate an arti-
fact may be learned through legend or
magical research and may result in fur-
ther adventures.

Artifacts’

Merely possessing an artifact is usually
notenough to gain its benefits. A charac-
ter must also learn how to control each of
its powers. Discovering what powers an
artifact has and how to control the effects
should be a gradual process. At all times,
the DM should try to maintain the mys-
tery of the artifact by describing effects,
rather than naming them, and by keep-
ing their methods of control uncertain;
this will contribute much to the flavor of
the game.

Introduction to
Artifacts

In this section, we'll briefly introduce
the most important facts about the na-
ture of artifacts. Later in the chapter,
we’ll elaborate on several of these topics.

Vessel and Power

There are two basic “parts” to an aru-
fact: its Veessel and its Powet.

An artifact’s Vessel is its physical form,
regardless of shape or function. The Ves-
sel canbe asword, arock, aring, a crown,

a boat, a fountain, a masthead—any in-
animate object. It will be made up of
components from each of the five
Spheres of Power: Matter, Energy, Time,
Thought, and Entropy.

An arufact’s Power is the amount of
Power Points its maker permanently in-
vests in it and the powers and abilities its
maker bestows upon the artifact. Most
powers draw Temporary Power from the
artifact’s Power Points figure, just as do
Immortals.

Not all artifacts have the same number
of Power Points invested in them. Be-
cause of this, artifacts come in different
power levels which are referred to as the
arufact’s magnitude of power. Magni-
tude falls into four levels: Minor, Lesser,
Greater, and Major. Minor artifacts cost
the least to create and are thus the most
common.

The number of magical effects and ad-
versities of an artifact (explained below) is
directly linked to the arufact’s magnitude.

Artifact Powers

Artifacts have powers just as Inmortals
do. Artifact powers are much stronger
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than mortal powers and are treated as if
40th level for purposes of determining
magical effects.

An artifact may have several powers.
Each power is given a certain Power Pomt
value, and the total PP value of the
powers may not exceed the artifact’s
number of Power Points. Each power
may be used as often as desired, but each
use drains Temporary Power from the ar-
tfact.

All artifacts recharge themselves, with
the rate of recharging depending on the
Magnitude of the artfact (the more pow-
erful the artifact, the more quickly it can
recharge TP). If its Temporary Power
drops below 10, no power may be used
until the item is recharged above 10 TP.

Artifact Intelligence and
Self-Defense

All artifacts possess a rudimentary in-
telligence. This level of intelligence is
very restricted, and an artifact can re-
spond to only a limited number of situa-
tions. An artifact does not have analytical
intelligence, reason, nor the ability to
learn. It can only respond to personal
danger and situations related to its pur-
pose.

Ifanartifact is deliberately attacked, it
defends itself using its powers. It will not
use attacks that might cause itself further
damage. Unforcunately, it usually fails to
take its user's frailties into account—for
example, the wielder of an artifact may
not be immune to areaof affect spells the
artifact casts in its defense, like fireball.

Artifacts are very difficult to perma-
nently destroy; each has a specific meth-
od by which it may be unmade. Usually
when it appears an artifact has been de-
stroyed only the Vessel has pertshed; the
Power has simply been banished back to
the Home Plane of the Artifact’s creator,
who can easily make a new Vessel to
house it. Nevertheless, the inconvenience
of losing its Vessel means an attifact is un-
likely to just passively submit to attacks
made against it.

Adverse Effects

Because of the great power of artifacts
and because of the presence of Entropy in
their makeup, all artifacts have bad side
effects that may occur whenever a mortal

Artifact General Characteristics Table

Magnitude of Arsifact

Maximum # of Power Points
Maximum # of Powers
Maximum Types of Powers
A. Artacks
B. Information & Movement
C. Transformations
D. Defenses
Recharging Rate
TP per hour
TP per wurn
Adverse Effeces
Handicaps
Penalties

Minor Lesser Greater Major
100 250 500 750
8 11 14 17
2 3 4 4
1 2 3 4
2 2 3 4
3 4 4 5
30 60 120 180
5 10 20 30
i 2 3 4
| 3 5 8

tries to use them. Immortals are not af-
fected by these adversities.

Adverse effects appear spontaneously
and are usually not chosen by the Immor-
tal creating the artifact (in other words,
in most cases the DM chooses them or
randomly rolls them from the tables pro-
vided later in this chapter).

These side effects may occur by chance
or whenever a certain action is per-
formed; details on these effects occur lat-
er in this chaprer.

When putting togetheran artifact, the
DM must select adverse effeces that will
not interfere with the artifact’s purpose
or function or negate one of the artifact’s
powers. Where possible, he or she should
select adverse effects that will actually
further the goals of the Sphere of the Im-
mortal who created the artifact.

There are two types of adverse effects
that every artifact possesses: Handicaps
and Penalties.

Handicaps are permanent effects that
may not be negated as long as a user re-
tains possession of an artifact. Handicaps
occur when a specified action takes place
or else when a power is first used. A
handicap may reoccur for a cumulative
effect whenever the artifact’s Temporary
Power is allowed to reach 0.

Penalties are temporaty effects that
may be negated by magical mearis while
the artifact is possessed. Penalties may
occur by chance or when a specified
action takes place—usually, when one of
the artifact’s powers is used.

Artifact Background

Before consttucting the artifact, the
DM should create the legend of the arti-
fact, complete with rumors and clues
about the whereabouts, uses, and ill ef-
fects of the artifact (folklore, fairy tales,
myths, and fantasy fiction all make goofi
sources for inspiration). Naturally, this
does not apply in the case of Immortal
player characters creating their own arti-
facts.

In the case of DM-created artifacts, he
or she will also need to decide which Im-
mortal created the artifact and what was
his or her Sphere of Power. This will help
provide guidelines as to the types of
powers appropriate for the artifact to
have.

Artifact Magnitude

Once the DM or player has decided
what the artifact is going to look like
(and, in the DM’s case, who made it, and
why), he or she can begin the process of
designing the artifact.

He or she starts by selecting the magni-
tude of the item to be created. This will
determine the maximum number of
Power Points which can be put in the ar-
tifact and range of powers it can have.

Magnitude; There are four degrees of
magnitude. Most artifaces created as per-
sonal magical items for Immortals are Mi-
nor or Lesser artifacts; those created to
accomplish important tasks are Lesser or
Greater artifacts. Major artifacts are usu-

86



ally created by Hierarchs to address a ma-
jor problem or situation.

Maximum # of Power Points: There is
a limit to how many Power Points an arti-
factcan have at each order of magnitude.
Thus, if an Immortal wants to create a
Lesser artifact, he or she cannot spend
more than 250 Power Points on it. Con-
versely, an Immortal who wants to spend
440 Power Points on an artifact will be
creating a Lesser artifact.

Naturally, an Immortal does not have
to invest the maximum number of Power
Points possible into an artifact. For exam-
ple, though a Minor artifact may have up
to 100 Power Points, an Immortal could
create one which had only 10 Power
Points.

Maximum # of Powers: The artifact’s
Magnitude also determines how many
powers the artifact can have. For exam-
ple, if an Immortal wishes to invest 50
Power Points in an artifact, then that arti-
fact is automatically a Minor artifact and
can have no more than eight powers.
Maximum Types of Powers: Artifact
powers are broken down into categories:
Attacks, Information & Movement,
Transformations, and Defenses. Al-
though a Minor artifact can have up to
eight powers, no more than two of those
powers can be for attacks, one for
information-gathering ot movement,
two for transformations, and three for
defenses. Adding a third attackwould re-
quire the expenditure of at least enough
Power Points to make the item a Lesser
artifact.

Recharging Rate: An artifact's Magni-
tude determines how fast the artifact re-
generates spent Temporary Power. The
recharge rate is expressed both in TP per
hourand in TP per turn.

Adverse Effects: The Power that fuels
arufacts is too great for mortals to wield
without suffering harm; therefore, every
artifact musthave adverse effects (Handi-
caps and Penalties) which aff ect mortal
users of the artifact. The number of ad-
verse effects is determined by the arti-
fact’s Magnitude: the more Power an
artifact has, the more ill effects its use
will have on those not equipped to wield
it.

Artifaéts@

Vessel Characteristics

Almost anything may be used as a Ves-
sel for an artifact, but Immortals tend to
prefer items of enduring materials.
Sometimes, it is a plain object, like a
sword or shield; at other times, it can be a
splendid work of art or costly jewelled
item,

The Immortal normally just thinks the
vessel into being and then pours perma-
nent Power Points into it to establish its
existence. An Immortal can just as easily
use an existing object; the PP cost is the
same. If an existing mortal-level magical
item is used as the Vessel, the mortal en-
chantment on the item is burned away by
the infusion of Immortal energy. The on-
ly exception to this is when a Construct is
used as the Vessel, in which case most of
the Construct's abilities will be burned
away but it will still be able to move
around as before and will retain its form-
er Intelligence score.

Monetary Value

If the Vessel, stripped of power, would
still be worth a substantial amount of
money in the mortal world, this can cost
extra Power Points at the rate of 1 PP for
evety 10,000 gp of the Vessel’s monetaty
value. Thus, an artifact which looks like a
jewel-encrusted set of suit armor worth
50,000 gp would cost its Immortal crea-
tor 5 PP for its Vessel alone.

Weapon Characteristics

Any artifact shaped like a weapon will
cost extra Power Points, with the amount
depending on the weapon’s base dam-
age, magical bonuses to attack and do
damage, and range (i.e., whether it is a
hand-held or missile weapon). The fol-
lowing chart details weapon characteris-
tics costs:

Artifact Weapon Characteristics Table
Cost  Weapon Characteristic

1 Per 2 pes base damage weapon
can do (not counting strength,
Weapon Mastery, or other bo-
nuses); maximum damage:
2X damage of equivalent
mortal weapon

3 Missile weapon

5 Thrown weapon (can be used
in melee or thrown for full
damage)

5 Per +1 bonus to attack and
damage one restricted group—
for example, Constructs,
Demihumans, Dragons &
Dragon-Kin, Enchanted Mon-
sters, Giants, Humans, Hu-
manoids, Lowlife (Bugs),
Lycanthropes, Planar Mon-
sters, Regenerating Creatures,
Reptiles and Dinosaurs, Un-
dead, Water-Breathing Crea-
tures, and so forth. Maximum
bonus: +5

10 Per +1 bonus to attack and
damage all targets. Maximum
bonus: +5

Let’s suppose, for example, that the
Immortal Zitchev wanted to create the
artifact equivalent of a spear + 1. A not-
mal spear can do a maximum of 6 points
of damage, so the Vessel costs 3 Power
Points, one for each 2 points of possible
damage. Next, the +1 bonus vs. all tar-
gets costs another 10 PP, for a total cost of
13 PP. Note that with the expenditure of
extta PP, many weapon-related powers
can be added to artifact; see the Powers
tables, below, for additional powers and
their costs.

It is possible for an Immortal to build a
weapon resembling a mortal weapon
which does a base damage different from
what s normal for that weapon type.
Thus in the preceding example Zirchev
could have spent 3 more PP to get a spear
which did 1d12 base damage instead of
1d6. However, it is impossible to achieve
Weapon Mastery with any artifact-
weapon which does not do notmal base
damage; for this reason, most Immortals
prefer to keep the normal base damage in
weapon-artifacts that they create.

Armor Characteristics

Immortal armor works differently from
morttal armor in that the eype of armor
(e.g., light leather, chain mail, plate
mail) has no effect on the armor class pro-
tection it provides; only its magical bo-
nuses affect the wearer's AC. Thus an
Immortal would derive equal benefit
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from wearing suit armor + 4 as he or she
would from wearing light leather +4 in-
stead; in each case, the armor would im-
prove the Immortal’s AC by 4 points.
Each point of AC protection an item of
Immortal armor offers coses its creator 5
PP.
Thus a shield which lowered its carrier’s
AC by 6 places would cost 30 PP to cre-
ate, a set of banded mail that offered +3
protection would cost 15 PP, and so forth.

Important Note

The combat and defense bonuses of-
fered by Immortal weapons and armordo
not drain Temporary Power; an artifact
will still possess these as innate abilities
even when drained of all its TP points.
Thus a chrowing hammer +35 with the
power to throw lightning bolts would be
unable to throw another lightning bolc if
all its TP were exhausted, but it would
still be a +5 weapon.

Powers

Artifacts can possess truly remarkable
powers. The charts on the pages which
follow list these powers by category
Attacks, Information and Movement,
Transformations, and Defenses. When
creating artifacts, DMs and players alike
should select powers which are logically
derived from the Immortal creator’s
Sphere and from the use to which that
Immortal intends to put the artifact. For
example, an artifact made by Ixion might
use fire and energy attacks and defenses,
since he isa Hierarch of the Sphere of En-
ergy, while one made by Nyx, the Entro-
pic patron of the undead, would be more
likely to make an artifact that enabled its
wielder to create undead and drain
levels.

Alongside each power listed is its cost;
this is the amount of PP that the creator
must spend to endow the artifact with
this ability as well as the number of TP
points each use of that power expends.
An artifact cannot use a power if it does
not have the stated amount of TP in re-
serve.

There is a limit 1o how many powers
from each category an artifact can pos-
sess; remember to consult the table on
page 86. Note that while a Major artifact
can have as many as 17 powers, it doesn’t
have to; it's up to the artifact’s creator to
decide how many powers the item will

have, so long as he or she does not exceed
the given maximums.

Two important rules to keep in mind:

(1) Magical effects from artifaces are
treated as spells cast by a 40th level spell-
caster, unless noted otherwise.

(2) Artiface attacks and powets can af-
fect Immortals. When a power does not
affect Immortals, that fact is so noted on
the following tables.

Using the Artifact Power
Tables

Following each power’s name is a short
description of the way it works, including
its range, duration, and effect. Many of
these powers are similar to spells, others
to special abilities on various character
classes; still others cannot be duplicated
by mortal magics. Note that range, dura-
tion, and area of effect may vary from the
spell on which the power is based; when
the power description and the spell dis-
agree, use the power description. When
the power is too complex to abbreviate, a
bullet (®) appeats on the chart to indicate
that a fuller description follows on pages
95-100.

Artifact Attack Powers
Table

Direct Physical Attacks

Cost  Attack Type

10 Cause light wounds (As cleric 1st
level cure light wounds spell re-
versed; Effect: 7 hp damage)

15 Magic messile (As magic-user 1st
level spell; Effect: 5 mussiles,
1d6 +1 damage each)

20 ® Flaming (Duration: 6 Turns;
Effect: +2 vs. hippogriffs, pega-
si, rocs, trolls, or +3 vs. treants,
undead)

25 Cause disease (As cleric 3td level
cure disease spell reversed; Range
30'). No effect vs. Immortals

30 Cause serious wounds (As cleric
4th level curc serious wounds
spell reversed; Effect: 14 hp dam-
age)

30 e Extinguishing (Duration 6
Turns; Effect: Douse normal
flame, double bonuses vs. fire-
using creatures)

40

45

45

50

50

50

50

Cause critical wounds (As cleric
Sth level cure critical woundsspell
reversed; Effect: 21 hp damage)
® Bearhug (Duration 1 Tum)
Poison (As cleric 4th level neutral-
ize posson spell reversed; Range:
Touch)

Dispel evil (As cletic 5th level
spell; Range 30’; Duration 1
Turn). No effect vs. Immortals

® Electricity (Duration: Special;
Effect: 6d6 damage to melee at-
tacker)

Cloudkill (As magic-user Sth level
spell; Range 1'; Duration 6 Turns;
Effect: all persons in range of 5
HD or less save vs. poison each
round or die; those who save take
1 hp damage; Area of Effect
30'x20’). No effect vs. Immot-
tals

Ice storm (As magic-user 4th level
spell; Range 120’; Effect: 20d6
damage in 20’ cube)

Death spell (As magic-user Gth
level spell; Range 240’; Effect:
slays up to 32 HD worth of crea-
tures (7th level or below) in a 60’
cube). No effect vs. Immortals
Finger of death (As cleric 5th level
raise dead spell reverse; Range
60°). No effect vs. Immortals

® Poison gas breath (Duration 3
rounds; Area of Effect: 20’ cube).
No effect vs. Immortals

® Slicing (Duration: 6 Turns; Ef-
fect: Instantly kill on roll of 19 or
20). Immortal victms take dou-
ble damage from the attack but
are not instandy killed

Fireball (As magic-user 3rd level
spell; Range 240'; Effect: 20d6
damage)

® Fire Breath (Area of Effect:
30’ X 10'; damage equals one-half
user’s current hp; damage cannot
exceed 70 hp)

® Jce Breath (Area of Effect:
30’ X 10’; damage equals one-half
user’s current hp; damage cannot
exceed 70 hp)

Lightning bolt (As magic-user 3rd
level spell; Range 180";

Effect: 20d6 damage, 60’ X 5’)

e Acid Breath (Area of Effect:
301 X 57)
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75

80

85

90

100

Delayed blast fireball (As magic-
user 7th level spell; Range 240’;
Delay of 0-60 rounds at caster
choice; Effect: 20d6 damage)
Explosive cloud (As magic-user
8th level spell; Range 1'; Dura-
tion 6 Turns; Area of Effect:
20" % 30'x 30’, 20 hp per round)
Disintegrate (As magic-user Gth
level spell; Range 60'; Effect: 1
creature). An Immoreal suffers
6d10 damage from this attack
Power word kill (As magic-user
oth level spell; Range 120’; Ef-
fect: Kill 60 hp, orstun 60-100 hp
for duration 4 Turns). No effect
vs. Immortals

Obliterate (As cletic 7th level
rarse dead fully spell reversed;
Range 60'; Effect: Automatically
slays creatures of up to 7 HD; 8-
12 HD creatures save at —4, crea-
tures with above 12 HD take 6d10
damage). No effect vs. Immortals
Meteor swarm (As magic-user 9th
level spell; Range 240'; Effect: 4
for 8d6 +8d6 or 8 for 4d6 +4d6)

Cost
10

15

20

25

30

30
35

40

Direct Mental Attacls
Attack Type
Cause fear (As cleric 1st level re-
move fear spell reversed; Range
120'; Duration 2 Turns). No ef-
fect vs. Immortals
Sleep (As magic-user 1st level
spell; Range 240’; Duration 20
Turns; Effect: Up to 20 HD). No
effect vs. Immortals
Charm person (As magic-user 1st
level spell; Range 120’). No effiect
vs. Immortals
Confusion (As magic-user 4th
level spell; Range 120’; Duration
12 rounds; Effect: Up to 18 crea-
tures in 30’ radius). No effiect vs.
Immortals
Charm monster (As magic-user
4ch level spell; Range 120"; Dura-
tion 12 rounds; Effect: 18 crea-
tures at 3 HD or less, or 1 at 3+
HD). No effect vs. Immortals
e Calm Others (Range 120"; Ff-
fect: Up w 40 HD)
e Control Plants (Range: All in
30' X 30"; Duration 20 Turns)
Feeblemind (As magic-user 5th
level spell; Range 240°; Effect:
—4 to saving throw, Int score be-
comes 2). No effect vs. Immortals

50

60

70

75

80

85

90

95

100

Artifaéts@

Charm plant (As magic-user 7th
level spell; Range 120’; Duration
3 months; Affects 1 tree or 6
bushes or 12 shrubs or 24 small
plants)

Geas (As magic-user Gth level
spell; Range 30"). No effect vs.
Immortals

¢ Control Animals (Duration 20
Turns; Affects up to 40 HD. 20
creatures)

e Control Lesser Undead (Dura-
tion 20 Tums; Affects creatures
up to 9 HD or less, 20 HD total,
10 individual creatures)

Mass charm (As magic-user 8th
level spell; Range 120’; Effect: 30
HD, -2 to saving throw). No ef-
fect vs. Immortals

Open mind (As magic-user 8th
level mind barrier spell reversed;
Range: Touch; Effect: —8 to sav-
ing throws vs. pertinent spells).
No effect vs. Immortals

¢ Control Giants (Duration 20
Turns; Affects one type, 4 crea-
tures)

® Control Greater Undead (Du-
ration 20 Turns; Affects any Hit
Dice level, 40 Hit Dice of crea-
tures, up to 20 individual crea-
tures)

® Control Dragons (Duration 20
Turns; Affects one type, 3 small
dragons or one large dragon)

e Control Humans (Duration 20
Turns; Affects up to 7-HD hu-
mans, 40 Hit Dice total, up to 20
individual creatures)

Cost
10

15

20

25

Attaclss thar Stop or Slow

Type of Attack

Web (As magic-user 2nd level
spell; Range 10’; Area of Effect
10’ % 10’ 10’; Duration 48
Turns)

Hold animal (As druid 3td level
spell; Range 180'; Duration 40
Turns; Effect: One type, 4 crea-
tures)

Hold person (As magic-user 3rd
level spell; Range 120’; Duration
40 Turns; Effect: Up to 4 crea-
tures)

Slow (As magic-user 3rd level
haste spell reversed; Range 240’;
Duration 3 Turns; Affects up to
24 creatures, 30’ radius). No ef-
fect vs. Immortals

35 Hold monster (As magic-user Sth
level spell; Range 120’; Duration
46 Turns; Affects up to 4 crea-
tures)

45 Turn wood (As druid 6th level
spell; Range 30'; Duration 40
Turns; Area of Effect: 120’ X 60')

50 Flesh to stone (As magic-user 6th
level stone to flesh spell reversed;
Range 120'; Area of Effect: 1
creature or 10’ cube). No effect
vs. Immortals

60  Power word stun (As magic-user
7th level spell; Range 120’; Dura-
tion: Up to 35 hp = 12 rounds,
36-70 hp = 6 rounds). No effect
vs. Immortals

75 Dance (As magic-user 8th level
spell; Range: Touch; Duration 8
Rounds; Effect: —4 to saving
throws and +4 penalty to AC)

85 Power word blind (As magic-user
8th level spell; Range 120°; Dura-
tion: Up to 40 hp = 4 days, 41-80
hp = 2d4 hrs)

100 e Life-Trapping

100 Maze (As magic-user 9th level
spell; Range 60'; Duration 6
Turns to 4 Rounds, depending on
Intelligence)

500 e Immortal Life-Trapping
Miscellaneous Atsack Forms
Cost  Attack Type

10 Blight (As cleric 2nd level bless
spell reversed; Range 60’; Dura-
tion 6 Turns; Area of Effect: 20’
sq, —1 to morale, attack, and
damage rolls)

15 Darkness (As cleric 1st level light
spell teversed; Range 120; Dura-
tion 46 Turns; Area of Effect: 30’
diameter)

20  Light (As cleric 1st level spell;
Range 120'; Duration 46 Turns;
Area of Effect: 30’ diameter)

20 ¢ Set Normal Trap, 50% (Dura-
tion 6 Turns)

20 ¢ Turn undead as 6th level cleric
(Duration 1 Turn)

25 Curse (As clerical 3rd level re-
move cuise spell reversed; Range:
Touch)

25 ® Disarm Attack (Duration 6
Turns)

30 Continual darkness (As cleric 3rd
level continual light spell re-
versed; Range 120'; Area of Ef-
fect: 30' radius)
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30

35

40

40

45

45

50

50

13

60

65

70

70

75

80
90

100

250

® Pick Pockets, 50% (Duration 6
Turns)

® Draining (Duration: 1 blow;
Effect: Drain 1 level or Hit Die).
Used vs. Immomnals, drains 25 TP
per blow

® Set Normal Trap, 70% (Dura-
tion 6 Turns)

Silence 15’ radius (As cleric 2nd
level spell; Range 180’; Duration
12 Turns)

Polymoiph other (As magic-user
4th level spell; Range 60'; new
form can have up to twice the HD
of old form). Used against an Im-
mortal, the victim can rewrn to
normal immediately

e Turnundead as 12chlevel cleric
(Duration 2 Turmns)

Babble (As cleric 6th level speak
with monsters spell teversed;
Range 60’; Duration 40 Turns)

® Flying (Duration: 1 Turn/10
rounds)

Dispel magic (As cleric 4th level
spell; Range 120’; Area of Effect:
20’ cube)

® Pick Pockets, 75% (Duration 6
Tums)

Appear (As magic-user 7th level
mass invisibility spell reversed,
Range 240'; Duration 1 Turn; Ar-
ea of Effect: 20’ cube)

® Set Normal Trap, 90% (Dura-
tion 6 Turns)

® Draining (Duration: 1 blow;
Effect: Drain 2 levels or Hit
Dice). Used against an Immortal,
drains 50 TP per blow

e Turn undead as 24th level cleric
(Duration 3 Turns)

Polymorph any object (As magic-
user 8th level spell; Range 240’;
Duration 40-240 Turns; Area of
Effect: 10' cube)

® Pick Pockets, 100% (Duration
6 Turns)

® Anu-Magic Ray (Duration 1
Tum; Effect: 100%)

® Blasting (Area of Effecu
60'x 20'; 2d6 damage and deaf-
en)

® De-Power (Duration: Perma-
nent; Range: Touch; Effect: De-
stroys 100 Power Points; Requires
one Hierarch from each Sphere to
activate)

90

Cost
10

15
20

20

25

25
25
30
30

30

35
40

40

40
45
50

50

55
55
60

60

70

70

——
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Bonuses to Atsacis
Attack Type
Bless (As cleric 2nd level spell;
Range 60’; Duration 6 Turns;
Area of Effect: 20’ sq., +1to mo-
rale, attack, and damage rolls)
® Weapon Damage Bonus +2
(Duration 1 Turn)
® Autack Roll Bonus +2 (Dura-
tion 1 Tum)
e Turn Undead Bonus +2 to roll,
+1d6 HD affected (Duration 1
Turn)
® Leap o 30, +2 Autack Roll
Bonus with Icap Auwacks (Dura-
tion 1 Turm)
® Weapon Damage Bonus +3
(Duration 1 Turn)
® Weapon Strength Bonus +1
(Duration 1 Turn)
e Artack Roll Bonus +3 (Dura-
tion 1 Turn)
e Spell damage bonus, +1 pt
per die (Duration 1 spell)
Striking (As clerical 3rd level
spell; Range 30'; Duration 1
Turn; Effec: +1d6 damage)
® Weapon Damage Bonus +4
(Duration 1 Turn)
® Attack Roll Bonus +4 to roll
(Duration 1 Tutn)
® TurmnUndead Bonus +4 toroll,
+2d6 to HD affected (Duration 1
Turn)
® Weapon Strength Bonus +2
(Duration 1 Turn)
® Weapon Damage Bonus +5
(Duration 1 Turn)
e Actack Roll Bonus +5 (Dura-
tion 1 Turn)
® Leap to 60', +4 Attack Roll
Bonus with Leap Attacks (Dura-
tion 1 Turn)
® Spell damage bonus, +2 pts
pet die (Duration 1 spell)
® Weapon Strength Bonus +3
(Duration 1 Turn)
® Auack Roll Bonus +6 (Dura-
tion 1 Turn)
e Turn Undead Bonus +6 to roll,
+3d6 to HD affected (Duration 1
Tum)
® Weapon Damage Bonus: Dou-
ble Weapon Damage (Duration 1
Turn)
® Weapon Strength Bonus +4
(Duration 1 Turn)

75 e Leap to 90', +6 Attack Roll
Bonus with Leap Attacks (Dura-
tion 1 Turn)

80 ® Spell Damage Bonus, +3 pts
per die (Duration 1 spell)

85 e Smash Atwack (Duration 1
Tutn)

85 e Weapon Sturength Bonus +35
(Duration 1 Turn)

920 ® Weapon Damage Bonus: Triple
Weapon Damage (Duration 1
Turn)

100 e Spell Damage Bonus, +4 pts
per die (Duration 1 spell)

Artifact Information and
Movement Powers Table

Aids to Normal Senses

Cost Power

10 ® Detect New Construction
(Range 60’; Duration 36 Turns)

10 Read languages (As magic-user
1st level spell; Duration 6 Turns)

10 Read magic (As magic-user 1st
level spell; Duration 3 Turns)

10 e Timekeeping (Duration to 24
hours from 1 mark)

15 ® Detect Slopes (Range 30’; Du-
ration 36 Turns)

15 Speak with animals (As cleric 2nd
level spell; Range 30'; Duration 6
Turns)

20 Infravision (As magic-user 3rd
level spell; Range: Touch; Dura-
tion 1 day; Effect: See to 60')

25 ® Hear Noise, 50% (Duration 12
Turns)

25 Speak with the dead (As cleric 3rd
level spell; Range 30'; Effect: 3
questions)

30 Speak with planss (As cleric 4th
level spell; Range 30’; Duration 3
Turns)

30 ® Tracking (Duration 6 hours; Ef-
fect: 90% outdoor, 50% indoor)

30 ® Communication, Lesser (with
Artifact creator only; Duration 6
Turns)

35 ® Find Secret Doors (Range 10’;
Duration 6 Turns)

50 ® Communication, Greater (Du-
raton 6 Turns)

50 ® Hear Noise, 90% (Duration 24
Turns)

50 Lie Detection (Range 120’; Dura-
tion 3 Turns). No effect vs. Im-
mortals




70
75

80

Speak with monsters (As cleric
6th level spell; Duration 6 Tuens)
e Tracking (Duration 6 hours; Ef-
fect: 90% anywhere)

® Hear Noise, 140% (Duration
36 Turns)

e X-Ray Vision (Range 30’, Du-
ration 1 Tuen)

Cost

10

10

15

15

20

20

20

25

25

30

30

35

35

40

40
45
50

50

Additional Senses
Power
e Find Traps, 50% (Duration 6
Turns)
Predict weather (As druid 1st
level spell; Duration 12 hours; Ef-
fect: 40 miles)
Detect magic (As magic-user 1st
level spell; Duration 6 Turns; Ar-
ea of Effect: Range 60°)
Detect evil (As magic-user 2nd
level spell; Duration 6 Turns; At-
ea of Effect: Range 60')
e Find Traps, 60% (Duration 6
Turns)
Know alignment (As cleric 2nd
level spell; Duration 1 Round;
Area of Effect: Range 30)
Locate object (As cleric 3ed level
spell; Duration 6 Turns; Area of
Effect: 120)
Clairvoyance (As magic-user 3rd
level spell; Range 60’; Duration
12 Turns)
ESP (As magic-user 2nd level
spell; Range 60'; Duration 12
Turns)
¢ Find Traps, 70% (Duration 6
Turns)
Wizard eye (As magic-user 4th
level spell; Range 240’; Duration
6 Turns; MV 120")
Find wuaps (As cleric 2nd level
spell; Duration 2 Tutns; Area of
Effect: 30')
Detect fnvisible (As magic-user
2nd level spell; Range 400’; Du-
ration 6 Turns)
Detect danger (As druid 1st level
spell; Range 200; Duration 6
Turns)
® Find Traps, 80% (Duration 6
Turns)
® Choose Best Option (Range 1
Turn; Effect: 1 choice)
e Find Traps, 90% (Duration 6
Turns)
Truesight (As cletic 5th level
spell; Duration 5 Turns; Area of
Effect: 120')

70

70

80

g
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e Mapmaking (Duration 1 Turn;
Area of Effect: Sense 60’ range)

¢ Find Traps, 100% (Duration 6
Turns)

® Treasure Finding (Durauon 6
Turns; Area of Effect: 400')

¢ Find Traps, 110% (Duration 6
Turns)

Lore (As magic-user 7th level
spell; Duration 1 Turn or 1 day)
Find the path (As cletic 6th level
spell; Durauon 46 Turns)

Cost
10

20
20

25

35
40

40

50

55

Aids to Movement
Power
e Climb Walls, 70% (Duration
12 Turns)
Levitate (As magic-user 2nd level
spell; Duration 46 Turns)
e Tree Movement (Duration 12
Turns)
¢ Climb Walls, 80% (Duration
12 Turns)
Plant door (As druid 4th level
spell; Duration 40 Turns)
e Climb Walls, 90% (Duration
12 Turns)
Dimension door (As magic-user
4th level spell; Range 10'; Dura-
tion 1 Round; Effect: 360')
Fly (As magic-user 3rd level spell;
Duration 40 +1d6 Turns; MV
360")
® Gaseous Form (Duration 3
Turns)
Haste (As magicuser 3rd level
spell; Range 240'; Duration 3
Turns; Effect: 24 creatures within
60")
® Move Silendy, 50% (Duration
6 Turns)
Pass plant (As druid Sth level
spell; Area of Effect: 300-600
yards)
e Web Movement (Duration 12
Tuens)
e Climb Walls, 100% (Duration
12 Turns)
Telekinesis (As magic-user Sth
level spell; Range 120'; Durauon
6 rounds; Effect: Carry 8000 cn;
MV 20’ per round)
Transport through plants (As
druid 6th level spell; Effect: Self
and two additional creatures)
Teleport (As magic-user Sth level
spell; Range 10")
® Climb Walls, 110% (Duration
12 Turns)

55 e Move Silenty, 70% (Duration
6 Turns)

60 ® Burrowing (Duration 6 Turns;
MV 10, 30, or 60)

65 ® Plane Travel (self only; 1 shift)

70 ¢ Climb Walls, 120% (Duration
12 Turns)

75 e Move Silendy, 90% (Duration
6 Turns)

80 Travel (As magic-user 8th level
spell; Duration 40 Turns; MV
360, or 720" gaseous)

85 Teleport any object (As magic-
user 7th level spell; Effect: 1 crea-
ture, object, 10’ cube, or self
safiely; others save at —2)

90 Word of recall (As cletic 6th level
spell; Duration Instantaneous)

Aids to Offset Encumbrance

Cost Power

10 ¢ Container, to 5,000 cn (Dura-
tion 6 hours)

10 Floating disc (As magic-user 1st
level spell; Duration 6 Turns; Ef-
fece: 5,000 cn)

15 ® Buoyancy, to 10,000 cn (Dura-
tion 6 Turns)

20 ¢ Container, to 10,000 cn (Dura-
tion 6 hours)

30 ¢ Container, to 15,000 cn (Dura
tion 6 hours)

30 ® Buoyancy, to 20,000 cn (Dura-
tion 12 Turns)

40 ¢ Container, to 20,000 cn (Dura-
tion 6 hours)

45 ® Buoyancy, to 40,000 cn (Dura-
tion 18 Turns)

50 ® Container, t0 25,000 cn (Dura-
tion 6 hours)

60 ¢ Conainer, to 30,000 cn (Dura-
tion 6 hours)

60 ® Buoyancy, to 80,000 cn (Dura-
tion 24 Turns)

70 ¢ Container, to 35,000 cn (Dura-
tion 6 hours)

75 ® Buoyancy, any weight (Dura-
tion 36 Turns)

80 ® Container, to 40,000 cn (Dura-
tion 6 hours)

90 ¢ Conuainet, to 50,000 cn (Dura-
tion 6 hours)
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Artifact Transformation
Powers Table

Cost

15

20

30

35

40

45

50

60

70

75

80

90

100

Creations and Summonings
Power

Produce fire (As druid 2nd level
spell; Duration 2 Turns)

Create water (As cleric 4th level
spell; Duration 6 Turns; Effect: 50
gallons)

Summon animals (As druid 4th
level spell; Range 360'; Duration
3 Turns)

Create food (As cleric Sth level
spell; Range 10’; Effect: Food for
400 men and mounts)

Create normal anirals (As cleric
6th level spell; Range 30’; Dura-
tion 10 Turns; Effect: 1-6 crea-
tures)

Create normal monsters (As
magic-user 7th level spell; Range
30'; Duration 2 Turns; Effect: 40
HD total)

Animate dead (As magic-user 5th
level spell; Range 60'; Effect: 40
HD)

Animate objects (As cleric 6th
level spell; Range 60'; Duration 6
Turns; Effect: 4,000 cn)

Sword (As magic-user 7th level
spell; Range 30; Duration 40
rounds; Effect: As Two-Handed
Sword, 2 attacks per round)

® Create Normal Objects (Effect:
Up to 1,000 cn)

Clone (As magic-user 8th level
spell; Range 10'). No effect on
Immortals

Create magical monsters (As
magic-user 8th level spell; Range
60’; Duration 3 Turns; Effect: 40
HD rotal)

Create any monstcr (As magic-
user 9th leve! spell; Range 90";
Duration 4 Turns; Effect: 40 HD)

Cost
10

10

15

92

Saaric Changes
Power
Purify food and water (As cleric
1st level spell; Range 10°; Effect:
6 waterskins or 12 unpreserved
rations of food or 1 preserved
ration)
® Repair Normal Objects (Effect:
Up 10 1,000 cn)
® Change Odors (Area of Effect:
30’ cube)

15
20
30
30

35

40

40
50

60

60
70
70

75

80

85

90
90
95

100

250

® Change Tastes (Area of Effect:
40 meals or 20 cu. ft.)

Hold portal (As magic-user 1st
level spell; Duration 12 Turns)

® Remove Traps, 50% (Duration
6 Turns)

Wizard lock (As magic-user 2nd
level spell; Range 10)

® Create Magical Aura (Range
120’; Duration 3 Turas; Area of
Effect: 40’ cube)

Magic door (As magic-user 7th
level spell; Range 10’; Duration 7
uses)

® Repair Temporary Magical Ob-
ject (Affects 1 object)

® Rulership (Effect: +10 to +50
Confidence)

Magic lock (As magic-user 7th
level magic door spell reversed;
Range 10’; Duration 7 uses; Area
of Effect: 10’ sq)

® Remove Traps, 75% (Duration
6 Turns)

Remove barrier (As cleric 6th level
barrier spell reversed; Range 60°)
® Repair Permanent Magical Ob-
ject (Affects 1 object)

® Victory (Effect: +25 o War
Machine Combat Results Roll;
loss results on CRT limited to 91-
100 results)

Metal to wood (As druid 7th level
spell; Range 120; Effect: 2,000
cn)

Close gate (As magic-user 9th
level gate spell reversed; Range
30")

Permanence (As magic-user 8th
level spell; Range 10)

® Remove Traps, 100% (Dura-
tion 6 Turns)

Gate (As magic-user 9th level
spell; Range 30’; Duration 1 Turn
or d% Turns)

Timestop (As magic-user 9th level
spell; Duration 1d4 +1 rounds)

® Spell Generation (Provides
Spells to Clerics When Immorual
Is Absent)

Cost
10

15

20

Dynamic Changes
Power
® Open Locks, 60% (Duration 6
Turns)
Warp wood (As druid 2nd level
spell; Range 240'; Effect: 40 ar-
rows)
Growth of animal (As cleric 3rd

25

25

30

30

35

35

40

40

45

50

55
55

60

70

80

85

level spell; Range 120’; Duration
12 Turns; Effect: 2% Size)
Knock (As magic-user 2nd level
spell; Range 60)

Growth of plants (As magic-user
4th level spell; Range 120'; Area
of Effect: 3,000 sq.ft.)

Heat metal (As druid 2nd level
spell; Range 30’'; Duration 7
rounds)

e Open Locks, 70% (Duration 6
Turns)

Shrink plants (As magic-user 4th
level groweh of plants spell re-
versed; Range 120", Area of Ef-
fect: 3,000 sq.ft.)

Control winds (As druid 5th level
spell; Duration 40 Turns; Area of
Effect: 400')

Harden (As magic-user Sth level
dissolve spell reversed; Range
120'; Area of Effect: 3,000
sq.ft. x 10%)

Conttol temperature 10’ radius
(As druid 4th level spell; Dura-
tion 40 Turns; Effiect: 50 degrees)
Dissolve (As magic-user 5th level
spell; Range 120'; Duration 3-18
days; Area of Effect: 3,000
sq.ft. X 10")

Lower water (As magic-user 6th
level spell; Range 240'; Duration
10 Turns; Effect: water to /2
height)

® Open Locks, 80% (Duration 6
Turns)

Passwall (As magic-user Sth level
spell; Range 60'; Duration 6
Turas; Area of Effect: 5' X 10")
Move earth (As magic-user Gth
level spell; Range 240'; Duration
6 Turns)

® Open Locks, 90% (Duration 6
Turns)

Summon weather (As druid 6th
level spell; Duration 240 Turns;
Area of Effect: 30 miles)

Reverse gravity (As magicuser
7th level spell; Range 90°; Areaof
Effect: 30’ cube)

® Open Locks, 100% (Duration
6 Turns)

Weather control (As druid 7th
level spell; Duration: Concentra-
tion; Area of Effect: 240 yards)

® Open Locks, 110% (Duration
6 Turns)




90 Earthquake (As cleric 7th level
spell; Range 120 yards; Duration
1 Tuen; Area of Effect: 175’ sq.)

95 ® Open Locks, 120% (Duration
6 Turns)

100 Wish (As magic-user 9th level
spell)

Artifact Defense Powers
Table

Cures

Cost  Power

10 Remove fear (As cleric 1st level
spell; Duration 3 Turns; Effect:
+6 Save)

15 Cure light wounds (As cleric 1st
level spell; Effect: Cure 7 hp)

20 Cure blindness (As cleric 3rd level
spell; Range: Touch)

20 Curc discase (As cleric 3rd level
spell; Range 30°)

25  Free person (As cleric 2nd level
hold person spell reversed; Range
120'; Effect: Up to 4 creatures)

25 Cure serious wounds (As cleric
4th level spell; Effece: Cure 14
hp)

30 Neutralize poison (As cleric 4th
level spell; Range: Touch)

35 Cure critical wounds (As cleric Sth
level spell; Effect: Cure 21 hp)

40 Free monster (As magic-user 5th
level hold monster spell reversed;
Range 120'; Effect: Up to 4 crea-
tures)

45 Remove geas (As magic-user Gth
level geas spell reversed; Range
30°)

50 Stone ro flesh (As magic-user 6th
level spell; Range 120'; Area of
Effect: 10’ cube)

60 Raise dead (As cleric 5th level
spell; Range 120'; Effect: 132
days dead)

70 Remove cusse (As cleric 3rd level
spell; Range: Touch)

85  Raise dead fully (As cletic 7th
level spell; Range 60’; Effect: Up
to 8 years dead)

90 Restore (As cleric 7th level spell;
Range: Touch)

95 ® Regeneration (Effect: 3 hp per
round for 1 Turn)

100  Heal (As magic-user 9th level
spell; Range: Touch)

100 ® Automatic Healing (Self only)
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20

25
25

30
30

35

35
40
40
40

45

50

50
50
60
60
60
60
65

65

70

75

Personal Bonuses
Power
e Memorize +1 Sepll Bonus
Level
e Armor Class Bonus =2 (Dura-
tion 6 Tums)
® Ability Score Bonus (Duration
6 Tums; Effect: 1 random score)
® Memorize +2 Bonus Spell
Levels
® Parry (Duration 6 Turns)
® Saving Throws Bonus +1 (Du-
ration 1 Turn)
® Hit Points Bonus +1 per Hit
Die (Duration 1 Turn)
®* Memorize +3 Bonus Spell
Levels
® Dodge Normal Missiles (Dura-
tion 1 Turn; Effect: Save vs.
wands to avoid damage)
e Size Control (Duration 6
Turns; 3" o 18')
® Ability Score Bonus (Duration
6 Turns; Effect: 2 random scores)
® Armor Class Bonus —4 (Dura-
tion 6 Tums)
® Memorize +4 Bonus Spell
Levels
® Elasticity (Duration 12 Turns;
Effect: Takes /2 damage from
blunt weapons)
® Dodge Any Missiles (Duration
1 Turn; Effect: Save vs. wands to
avoid damage)
® Memorize +35 Bonus Spell
Levels
e Saving Throws Bonus +4 (Du-
ration 6 Turns)
® Ability Score Bonus (Duration
6 Turns; Effect: 3 random scores)
e Armor Class Bonus —6 (Dura-
tion 6 Turns)
e Hit Points Bonus +2 per Hit
Die (Duration 6 Turns)
e Memorize +¢ Bonus Spell
Levels
® Dodge Directional Attacks
(Duration 1 Turn; Effect: Save vs.
wands to avoid damage)
Polymorph self (As magic-user
4th level spell; Duration 46
Turns)
® Memorize +7 Bonus Spell
Levels
e Saving Throws Bonus +6 (Du-
ration 6 Turns)
® Ability Scores Bonus (Duration
6 Tutns; Effect: 4 random scores)
e Armor Class Bonus =8 (Dura-

80
85
90
90
100
100
100

100

tion 6 Turns)

® Memorize +8 Bonus Spell
Levels

® Inertia Control (Duration 4
hours, 1 object)

® Hit Points Bonus +3 per Hit
Die (Duration 1 Turn)

® Memorize +9 Bonus Spell
Levels

® Ability Scores Bonus (Duration
6 Turns; Effect: All scores)

® Armor Class Bonus =10 (Du-
ration 6 Turns)

® Memorize +10 Bonus Spell
Levels

Shapechange (As magic-user 9th
level spell; Duration 40 Turns;
Area of Effect: Any creature or
object 40'/4000 cn)

Cost
10

15

15

15
15

20

20
20
25
30
30
35
40

50

55
60

Personal Protections
Power
Shield (As magic-user spell 1st
level spell; Duration 6 Turns)
® Anti-Magic 10% (Duration 6
Turns)
Mindmask (As magic-user 2nd
level ESP spell reversed; Range:
Touch; Duration 12 Turns)
® Reflection (Duration: 6 Turns)
Water breathing (As magic-user
3rd level spell; Range 30'; Dura-
tion 1 day)
¢ Defending (Duration: 6 Turns;
Effect: Weapon bonuses can ap-
ply to AC instead)
Invisibility (As magic-user 2nd
level spell)
® Immune to Disease (Range:
Touch; Duration 18 Turns)
Invisibility 10’ 1adius (As magic-
user 3rd level spell; Range 120')
® Immune to Paralysis (Range:
Touch; Duration 6 Turns)
e Security (Effect: Trap 5 items,
alarm only)
® Anti-Magic 20% (Duration 6
Turns)
¢ Immune to Poison (Duration
18 Turns; Effect: Self only)
® Immune to Aging Attacks
(Range: Touch; Duration 18
Turns)
® Ant-Magic 30% (Duration 6
Turns)
Mass invisibility (As magic-user
7th level spell; Range 240'; Area
of Effect: 60’ sq./300 man-size)
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75
80

80

85

95

100

100

94

Survival (As cleric 7th level spell;
Duration 48 hours)

Statue (As magic-user 7th level
spell; Duration 80 Turns; Effect:
+ 2 Initiative)

® Anti-Magic 40% (Duration 6
Turns)

® Immune to Energy Drain
(Range: Touch; Duratior: 6 Turns)
Mind barrier (As magic-user 8th
level spell; Range 10'; Duration
48 hours; Effect: +8 to pertinent
saving throws)

® Protection from Magical Detec-
tion (As magic-suer 9th level
spell; Duration 6 Turns; Area of
Effect: Self & items)

e Anti-Magic 50% (Duration 6
Turns)

e Luck (Duration 1 Turn; Effect:
Choose result of 1 roll)
Immunity (Duration 40 Turns;
Effect: Blocks spells level 1-3 and
half effect of spells level 4-5; no
damage from normal or silver
weapon attacks and half damage
from mortal magical weapons; no
effect vs. unarmed)

100

® Immune to Breath Weapons
(Range: Touch; Duration 1 Turn)

Cost
10

15

20

25

30

30

35
40

45

Misditection
Power
Ventriloquism (As magic-user 1st
level spell; Range 90'; Duration 3
Turns)
Confuse alignment (As cleric 2nd
level know alignment spell re-
versed; Range: Touch; Duration
40 Turns)
Obscure (As druid 2nd level spell;
Duration 40 Turns; Area of Ef-
fect: 400'sq./40’ high)
Mirror image (As magic-user 2nd
level spell; Duration 6 Turns; Ef-
fect: 5 false images)
¢ Hide in Shadows, 30% (Dura-
tion 6 Turns)
Massmorph (As magic-user 4th
level spell; Range 240'; Area of
Effect: 100 man-size)
Hallucinatory terrain (As magic-
user 4th level spell; Range 240°)
e Merging (Duration 18 Turns;
Effect: 7 creatures)
¢ Hide in Shadows, 50% (Dura-
tion 6 Turns)

60

70

90

Phantasmal force (As magic-user
2nd level spell: Range 240'; Area
of Effect: 40’ cube)

¢ Hide in Shadows, 70% (Dura-
tion 6 Turns)

Projected image (As magic-user
6th level spell; Range 240'; Dura-
tion 6 Turns)

® Blend With Surroundings
(Duration 6 Turns)

Cost
10

10

15

20

Barriers
Power
Resist cold (As cleric 1st level
spell; Duration 12 Turns; Effect:
+2 to saving throws vs. cold at-
tacks, —1 pt of cold damage per
die, 30’ radius)
Protection from evif (As cleric Ist
level spell; Duration 6 Turns)
Resist fire (As cleric 2nd level
spell; Duration 6 Turns; Effect:
+2 to saving throws vs. fire at-
tacks, —1 pt of fire damage per
die)
Protection ftom normal missiles
(As magic-user 3rd level spell;
Range 30‘; Duration 12 Turns)




25

25

25

30

30

35

35
40

40

45

50

60

70

75

80

85

100

® Protection From Some Crea-
tures (Duration 6 Turns; Effect:
Up o 5 HD)

Protection from evil 10’ radius
(As magic-user 3rd level spell;
Duration 12 Turns; Effect: +1 to
saving throws)

® Bug Repellant (Duration 40
Turns, +4 to saving throws vs.
summoned/ controlled bugs)

Ice wall (As magic-user 4th level
spell; Range 120’; Duration 12
Turns; Area of Effect: 1200 sq.ft.)
Wall of fire (As magic-user 4th
level spell; Range 60'; Duration:
Concentration; Area of Effect:
1200 sq ft.)

Anti-plant shell (As druid 5th
level spell; Duration 6 Turns)
Protecrion from poison (As druid
3td level spell; Range: Touch;
Duration 40 Turns; Effect; +4 vs.
breath)

Wall of stone (As magic-user 5th
level spell; Range 60°; Area of Ef-
fect: 1,000 cu.fr.)

e Shelter

Protection from lightning (As
druid 4th level spell; Range:
Touch; Duration 40 Turns; Effect:
40 HD)

® Protection From Many Crea-
tures (Duration 6 Turns; Effect:
Up to 15 HD)

Anti-animal shell (As druid 6th
level spell; Duration 40 Turns)
Wall of iron (As magic-user Gth
level spell; Range 120°; Area of
Effect: 500sq.ft.)

® Protection From Most Crea-
tures (Duration 6 Turns; Effect:
Up to 15 HD)

Barrier (As cleric 6th level spell;
Range 60’; Duration 12 Turns;
Effect: 7d10 damage)
Anti-magic shell (As magic-user
6th level spell; Duration 12
Turns)

Force field (As magic-user 8th
level spell; Range 120’; Duration
6 Tums; Area of Effect: 5000
sq.ft.)

® Protection From All Creatures
(Duration 6 Turns)

Prismatic wall (As magic-user 9th
level spell; Range 60'; Duration
6 Turns; Area of Effect: 10' radius
or 500 sq.ft.)
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Explanation of Powers

Ability score bonus: One or more of
the user's ability scores immediately in-
creases to 18 and remains there for 1
hour. The user immediately gains all
benefits derived thereby. The ability
scores affected are determined randomly
(roll 1d6); if a character's ability score is
already 18 or better, roll again.

Actd Breath: The user may exhale a
breath weapon of acid in a line up to 30
feet long and 5 feet across, which inflicts
a number of points of damage equal to
one-half the current hit points of the user
(rounded down), to a maximum of 70
points of damage. Each victim may make
a Saving Throw vs. Dragon Breath to take
half damage. The acid evaporates within
1 round. The TP point cost is used for
each breath.

Anti-Magic: This power has a percent-
age chance of temporarily negating magi-
cal effects within 5 feet of the user. Each
magical spell, effect, or item is checked
for separately. Any magic negated will re-
main inactive for 1 turn after it leaves the
Anti-Magic area (see page 9 for more
details).

Anti-Magic Ray: This effect is similar
to that of the central eye of a beholder.
The user may produce a silvery ray of
light up to 60 feet long and 10 feet
across. By concentrating, the user may
maintain the ray forup to 1 turn. This ray
causes all magic within it to become deac-
tivated. Magical items and effects return
to normal when the ray is no longer upon
them.

Armor Class Bonus: The user gains
the given bonus to his or her Armor Class
rating.

Actack Roll Bonus: The user adds the
number given to the attack roll of any
weapon he or she is using. This effect
lasts for 1 tum.

Automatic Healing: This power pro-
duces a cureall effect (identical tothe 6th
level cleric spell) on command. The arti-
fact will cure damage, poison, disease,
paralysis, a curse, blindness, or
feeblemind. The artifact must be physi-
cally touching the user for this effect to
be produced. The artifact can be set to re-
spond automatically for 1 wen if the
user's hit points reach 0.

Bearhug: This effect lasts for 1 wirn.
The user may attack any opponent of ap-
proximately the same or smaller size by

using two arms instead of a weapon ot
spell. Both hands must be empty. If an
attack roll succeeds, the attacker may
squeeze for 2d8 points of damage. Any
victim held may attempt a Saving Throw
vs. Death Ray each round to escape the
grip; if he, she, or it fails, the attacker can
automatically squeeze for an additional
2d8 points of damage that round.

Blasting: The user may cause the arti-
fact to produce a loud trumpeting which
lasts for 1 round. The blast is a cone 60
feetlongand 20 feetwide at its end. Each
victim within the area takes 2d6 points of
damage and must make a Saving Throw
vs. Spells or be deafened for one turn.

Blend With Surroundings: The user
and his ot her equipment can change col-
or and pattern to match his or her sur-
roundings. While thus hidden, the user
is completely undetectable except by
magical means or physical touch. The
user gives up this benefit if he or she at-
tacks a target, but once he or she stops
attacking the camouflage effect automat-
ically resumes if the duration has not yet
expired.

Bug Repellant: As with the potion,
“bug” in this case includes any form of
arachnid, insect, or chilopod. The user
cannot be touched by any normal bug,
and a giant-sized bug will ignore the user
uniess it makes a Saving Throw vs. Spells.
The effect also bestows a +4 bonus to all
saving throws against magically summon-
ed or controlled bugs.

Buoyancy: This effect prevents the user
from sinking unless the stated encum-
brancy is exceeded. This power does not,
however, give the user the ability to
move fteely through unstable terrain
(water, mud, quicksand, and the like).
The user may alsocauseany item or items
touched to share the buoyancy, thus sup-
porting a sailing vessel that would other-
wise sink. If the user begins to sink, he or
she may release items held to attempt to
reduce encumbrance.

Burrowing: The user may quickly dig
through earthen material with bare
hands. Movement through loose earth or
sand is 60 feet per round; through dense
hard-packed earth, 30 feet per round;
and through solid rock, 10 feet per
round. Metal cannot be penetrated. A
tunnel will remain open after the bur-
rowing.

Calm Others: The user may affect up
to 40 Hit Dice of creatures within 120
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feet with this magical calm. No saving
throw applies; the DM makes an imme-
diate Monster Reaction roll for the crea-
tures with the usual 2d6 but applying a
+4 bonus to the roll.

Change Odors: The user may cause the
odors in the volume of a 30-foot cube to
change to whatever scent(s) are desired.
Poison cannot be created or negated by
this change, but the scent of poisonous
vapors can be made more pleasant. The
change is permanent, but if cast on a vol-
ume of air above ground the odor will
dissipate (in 1d6 turns on a still day, in
1d6 rounds on a windy day).

Change Tastes: The user may cause the
tastes of a quantity of food or liquid to
change to any taste desired. Poison can-
not be created or neutralized by this
change, although its favor may be
masked. The change is permanent and
can affect up to 20 cubic feet of edible
material.

Choose Best Option: The user may
think of two or more possible actions at a
decision point, and ask the artifact (i.e.,
the DM) to choose the one which will
probably be best for the user. The answer
is revealed telepathically. The user may
define “best"” in terms of a goal, such as
safety, speed, and so forth. Without a
specific definition, the artifact will inter-
pret “‘best” as being most likely to
achieve or further its own purpose. The
artifact will only consider possibilities up
to 1 turn in the future, utterly ignoring
possible consequences beyond that
point. The artifact never reveals details,
norcan it volunteer options on points not
specifically presented to it.

Climb Walls: See Thief Ability below.

Communication: With Lesser Com-
munication, the user may concentrate on
one individual—the artifact’s creator or
another being designated by that Immor-
tal at the time of its creation. With
Greater Communication, the user may
concentrate on any one living or undead
creature. In either case, when the concen-
tration is attempted, that individual is
instantly aware of desire for communica-
tion. The individual may accept or deny
the contact. If accepted, the user and the
individual may converse telepathically
for up to 1 turn, regardless of their loca-
tions, and even if on different planes of
existence (but not in different dimen-
sions). If the target creature rejects the
contact, the user is thereaf ter unable to
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make such contact with that individual
for 24 hours. The point cost applies per
hour, not per attempt.

Container: An artifact with this power
cannot have fife trapping ot shelter
powers. The artifact will act similarly to a
bag of holding. However, the artifact also
can store any object in the possession of
the user when a command is spoken,
teleporting the object into the artifact.
This power does not work on any living
creatures, noron another artifact, nor on
any item being touched or held by a liv-
ing being. The containment power lasts
for 6 hours but may be extended at the
cost of more TP. Any or all items stored
may be released on command of the user
and only the user. All items contained
when the duration expires are instantly
disintegrated (no saving throw).

Control (Animal, Dragon, Giant, Hu-
man, Plant, Undead); These effects are
similar to those of the potions of the
same names, but the duration is 20 turns,
and duration begins when the user first
tries to control a victim, not when the
control takes effect. The user must see
the victims to control their actions. Con-
trolled creatures cannot be forced to kill
themselves. The user cannot fight or cast
spells while controlling others but may
move at up to half normal rate. Each vic-
tim may make a Saving Throw vs. Spells
to avoid the control, but the user may re-
peat the attempt once per round until
the effect’s duration ends. Limits:

Animals: Up to 40 Hit Dice (20 indi-
viduals) of normal or giant-sized ani-
mals; fantastic and magical creatures
(e.g., hippogriffs) are immune to the ef-
fect.

Giants: One type only; up to 4 giants.

Humans: Affects up to 40 Hit Dice (20
individuals); those with 7 HD or more
are immune.

Piancs: All plants ina 30’ X 30" area.

Undead, Lesser: Up to 20 Hit Dice (10
individuals) of 9 HD or less.

Undead, Gtearer: Any undead; up to
40 Hit Dice (20 individuals).

Immortals may not be controlled by
artifacts.

Create Magical Aura: The user may
cause any creature and object to ‘“‘test
positive’” when a derect magicspell is cast
upon it. Anything up to a volume of 40
cubic feet can be affected.

Create Normal Objects: The user may
create one normal, non-magical, non-

living object that has a weight of 1,000 cn
or less. The user must have know what an
object is like in order to create it—i.e.,
someone who didn't know what a short
sword was could not create one with this
power. All objects created are perma-
nent, unless the DM rules otherwise (for
example, he or she might rule that gems
or gold pieces created with this power
would vanish after 24 hours).

Defending: This power is only placed
on melee weapons with magical attack
bonuses. At the beginning of each round
the wielder of such an artifact-weapon
can choose to use the bonus to improve
his or her chances to hit and the amount
of damage done OR the bonus can be ap-
plied to improve his or her Armor Class
instead.

De-Power: This power is very, very
rate, and only occurs in artifacts created
by the joinc effort of five Hietarchs, one
from each Sphere; such as artifact also re-
quires the willing participation of one
Hierarch from each Sphere to activate
this power. Once it is fully activated, any
Immortal who touches the artifact will
lose 100 Power Points per round, no sav-
ing throw. Such arifacts are usually
housed in Pandius, City of the Immor-
tals, and are only used to punish Immor-
tals who have flagrantly violated
Immortal laws—for example, by appear-
ing on the Prime Plane in Manifestation
Form to slay mortals serving other
Spheres or by deliberately killing another
Immortal on his or her Home Plane.

Detect New Construction: This effect
is similar to the ability possessed by all
dwarves but has a success rate of 100%.
The user may detect all signs of new con-
struction within 100 square feet in 1
round.

Detect Slopes: It is similar to the abili-
ty possessed by all dwatves but has a suc-
cess rate of 100%. The user may detect
all sloping surfaces within 100 square feet
in 1 round.

Disarm Auack: This power allows the
artifact’s wielder to use the Fighter Com-
bat Option “Disatm’ maneuver (see
D&D® Rules Cyclopedia pages 104-105),
regardless of his or her character class.

Dodge Any Missiles: This effect allows
the user to dodge any missile attack, in-
cluding those from missile weapons,
thrown weapons, missiles fired by siege
engines, and even magic missile spells.
The user may make a Saving Throw vs.




Wands to dodge any successful missile at-
tack. A maximum of 6 missiles per round
can be dodged; if more than six missiles
will hit the user in a round, the user may
choose the missiles he or she wishes to
dodge. Once the user dodges, he or she
can take no fnrther actions that round.

Dodge Directional Attacks: If attacked
with any missile, ray, beam, or cone-
shaped attack (including breath weap-
ons), the user may dodge the attack
(taking no damage) by making a success-
ful Saving Throw vs. Wands. A maxi-
mum of one missile or effect per round
can be dodged. If dodging is physically
impossible in the situation, the character
can still make a normal saving throw, if
applicable, for reduced damage.

Dodge Normal Missiles: This effect al-
lows the user to dodge any missile or
thrown weapons; a successful Saving
Throw vs. Wands means he or she has
dodged the oncoming missile. A maxi-
mum of 6 missiles can be dodged per
round; if more than six missiles will hit
the user in a round, the user may choose
the missiles he or she wishes to dodge.
Once the user dodges, he or she can take
no furtheractions that round.

Draining: This power is activated with
a command word; the victim must be
touching the artifact for the power to
work—for example, a weapon-artifact
possessing this power would have to score
a successful hit. Each use drains the vic-
tim of the indicated number of experi-
ence levels or Hit Dice, just as would a
successful attack by a vampire or wight.
However, a victim killed by this power is
simply dead; he or she will not come back
as one of the undead. Immortal victims
of such an attack do not lose HD or levels
but merely TP points.

Elasticity: This effect is similar to the
potion of the same name. The user may
stretch his or her body to any form up to
30 feet long or 1 inch thick. The user can
attack while stretched but cannot cast
spells. While the effect lasts, he or she
takes only half damage from blunt weap-
ons (boulders, maces, etc.).

Electricity: Upon activating this power,
the bearer of the artifact becomes
charged with magical electrical force. If
the user hits or is hit by an opponent in
melee combat while so charged, that op-
ponent receives 6d6 points of electrical
damage as the electricity running
through the artifact-bearer’s body dis-
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charges into the attacker. The victim can
attempt a Saving Throw vs. Spells for half
damage. Once the discharge has oc-
curred, the artifact’s bearer must activate
the power again (i.e., expend more TP)
to become recharged. Note that non-
conducting weapons-——for example, a
wooden staff —would insult the victim
from this effect.

Extinguishing: When the command
word is invoked, this artifact can douse a
normal fire of up to a 1,000’ X 1,000’
area; it has no effect against magical blaz-
es. If the artifact is also a weapon, any
magical bonuses to hit and damage are
doubled when the power is invoked if the
weapon is currently being used against a
fire-using creacure (such as a red dragon
or fire elemental). If the weapon is a mis-
sile fire device, the doubling applies to
all missiles fired from the weapon instead
of to the weapon itself.

Find Secret Doors: The user will auto-
matically find any secret doors present
when searching an area.

Find Traps: See Thief Ability below.

Fire Breath: The user may exhale a
breath weapon of fire in a cone up to 30
feet long and 10 feet across, inflicting the
equivalent of one-half of his or her cur-
rent hit points in damage to anyone with-
in range; however, this damage cannot
exceed 70 points. Each victim may make
a Saving Throw vs. Dragon Breath to take
half damage. The TP cost is applied per
breath.

Flaming: This power is only given to
weapon artifacts. When the power is in-
voked, the point or edge of the weapon
blazes with flames. The flames will not
harm the weapon or the user, but they
add a +2 auwack and damage bonus
against hippogriffs, pegasi, rocs, and
trolls, and a +3 bonus against treants
and undead monsters. The flame may al-
so be used to light a torch, lantetn, or
other flammable item. If a missile fire
device has this power, it is the missiles
which blaze with flame and receive the
attack and damage bonus.

Flying: This power is only given to arti-
fact weapons. When the power is acti-
vated, the artifact will listen to the
instructions of the wielder and obey
them as best it can; it only understands
commands which order it to attack a foe
within sight. It will fly at a rate of 240’
(80') toward a specified foe until within
range, attack for the number of rounds

its wielder instructed, and then will re-
turn to its owner. If it can attack from
where it is, it will do so, attacking for the
number of rounds specified.

Gaseous Form: This power enables the
user to turn himself or herself gaseous,
along with all the equipment he or she is
carrying; only concentration and expend-
iture of the requisite TP is required for
activation. While gaseous, the user may
move 360 feet per turn. The effect lasts
for 3 turns and cannot end sooner except
by dispel magic. It can, however, be ex-
tended indefinitely simply by continuing
to spend the necessary TP.

Hear Noise: See Thief Ability below.

Hide in Shadows: See Thief Abilicy
below.

Hit Points Bonus: A wielder of an arti-
fact who invokes this power immediately
gains the stated number of extra hit
points for each Hit Die he or she possess-
es. Any damage to the user after that is
subtracted from the additional hit points
first; only after they are all gone will any
real damage be inflicted. This effect lasts
for 1 turn or until the recipient has taken
enough damage to negate the bonus hit
points, whichever comes first.

lce Breath: The user may exhale a
breath weapon oficy cold in a cone up to
30 feet long and 10 feet across, inflicting
the equivalent of half his or her current
hit point total in damage on any victim
within range, up to a maximum of 70
points of damage. Each victim may make
aSaving Throw vs. Dragon Breath to take
half damage. Each breath requires an-
other expenditure of TP.

Immortal Life-Trapping: This power is
similar to the power found in mirrors of
Hifetrapping but is actually capable of
holding an Immortal. An artifact with
this power cannot have container or shel-
ter powets. If the user touches a mortal
creature with the artifact while saying the
proper command word, the victim must
make a Saving Throw vs. Spells or be
sucked into the artifact, along with all of
his or her equipment. An Immortal can-
not be drawn into the artifact if he or she
does not wish it, but given the choice of
voluntarily entering the artifact-prison or
suffering some more terrible fate, most
choose the former.

The artifact can store only one crea-
ture; if one is already being held, it is
ejected and replaced by the new victim.
A mortal victim will not age and cannot
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die while within the artifact, nor can he
ot she escape until replaced by someone
else. The victim can be seen in the arti-
fact’s surface and can speak to people
within 30’ or, if he or she chooses, can re-
treat within the artifact and refuse any
communication.

Immune to Aging: The user is im-
mune to any attack form that causes ag-
ing or withering for the duration.

Immune to Breath Weapons: The user
cannot be affected by any type of breath
weapon for the duration.

Immune to Disease: The recipient can-
not be diseased by any means for the du-
ration.

Immune to Energy Drain: The recipi-
ent cannot lose levels, Hit Dice, or Tem-
porary Power due to energy drain for the
duration. Physical damage from such at-
tacks (if any) is handled normally.

Immune to Paralysis: The recipient is
immune to all forms of paralysis, includ-
ing hold person spells, for the duration.

Immune to Poison: Poison cannot en-
ter the user’s system for the duration,
preventing him or her from taking dam-
age ot being slain by poisons of any sort,
whether natural or magical.

Inertia Control: The user may com-
mand any object he or she touches to
“stop.”” The item commanded then
stops, wherever it is, and cannot be
moved by any means, even a wish. A sec-
ond command releases the stopped ob-
ject. If the object is in motion when
stopped, it resumes its motion (with full
previous speed and momentum) the in-
stant it is released.

Leap: The user may magically leap up
to the maximum range given. Ifhe or she
attacks an opponent at the conclusion of
the leap, the given bonus applies to the
attack roll.

Lie Detection: The user may concen-
trate on one creature within 120 feet, and
can sense whether that creature is inten-
tionally lying or attempting to mislead
somebody (not necessarily the user). This
power does not work against Immortals.

Life-Trapping: An artifact with this
power cannot have container or shelter
powers. If a creature touches the artifact
while the user says the proper command
word, the victim must make a Saving
Throw vs. Spells or be sucked into the ar-
tifact, complete with equipment. The at-
tifact can store only one creature; if one is
already within, it is ejected and replaced

by the new victim. The victim will not
age for as long as the entrapment lasts.
The victim cannot be seen or heard, but
telepathy ot ESP can make communica-
tion possible. Immortals are unaffected
by this power.

Luck: This effect is similar to that of
the potion of the same name. The player
of the character using the artifact may
choose the result of any one action of
event he or she would normally have to
roll for. Other players’ rolls cannot be af -
fected, nor can rolls made by the DM,
and a roll already made cannot be
changed. Each use of the power lastsfer 1
turn or until the substitution is made.

Mapmaking: The artifact controls the
user’s hands to draw a map which will
cover all designated areas within 60 feet.
All physical features (including sectet
doors) are noted on the map, but not
furniture, magical effects, creatures, or
treasure.

Memorize Bonus Spell Levels: If he or
she is a spellcaster, the user may activate
this power to gain the stated number of
additional spells for each spell level he or
she is capable of casting. For example, if
the user is a Sth level magic-userwhocan
cast Ist, 2nd, and 3rd level spells, an arti-
fact with Memorize +2 Bonus Spell
Levels gives him or her 2 extra 1st, 2 extra
2nd, and 2 extra 3rd level spells. The
spellcaster can only memorize spells
which he or she already has access to (via
spell book, scrolls, etc.).

Merging: This effect is similar to that
of the potion of the same name. A maxi-
mum of 7 other creatures can, with the
permission of the user, merge their forms
with that of the user. They may emerge
and re-merge as of ten as the user will per-
mit.

Move Silently: See Thief Ability below.

Parry: This power gives the character
the ability to use the Fighter Combat Op-
tions “‘Parry” maneuver, regardless of his
or her character class.

Pick Pockets: See Thief Ability below.

Plane Teavel: The user and all of the
equipment he or she is carrying may
move from one plane of existence to any
adjacent plane. No other creature can be
affected.

Poison Gas Breath: The user may ex-
hale a breath weapon of poison gas in a
cloud up to a 20 feet square. Each victim
within the cloud must make a Saving
Throw vs. Dragon Breath or die. The user
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is not affected by the cloud. The cloud
remains in place for 3 full rounds unless
moved or dispersed by magical wind.
The TP cost is used for each breath. This
power does not affect Immortals.

Protection From All Creatures: The
user cannot be physically touched by any
creature. Claw and bite attacks are com-
pletely blocked. The power does not pro-
vide protection against missile weapons,
spells, or other attacks not involving di-
rect contact. Immortals are not affected
by this power.

Protection From Magical Detection:
The user and all items he or she carries
cannot be detected by magical means
and will not glow in response to a detect
magic spell.

Protection From Many Creatures: The
effect is identical to protection from all
creatures, except that it only blocks the
attacks of creatures of 10 Hit Dice or less.
Immortals are not affected by this power.

Protection From Most Creatures: This
effect is identical to protection from all
creacures, except that it only blocks the
attacks of creatures of 15 Hit Dice or less.
Immortals are not affected by this power.

Protection From Some Creatures: This
effect is identical to protection from all
creatures, except that it only blocks the
attacks of creatures of 5 Hit Dice or less.
Immortals are not affected by this power.

Reflection: Once this power is acti-
vated, any light ot continual light spells
cast at the user are automatically reflect-
ed back at the caster, who must make a
Saving Throw vs. Spells ot be temporarily
blinded. The item will reflect any num-
ber of such attacks during the duration of
the power. In addition, if the power is ac-
tive while the user is in combat against a
creature with a gaze attack (such as a me-
dusa), the chances of gaze reflection are
the same as if the user were holding a
mirror. However, once the artifact reflects
a gaze attack, the power turns off , requir-
ing the expenditure of more TP to turn it
on again.

Regeneration: Activating this power
causes the user to regain lost hit points at
the rate of 3 points per round for one
turn. The regeneration cannot be used to
revive a victim who is already dead.

Remove Traps: See Thief Ability below.

Repair Normal Objecss: The user may
permanently repair all scars and damage
in one or more normal items, restoring
them to new condition. Pieces broken off
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an item must be held to their original po-
sitions to be restored. Any number of
items weighing a total of up to 1,000 ¢n
can be repaired, but an item larger than
1,000 cn cannot be affected. The repait
does not remain magical, and so it cannot
be unmade by dispel magic spells.

Repair Temporary Magical Object: The
user may permanently repair all scars and
damage (including complete breaks) in
any one temporary magical item, such as
a wand partially damaged by acid or fire.
Pieces broken off an item must be held to
their original positions to be restored.
This power cannot affect a permanent
item, such as a magical sword or shield.

Repair Permanent Magical Object:
This power is identical to repair tempo-
rary magical item, except that any magi-
cal item made by a mortal can be
repaired. The repair is permanent. This
power will not repair artifacts.

Rulership: If the user carries the arti-
fact throughout his or her dominion, it
adds a bonus to all Confidence checks,
based on the percentage of residents see-
ng it

1-50% +10
51-75% +20
76-90% +30
91-99% +40
100% +50

The power cost applies for one domin-
ton.

Saving Throws Bonus: The user gains
the given bonus to all saving throw rolls.
Despite this bonus, an unmoditied roll
of 1 always indicates failure. Immortals
can benefit from this power.

Security: This effect is similar to that of
the pouch of security. The user may pro-
tect up to 5 items owned with a trap. If
any trapped item is removed from the
user's possession without permission, the
item screams "I am being stolen!” re-
peatedly for 1 hour. Its cries can be heard
to 120'. The user may silence the cries on
command.

Set Normal Trap: If the proper materi-
als are available, the user may set one
small, normal trap of a type removable
by a thief. Three types of traps may be
set: traps that cause one to six dice of
damage, traps that entangle a victim,
and combination traps that entangle and
cause one to three dice of damage. If a
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percentage is given for this ability, that is
the chance that the trap will function as
intended. If it malfunctions, it cannot be
triggered and can be removed by any
thief (no roll required).

Shelter: An artifact with this power
cannot also have consainer or life trap-
ping powers. The user may enter and de-
part from the artifact as often as desired.
While within it, the user needs no suste-
nance and does not age. The effect is sim-
ilar to life trapping but remains under
the complete conteol of the user, who
may use the shelter as a place to hide,
sleep, or simply meditate. The artifact
can only contain one creature (the user),
and no other power can force entry. The
Temporary Power cost activates the shel-
ter feature for 24 hours. If the duration
ends while the artifact is occupied, the
user is ejected, but the power may be ex-
tended at any time (even while occupied)
with cumulative effect by spending the
requisite number of TP. An Immortal
cannot enter such an ardfact except in
Mortal Ideatity.

Size Control: The user may shrink or
enlarge to any size from 3 inches to 18
feet tall, along with all equipment car-
ried, as often as desired. Treat this the
same as the rules for changing monster
size on pages 214-215 of the D&D® Rules
Cyclopedia). Modifiers to hit points per
HD., attack rolls, damage, saving throws,
and AC will range all the way from — G to
—1 (if smaller) to +1 to +6 (if larger).

Slicing: This power is only placed on
artifacts which are edged weapons. While
this power is activated, an attack roll of
19 or 20 (counting the artifact’s attack
bonuses but no other adjustments) with
the artifact-weapon forces the victim to
make a Saving Throw vs. Death Ray or be
sttuck dead with one blow, instantly re-
duced to 0 hit points. If the saving throw
is successful, the victim still takes triple
normal damage from the blow. When
used against constructs or undead crea-
tures, the roll must be a natural 19 or 20
(not even counting weapon bonuses) for
the slicing power to activate. When used
against Immortals, the power requires a
natural 19 or 20 to function and simply
does double normal damage for the
blow.

Smash Attack: This power allows the
character to use the Fighter Combat Op-
tion ‘‘Smash’ maneuver, regardless of
the character's character class.

Spell Damage Bonus: This effect adds
a bonus per die of damage caused by an
attack spell.

Spell Generation: This power activates
itself on any day when the Immortal crea-
tor of the artifact fails to provide spells to
his o her clerics; this power performs
that function instead. It also allows the
artifact's current “owner,” if a spellcaster,
to memorize one additional spell at each
spell level he or she already knows.

Thief Ability (Climb Walls, Find
Teaps, Hear Noise, Hide in Shadow,
Move Silently, Open Locks, Pick Pockets,
or Remove Traps): Each of these powers is
tdentical to the standard thief ability.
The user may activate the power and use
it as if a thief for the given duration of
the effect.

Climb Walls applies to any steep sur-

face, such as a sheer cliff, corridor

wall, and so forth. The chance is
checked once for every 100’ of climb-

ing. The rate of climbing is 2 to 20

feet per round, varying because of the

sheemess of the sutface, available
niches and cracks, etc.

Find Traps, if successful, reveals both
normal and magical traps.

Hear Noise: If the attempt succeeds,

the user can pick out individual voices

or sounds up to 120 feet away; half
that if there is an intervening barrier
like a door or curtain.

Hide in Shadow always seems success-

ful but only the DM knows for sure.

The user may move while remaining

in shadow but cannot remain hidden

while attacking.

Move Silently always seems successful,

to the individual, but only the DM

knows for sure.

Open Locks may only be tried once

per lock, but no Thieves' Tools are

needed. Specially difficult locks may

reduce the chance of success by 10-

50%.

Pick Pockets: Note that each level or
Hit Die of the victim means a —5%
reduction in the chance of successfully
picking his or her pockets.

Remove Traps: If failure is indicated,

the trap is triggered.

Timekeeping: The artifact may be told
to “mark” and will keep perfect time
from that point for up to 24 hours. The
user may thereafter ask for the time and
will become magically aware of the exact
length of time that has passed since the
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mark. The artifact can keep track of up to
three separate “marks’ simultaneously.
The Power cost applies for each mark.

Tracking: The user may follow tracks of
any one creature made within the last 24
hours. Different percentage chances of
success afe given for outdoor and indoor
settings. The chance of success should be
checked every /2 mile of tracking out-
doors or every 240 feet of tracking in-
doors. This magical tracking is unaffect
ed by weather, obstacles, or any deliber-
ate obscurement of the traces.

Treasure Finding: The user may con-
centrate and sense the direction of the
largest (but not necessarily the most valu-
able) treasure within 400 feet.

Tree Movement: The user may swing
through the trees, as if an agile monkey,
at full normal rate (modified by encum-
brance).

Turn Undead: This is identical to the
standard cleric ability. Once activated,
the power lasts for the listed duration.
Once its duration lapses, it can be acti-
vated again for the same TP cost.

Turn Undead Bonus: If the user can
turn undead monsters by any means, a
bonus applies to both the initial die roll
(if any) and to the number of Hit Dice
turned or destroyed if the attempt suc-
ceeds. These bonuses do not change “T"
or D" results, though they do allow the
results to affect more undead.

Victory: This effect is identical to that
of a rod of victory and should only be
used in campaigns which make use of the
War Machine mass combat rules de-
scribed on pages 117-122 of the D&D®
Rules Cyclopedia. The user is lucky in
war, gaining the following modifiers to
his or her War Machine mass combat
rolls. The artifact power may be expend-
ed only once per battle, producing the
following effects:

1. +25 bonus to the Combat Results
roll.

2. When using the Combat Results
Table, if the difference in totals is 101 or
more in favor of the user’s opponents,
use the result for **91-100,” limiting the
number of casualties.

Weapon Damage Bonus: The user
adds the number given to the damage in-
flicted by any weapon he or she uses dur-
ing the following turn.

Weapon Strength Bonus: The user
adds the number given to the weapon
strength (magical plusses) of any weapon
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he or she uses during the following turn.
Thus normal non-magical weapons can
become temporarily enchanted, with in-
creased chances to hit as well as inflicting
more damage per blow.

Web Movement: The user may move
through webs as if a spider at full normal
rate (modified by encumbrance). Webs
will not stick to the user or any items he
or she carries.

X-Ray Vision: This effect may only be
used once perhour at most. The user may
see through any material except metal to
a range of 30 feet. The user may examine
up to 400 square feet in 1 turn.

Activation

When an Immortal creates an artifact,
he or she must decide how its powers are
activated. Anyone who knows this means
of activation can use the power. Each
power which requires activation must
have its own means of activation.

Typical means of activation include
command words, series of gestures, ot
manipulation of parts of the artifact.

For example:

A warlike Immortal creates a sword
which will fly about and attack foes on its
own. He’s not a very clever fellow, so he
comes up with an activation technique he
cannot forget. He names his sword Silver-
tooth and chooses for the power to acti-
vate when he points the sword at his
enemy and calls out, “Silvertooth, bury
yourself in my foe!"

An Immortal who was a musician in
mortal life creates an artifact whose Vessel
is that of a musical instrument. Each
power in the artifact is activated by play-
ing a certain set of notes. An ancient
symphony dedicated to that Immortal
contains all the power-activating mea-
sures, but even once mortal characters
can figured this out it will still be a
lengthy process to discover exactly which
measures activate the desired powers.

Manifestation

Some of the powers wielded by an arti-
fact obviously come from the artifact;
others appear to come from the wielder.
The Immortal creator of the artifact de-
cides which is which.

For example, with an artifact which
produces fireballs, the wielder might
have to point the artifact and the fireball

would then fire directly from it like a ro-
man candle. Alternatively, the wielder
could just hold the artifact or keep it in
his or her possession and the fireball
might shoot from a pointed finger or out
of his or her mouth,

Adverse Effects

Artifacts are too potent for mortals to
use without suffering adverse effects
(Handicaps and Penalties). Immortals do
not suffer these effects, since they are
used to handling Immortal-level magics
on a day-to-day basis. However, the pres-
ence of such great power in an artifact, as
well as Entropic material, guarantees that
mortal users will not be unchanged when
they use artifacss.

The number of adverse effects an arti-
fact has is based on its Magnitude. The
more power the artifact possesses, the
more dangerous it will be to mortals who
attempt to wield it. In each case, the ad-
verse effects will somehow be related to
its other powers, its creator’s Sphere, and
the purpose for which it was created.

No saving throws apply unless noted
in the description. Remember that
Handicapsare permanent effects (which
gradually wear off once the wielder has
abandoned the artifact), while Penalties
are short-term effects which can be dis-
pelled.

Whenever an effect specifies a change
of the user’s mental state (including new
desires, mental aberrations, or even pos-
session by another being), the DM
should privately explain the situation to
the player of the affected character. If the
player is unable or unwilling to play the
character in his or her new condition,
that character then becomes an NPC
(temporarily or permanently, as needed)
under the DM’s control.

The adverse effects in the lists which
follow are merely suggestions; DMs and
players of Immortal characters should use
them as guidelines for coming up with
similar Penalties and Handicaps of their
own. Each effiect listed here can be modi-
fied by the addition of more specific de-
tails. For example, a penalty to attack
rolls might only apply when the character
uses a specific type of weapon. A spell
loss or modification might apply only to
onespell or a type of spell. A loss of spell
levels might mean any spells, 1st level
spells only, defensive spells, and so forth.




Another modification which can spice
up a campaign is to have a Handicap or
Penalty which it only triggered by a spe-
cific event. This in effect adds a geas to
the artifact which can come in the form
of a legendary warning never touse itin a
certain way ot some dire consequence will
befall. Properly used, adverse effects can
make artifacts both more interesting and,
in the long run, more fun to use in the
game.

Handicaps

Once a character no longer possesses an
artifact, all Handicaps begin to wear off.
The Handicaps vanish completely after a
period of time defined by the magnitude
of the amifact.

Minor Artifact 30 days
Lesser Artifact 60 days
Greater Artifact 120 days
Major Artifact 240 days

Handicaps wear off only if the artifact
is abandoned or lost by the user. Note
that most mortals lucky enough to find
an artifact will be loathe to let it go,
whatever adverse effects come with it.

The following adverse effects are suit-
able for use as Handicaps:

1d20  Type of Handicap
01-05 Doom

06-15 Lameness

16-35  Magic Error

36-60 Operating Costs
61-75 Recharging Costs
76-00  Sentience

Doom: (Major Artifact only): When
Doom strikes, the character is temporari-
ly removed from the game. He or she
might be killed, transformed into an in-
animate object, sent back in time, or
whisked off to an Outer Plane. The char-
acter remains out of play until rescued. A
wish will reveal to the other PCs what has
happened to their ally, but it will requirte
a major quest (such as a trip to the plane
where he or she has been banished) to
undo whatever Doom has befallen the
character.

Doom may take many forms, but none
are escapable. The character’s body
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mightor might not vanish in the process;
the same applies to equipment. If the
body temains, another life might occupy
it, possibly at the same instant that
Doom strikes the character. Such a life
force might be peaceful, hostile, puz-
zled, sneaky, vengeful, or completely in-
different.

Lameness: The wielder loses the full
use of one limb and either attacks as half
level with that limb (if an arm) or moves
at only half speed (if a leg).

Magic Error: A chance of error applies
whenever the user casts a magical spell ot
uses any magical device requiring a com-
mand word. The chance of error may be
from 10% to 80% (1d8 X 10%), varying
according to the magnitude of the arti-
fact. If magic error occurs, the memory of
the spell or charge(s) from the device is
lost. Either nothing or a spectacular mis-
fire may occur.

centage of all treasure owned, magically
consumed by the artifact for power. The
treasure (including magical items, do-
minion resources, etc.) cannot be recov-
ered or protected. The percentage of
assets destroyed may be as low as 1% or as
high as 50%, and the costs may apply
each time a specific power is used or
merely once when the artifact is first ac-
quired.

Recharging Costs: The artifact does
not recharge itself automatically but
must be “fed” a source of power. The
power source could be a specific type of
treasure or magical item, any treasure,
one or more creatures, etc.

Sentience: The artifact contains an
Immortal-like intelligence. The being re-
volts when a specified event occurs. It

then either slays the user, takes over con-
trol of the user for 4d6 days, or takes the
user away to serve it for a period of time.

Penalties

The standard chance that a Penalty
will be activated is a percentage equal to
the TP cost of whatever artifact power is
being used at the time, minus 10%. For
example, if one of an artifact's powers
costs 50 TP per use, then its chance of ac-
tivating a Penalty each time it is used is
40%.

Every use of the power requires a new
check to see if a Penalty has been evoked
by that use.

The following adverse effects are suit-
able for use as Penalties:

1d20  Type of Penalty
01-02 Die

03-10  Forgetfulness
11-15  Gaseous Form
16-20  Life Trap

21-30 Mania

31-40 Operational Error
41-55 Paranoia

56-65  Service

66-80 Spell Effect
81-90 Withdrawal
91-00 Wounded

Die: The user is immediately reduced
to 0 hit points.

Forgesfulness: The user immediately
forgets one or more spells previously
memorized, as if they had been cast. The
number of spells or spell levels affected
varies by the magnitude of the artifact.

Gaseous Form: The user, but not his or
her equipment, involuntarily assumes
gaseous form and cannot perform any
action but movement until restored to
normal form.

Life Trap: The user is immediately
sucked into the artifact, along with all
equipment carried, and some other be-
ing (often exttemely dangerous and hos-
tile) is simultaneously released. The user
cannot be freed until someone else dis-
covers how to activate the Life Trapping
(or triggers it accidentally).

Mania: The user becomes obsessed
with doing something (such as eating
ants or flying) or with going somewhere
or seeing something and will pursue the
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activity maniacally. The user will perform
any actions necessary to allow him or her
to complete the activity. Once the activity
has been completed, the user returns to
normal.

Operational Error: An artifact power
fails wholly, or partially, or malfunctions
during a power's use.

Paranoia: The user suddenly considers
all those within 60 feet to be enemies and
takes appropriate actions (attack, flight,
sutrender). If there is a good chance of
defeating or destroying them immedi-
ately, the user will attack, not stopping
until all these enemies surrender, flee, or
die. If the user considers them too dan-
gerous to attack immediately. he or she
may retreat, relentlessly hunting the ene-
mies at a later date. Only dispel magic or
cureall can restore the user's proper men-
tal state, though charm can obviously al-
leviate the condition for a time.

Service: The user suddenly imagines
that he or she must immediately perform
a given task for an Immortal, for some
person (who is typically far away), or for
himself or herself. The user might simply
depart tmmediately or might try to recruit
allies for assistance. This effect can only be
ended if the task is completed, not by try-
ing to convince the affected individual.
Remove quest and temove geas will fail to
remove the delusion.

Spell Effect: The artifact produces a
spell effect directed at or near the user.
This most common of Penalties can pro-
duce either a random or recurrent effect
but should be dangerous in either case.
The creation of the spell effect does not
use any of the artifact’s power points, be-
ing a mere side effect of its (presumably)
improper operation.

If a saving throw normally applies to
the spell effect, it should be allowed here
as well, unless the artifact description
specifies otherwise.

Withdrawal: The user immediately stts
down and stops doing anything, refusing
to recognize or react to any outside stim-
ulus, even if life-threatening, for 2d10
days.

Wounded: Every time a specific power
is used, the wielder loses 1d20 hit points
temporarily or 1d8 hp permanently.

The following adverse effects are suit-
able for use as either as Handicaps or
Penalties.

Remember that choices within a given ‘3%

range should be made on the basis of tbe:
magnitude of the artifact and that the
way they are treated depends on whether
they are taken as Handicaps or Penalties.

1d20

01-05
06-08
09-10
11-15
16-20
21-25
26-30
31-32
33-35
36-40
41-43
44-45
46-47

Type of Handicap or Penalry
Abtlity Score Penalty

Aging

Alignment Change
Anti-Magic 100%, 10’ Radius
Armor Class Penalty

Attack Roll Penalty

Attitude or Behavior Change
Body Part Change

Damage

Damage Penalty

Extra Damage from Blows
Extra Damage from Magic
Energy Drain

48-50 Ethereality Under Suress
51-55 Fumbling

56-60 Gas

61-65 Greed

66-70 Hit Points Penalty

Ability Score Penalty: 1d6 of the user's
ability scores drop by 1d6 points each.

Aging: The user, and possibly others
nearby, age or become younger a random
number of years (possibly a number cor-
responding in some way to the TP cost of’
the last power used). '

Alignment Change: The user’s align-
ment (and behavior) change in a manner
that will benefir the artifact's purpose or
Sphere.

Anti-Magic 100%, 10" Radius: This
will not deactivate the artifact, but it will
negate any and all of its powers that are
called forth. The Anti-Magic cannot be
modified or stopped, even to receive
cures or other beneficial magic effects,
except by a wish or some interesting des-
ignated means (which could be anything
from a bath in 35 degree water to inciner-
ation).

Armor Class Penalry: A penalty of 1to
10 (1d10) places applies to the user’s Ar-
mor Class.

Attack Roll Penalty: The user suffers a

‘penalty of —1 to —10 (1d10) on all at-

tack rolls.

Attitude or Behavior Change: The user
becomes aggressive, cowardly, evangelis-
tic, excessively honest or dishonest, intol-
erant, lazy, mischievous, noisy, nosy,
overly tidy, peaceful, quarrelsome, rude,
sloppy, standoffish, stingy, suspicious,
talkative, or wasteful, his or her behavior
changes each time one of the artifact’s
major powers is evoked.

Body Part Change: One or more parts
of the user’s body change in some way,
either slowly or suddenly. The body part
selected might be related to the artifact’s
powers or goals in some way; if so the
change will occur upon use of a specific
power. For example, an artifact with a
hear noise power might cause the user’s
ears to grow larger.

Damage: The user, and possibly oth-
ers, take damage, either generally or be-

71-75 Magic Destruction cause of a specific attack form.

76-80 Memory Penalty Damage Penalty: The user inflicts —2
81-85 Obsession to —12 points less whenever he or she
86-88 Polymorph strikes another (roll 2d6 and subtract the
89-90 Range Penalty i wresult from the attack damage). Any suc-
91-93 Repel Others * -&cssful hit should inflict at least 1 point
94-95 Rot bf damage.

96-97 Saving Throws Penalty Extra Damage From Blows: The user
98 Size Change takes extra damage whenever he or she is
99-00 Weak Magic physically struck . Alternately, only a spe-

cific type of attack might cause the extra
damage.

Extra Damage From Magic: The user
takes extra damage whenever he or she is
damaged by a magical spell. Alternately,
only a specific type of spell (fire, cold,
electrical) might inflict the extra damage.

Energy Drain: The user loses 1d4 levels
of experience or 10% to 60% of his or her
current level.

Etherealiry Under Stress: The user may
become ethereal whenever he or she faces
danger. If without means of plane travel-
ing, the user is trapped until rescued,
since the artifact does not normally ac-
company him or her into the ether. Ethe-
real creatures might be attracted to the
new arrival.

Fumbling: A given chance of error
(10% to 50%) appltes whenever the user
attacks, by either weapon or spell. If the
error occurs, the DM handles the attack
normally but when the results of the at-
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tack are announced by the player, the* ular saving throw, or =1 to —§ w© all

DM reveals the fact that the attacker has
struck himself or an ally. Normal saving
throws still apply, if needed. Anyone who
charms himself or herself thereby be-
comes very snobbish and egotistical until
the charm wears off or is dispelled.

Gas: A cloud of gas issues forth from
the artifact, filling a volume correspond-
ing to the magnitude of the artifact (a 10’
cube, 20’ cube, ...). Each victim within
the cloud must make a Saving Throw vs.
Poison, possibly with a penalty (—1 to
—12, by magnitude) or suffer the effects
of the gas. The gas may be poisonous,
damaging, paralyzing, energy draining,
ransforming, laughing, etc.

Greed: An NPC or fellow PC witness-
ing the artifact's operation is suddenly
overcome with desire to possess it; he or
she either attacks the user immediately or
embarkson a long and devious scheme to
get it from the character.

Hit Points Penalty: The user's hit
points drop by —1 to —3 per Hit Die.

Magic Destruction: Except for the art:-
fact. all magical items belonging to the
user become permanently non-magical.

Memoiy Penalty: The user loses the
ability to memorize certain spells, a given
total of spell levels, or all spells of a given
level. Spells already memorized are not
affected.

Obsession: The user's mind becomes
fixed upon a given fear (of magic, a mon-
ster type, a specific individual) or goal
(reaching an objective, exterminating a
monster or alignment type).

Polymorph: The user changes into a
type of monster, either slowly or quickly.
General characteristics of the monster are
acquired before physical changes begin.
For example, before turning into afrog, a
user might develop an enjoyment of
swimming, eating flies, making guttural
noises, and the like.

Range Penalty: The user’s spells or
weapon attacks have a less eff ective range
than normal

Repel Others: The user slowly or
quickly loses the friendship of all others,
either because of some undetectable re-
pulsion or because of a physical change.

Rot: One or more parts of the user’s
body becomes diseased, rotting and fall-
ing off unless the character is cured by
some Immortal-level healing magic.

Saving Throws Penalty: The user suf-
fers a penalty of —1to — 12 to one partic-

saving throws.

Size Change: This effect is similar to
the Size Control power except that the
user cannot control its effects. The user
may, at any time or when a power is used,
shrink to a2 minttnum size of 3 inches or
grow to a maximum size of 18 feet.

Weak Magic: The user inflicts less
damage (—1to -3 perdie rolled) when-
ever he or she casts a spell that damages
another. Any such spell should inflict a
minimumof 1 point per die rolled. Oth-
er attack spells might be weak enough to
give the victims bonuses to their saving
throws.

Other Notes

Here are some additional guidelines
for artifact creation:

Expenditure of Power Points

An Immortal creading an artifact may
not spend enough Power Points to lose an
experience level.

Chance of Failure

Autifact creation is much more reliable
for Immortals than mortal magical item
creation is for moreal spellcasters. Artifact
creation is automatically successful, so
long as the Immortal invests the requisite
number of Power Points.

Attacking and
Destroying an Artifact

Artface possess a number of hit points
equal to their total number of Power
Poinw. Certain attacks can damage arti-
facts, but the specific means differs from
anufact to artifact. Unless stated otherwise,
all artifaces have an Armor Class of =20
against physical attacks and are chus very
difficult to inflict damage upon.

Mortal Attacks on Artifacts

Only enchanted weapons with +9% bo-
nus or greater may damage an artifact.
All artacks against an artifact only cause
the minimum amount of damage possi-
ble based on the attack.

Artifacts may be affected by mortal
magic from Sth-level and higher spells

Arti_fac_tsg

only. They make saving throws as 36th
level fighters.

Immortal Attacks on
Artifacts

Immortal physical and magical attacks
against artifacts do full damage to those
arcifacts.

Artifact Attacks on
Artifacts

If an artifact is used to harm another
artifact, it attacks as if it were a 40 Hit
Die monster.

Damage to Artifacts

When an autifiact is damaged it will de-
fend itself, sensing which powers will be
the most effective attack. If it cannot use
attack powers, it will try to use movement
powers to flee the attackers.

Once an artifact haslost 40% of ics hit
points, it begins to lose some of its
powers, starting with those of lowest cost.
Additional powers are lost for every addi-
tional 10% of damage it suffers.

When an artifact is 80% damaged or
more, there is a 1 in 6 chance that its Im-
mortal creator will recall it; this chance
rises to 2 in 6 when damage reaches 90%.

Damage to an artifact may only be re-
paired by its Immortal creator. The crea-
tor repairs the damage by spending
Temporary Power, 1 point for every point
of damage the artifact has suffered. If the
Immortal creator of an artifact is dead or
long-missing, no other Immortal can re-
pair the artifact.

If an artifact is reduced to O hit points,
only the Vessel has been destroyed, ban-
ishing its Power back to its creacor’s
Home Plane. Only those Power Points
devoted to the creation of the Vessel (see
page 87) are lost in the process. The Im-
mortal who originally created it can, if he
or she chooses, re-form che artifact by
making a new Vessel for it, at the usual
cost in permanent Power Points. Note
that the new Vessel does not have to look
anything like the old one.

Loss of hit points does not affect the
ability of an artifact to recharge Tempo-
rary Power (Power and hit points are sep-
arate, though they both equal the total
Power Points number).
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Reducing an artifact to 0 hit points may
bring a character the unwanted attention
of the artifact’s creator, who may attempt
to exact a penance through subtle manip-
ulations of NPCs. However, 80% of the
time an Immortal creator will not be over-
ly concerned about the damage to the arti-
fact unless it seriously distupts his or her
plans or unless his or her attention is al-
ready directed at the character.

Destruction of an Artifact

At uimes characters may seek to perma-
nently destroy an artifact. This is done to
remove a dark artifact from the hands of
evil, or to imptess a specific Immortal, or
to weaken a conflicting Sphere of Power.

To permanently destroy an artifact, a
special method, unique to each artifact,
must be employed. This method must be
extremely difficult and require the use of

—— ".‘.__

legendary might—such as causing it to
be devoured by an Immortal Dragon. It
will typically require a lengthy quest or
very extensive research into legends con-
cerning the item to discover hints as to
the correct method by which it may be
destroyed.

An Immortal who wishes to destroy an
artifact in his or her possession must
study it carefully for a month, casting re-
peated fore spells upon it, to discover the
desired information. Since an artifact
cannot def end itself until it is attacked, it
can rately prevent its destruction at the
hands of an Immortal. However, its Im-
mortal cteator would be sure to attempt
to thwart the attempt if he or she learned
the artifact was threatened. Likewise, if
an artifact falls into the hands of mortals
who seek to destroy it, iss creator would
probably attempt to have his or her own
mortal agents retrieve and rescue the arti-

fact if at all possible. If an artifact is per-
manently destroyed, the Immortal
creator will become the destroyer’s foe
and may attempt to cause him or her ill
through future plots.

However, anothet Immortal, especially
one who benefits from the destruction of
the artifact, may be petitioned to inter-
vene on behalf of the destroyer. If he or
she accepts the destroyer’s petition, he or
she will demand some great personal
quest on the destroyer’s part in return. if
the DM allows a character to gain an Im-
mortal’s intervention in this manner, the
Immortal who wanted to kill the charac-
ter may now only send one catastrophe
against the character. After that, the
thwarted Immortal may not directly act
against the destroyer to avenge his or her
destroyed artifact.
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Ammortals are likely to employ in
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New Monster Statistics

The monster descriptions which follow
are similar to those given in the D&D®
Rules Cyclopedia, except that they in-
clude the following additional monster
statistics:

Sphere

If the monster belongs to a specific
Sphere of Power, that Sphere will be
noted here.

Status

Mortal: A monster which is Mortal is
killed when its hit points are reduced to
0; its magic cannot affect Immortals; it
naturally ages and will eventually die of
oldage, although the process may be very
slow (depending on the species).

Exalted: A monster which is Exalted is
also killed when its hit points are reduced
to 0, but its magic can affect Immortals
and it does not age. Exalted monsters do
not have Aura Attacks; they can be af-
fected normally by mortal attacks and
spells (unless otherwise noted); and they
cannot create artifacts or common magi-
cal items (again, unless otherwise noted).
When a monster description says that a
creature can only be affected by
Immortal-level magic, that creature is al-
so subject to the effects of Exalted Mon-
ster magic.

Immortal: A monster which is Immor-
tal is not permanently killed when its hit
points are reduced to 0. Instead, it is ban-
ished back to its Home Plane for a tem-
poraryexile. It can only be truly killed if
1t is reduced to 0 hit points on its Home
Plane. Magic cast by Immortal monsters
can affect Immortals; such creatures do
not age.

Power Points

Many of the monsters listed here have
Power Points just as do Immortals; such
creatures often have other Immortal abil-
ities as well.

Anti-Magic

Likewise, many of these monsters have
Anti-Magic abilities which work just as
does an Immortal’s (see page 9 for de-
tails).

Hit Points

Many of these monsters, like the Im-
mortals themselves, have hit point fig-
ures which are disproportionate to their
Hit Dice totals. Thercfore the monsters
listed here given with hit point figures
typical for that monster type.

Calculating Monster
Experience

The experience for monsters in this
chapter is calculated in the usual way, us-
ing the table from page 128 of the D&D®
Rules Cyclopedia.

Exalted and Immortal monsters get as-
terisks beside their Hit Dice totals based
on the following guidelines:

Anti-Magic: One asterisk regardless of
percentage chance.

Immunities: Immune to mortal magic,
one asterisk; immune to some classes of
Immortal magic, another asterisk; im-
mune to mortal physical attacks or cakes
minimum damage from mortal physical
attacks, one asterisk; immune to mortal
enchanted weapons, another asterisk.

Spedial Powers: One asterisk for each
special power which is useful in combat.

Spell-Casting: Five asterisks if the crea-
ture can cast 9th level or Immortal level
spells. If the creature can only cast a lim-
ited list of Immortal spells (usually power
arrack, probe, and shield), one asterisk.

Monster List

Baak
Sphere: Matcer
Status: Exalted
Power Points: 5,000
Anti-Magic: 100%
Armor Class: =15
Hit Dice: 10Q* ¥ ** k%
Hit Poinss: 1,000
Move: By spell only
Autacks: By spell only

Monste_rs-g

Damage: By spell only
No. Appearing: 1

Save As: IM23

Morale: 12

Treasure Type:  None
Intelligence: 20

Alignment: Lawful

XP Value: 196,775 (19 PP)

Type of Monster: Construct.

Description: Baaka are living
guardian-objects created and used by the
Immortals of the Sphere of Matter. They
may be shaped as anything (walls, doors,
chaias, cages, etc.), so long as they have a
volume of no more cthan one million cu-
bic feet. They are made of reinforced dia-
mond, so they are quite resistant to
damage. A baak is always one single col-
or; most are black.

Baaka have no natural movement abil-
itiesand do not think. However, like Im-
mortals, they may spend Power Points to
cast all mortal spells any number of times
per day, and they have access to all Im-
mortal spells, casting magic as though
they were 36th-level spellcasters (thus, a
baak’s fireball will do 36 dice of dam-
age). Like other constructs, they under-
stand the words of and will obey the
commands of their makers.

Baaka are completely immune to mag-
ic cast by mortals. They take only mini-
mum damage from mortal weapons and
attacks. They takedamage notmally from
the spells and attacks of Immortals, but,
like other constructs, are immune to the
effects of poison and of spells which af-
fect the mind (charm, sleep, feeblemind,
and the like).

For each point of damage inflicted
upon a baak, a diamond of 1,000 gp val-
ue is chipped loose. If the baak's hit
points are reduced to half normal or
fewer, the baak cures itself magically
(employing a cureall spell for maximum
effect).

Baaka are usually employed to guard
treasures of secret passages; SOme are em-
ployed to hold prisoners. They are not-
mally told to attack all creatures (except
their creators) who approach within a
specified range or those who demonstrate
hostile intentions. Baaka can be ordered
to drive off or capture intruders without
hurung them rather than to kill them.

Where Found: Anywhere, but most
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commonly in the Outer Planes frequent-
ed by Immortals.

Diabolus
l Sphere: None
| Status: Mortal
| Power Points:  None
[ Anti-Magic: 100% vs. multiverse
magic
Armor Class: 8 (base; see below)
Hit Dice: 1* to 9*
Move: 120’ (40') (see
below)
Attacks: 1 bite or weapon
or tail
Damage: 1d6 or by weapon

or 1d4 + special
No. Appearing: Any

Save As: Character class
and level
Morale: Any

Treasure Type: Any
Intelligence: 3d6

Alignment: Any (mostly
Chaotic)
XP Value: By class and level

Type of Monster: Humanoid.

Description: The diaboli are a human-
oid race from the Nightmare Dimension.
Diaboli adventurers discovered the
multiverse several centuries ago; since
then, many have exploted the multi-
verse, and some have even colonized
wotlds in the Prime Plane.

Because they come from the Night-
mare Dimension, they have for thou-
sands of years been a vague, menacing
image in the nightmares of humans, and
so most humans react to them with fear
and horror. But the reverse is true, too;
diaboli have seen humans in their own
nightmares and have a strong negative
reaction to humans, elves, dwarves, and
halflings. Fortunately, high-level adven-
turers tend to have seen much more of
the multiverse than less-travelled hu-
mans, so high-level humans and diaboli
are more likely to overcome their preju-
dices against each other's race.

Diaboli are similar in size to humans.
They have well-muscled bodies and their
skin is bright red and shiny. Their feet
have split hooves like a pig's and their
hands have only three fingers with an op-
posable thumb; the hands otherwise look

vety human. The pupils of their eyes are
vertical slits similar to certain reptiles.
They tend to have prominent noses.
Their long, forked, snake-like tongues
give them enhanced senses of smell,
sound, and heat detection. Two small
horns protrude from the top of their
head, vestigial remains from early evolu-
tion. Each diabolus has a tail just slightly
longer than its legs.

Diaboli come in at least three sub-
races, distinguished not by skin color but
by hairiness. The bare diabolus is com-
pletely hairless. The cemmon diabolus
has hair like most humans, and males of-
ten wear beards as well. The hirsute
diabolus also has thick, curly, goat-like
hair over the lower half of its body.

Diaboli abilities are mostly identical to
those of humans. Adventurous diaboli
advance through the same character class-
es as those available to humans, have the
same testrictions in those character class-
es, and gain exactly the same abilities as
humans do from the classes.

Diaboli have a couple of abilities not
found in humans: their bite and their
tail. Their bite does 1d6 damage, much
more punishing than a human’s bite.
Their tail-sting does 1d4 damage and in-
jects a mild poison; if the victim fails a
Saving Throw vs. Poison, he is paralyzed
for 1d6 rounds. Diaboli are immune to
this poison.

Diaboli are capable of wielding any
weapon which humans can use, but their
preferred weapon is the trident; in cam-
paigns where Weapon Mastery is availa-
ble, most diaboli will try to attain
mastery of the trident (naturally, diabo-
lus clerics, magic-users, and thieves can-
not use tridents). Diaboli use the trident
in combat just as humans do, but also
have additional uses for it.

Diaboli can communicate with their
tridents, twirling and positioning them
in a complex code. All diaboli learn this
code; it constitutes an extra language. In
campaigns which use the optional Gen-
eral Skills rules, this code counts as an ex-
ample of the Signalling skill.

Diaboli can also use their tridents to
briefly increase their movement rate. By
using both its tail and its trident, the
diabolus can use a form of acrobatic cart-
wheel movement at double its running
tate to 240’ (80’). This maneuver requires
concentration, and thus no other action
is possible at the same time. Cartwheel

movement incurs the same fatigue as
running and can be maintained for 30
rounds at most.

Diaboli save as their character class and
level, the same as humans do.

A diabolus’ base Armor Class is 8,
slightly better than a normal human's be-
cause of natural defensive skills. Diaboli
wear various types of armor similar to hu-
man armor, and have an AC one point
better than humans when wearing it.
Diaboli are utterly unaffected by magical
effects produced by mortal creatures
from the multiverse; similarly, magic cast
by diaboli does not affect creatures native
to the multiverse. Consequently, a
magic-user from the Known World could
trade fireballs all day with a diabolus
magic-user, and neither would take a sin-
gle point of damage. This doesn’t mean
that clever use of magic is completely
ineffective—for example, a magic-user
could use a telekinesis spell to drop a
boulder on a diabolus’ head—merely
that neither species can affect the othet
directly by spells.

Diaboli are cheerful, well-meaning
creatures. As with most creatures from
the Nightmare Dimension, they believe
that Chaos is the natural disorder of all
things, and they try to bring its joys to all
who are receptive to such ideas. They do
not generally force their beliefs on those
who disagree with them.

Diabolic interrelations and culture are
similar to humans' in many ways, strik-
ingly different in others. They promote
chaos, chance, and inspiration; they view
order, laws, and disciplines as evil. A cha-
otic culture, they have time-honored cus-
toms which they vary whenever
practicing them.

The diaboli have no set organizations
or rulers but seem to manage quite well
without them. They are an anarchist soci-
ety where customs, a sense of fair play,
and other practices keep their trade mov-
ing and their society functioning.

The diaboli have little interest in war
or weaponry and follow a strict moral
code of non-interference. Diabolus war-
riors tend to become fighters to protect
their communities, to improve them-
selves, and out of a spirit of adventure;
few like to kill for killing's sake. Their
technological base is more primitive than
humankind’s, but their art forms, gener-
osity, philosophy, and tolerance tend to
exceed those of the human race.
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Diabolus explorers have encountered
humans on rare occasions, and vice versa;
mutual horror was the usual result. Hu-
man legends have exaggerated these
events, and the diaboli are thus much
feared and maligned. Naturally, they tell
similar horror stories about humans to
their own young.

A very few diaboli have achieved Im-
mortality to date (Harrow was the first).
Since their chaotic nature makes them
rebel against the normal Immortal hier-
archy structure, some Immortals are un-
willing to sponsor them. There are now
diabolus Immortals within all of the five
Spheres, but they are looked upon with
suspicion in each.

In a mortal campaign, the DM may
wish to allow players to create diabolus
player characters. 1f so, he or she and the
players will have to expand upon the his-
tory and homeworlds of the diaboli.

Where Fouad: Most commonly, in dis-
tant worlds in the Prime Plane colonized
by diaboli; also, on the Nightmare Di-
mension equivalent of the Prime Plane’s
Known World, and wandering the multi-
verse just like human adventurers.

Draeden

Sphere: Thought

Status: Exalted

Power Points: 30 per HD (3,030-
6,000)

Anti-Magic: 99%

Armor Class: -20

Hit Dice: 101*¥****%* (o
200*******

Hit Points: 505-1,000

Move: 18 miles (6 miles)

Attacks: Up to 40 blows

Damage: 1d100 each

No. Appearing: 1

Save As: Immoreal of equiva-

lent PP total
Morale: 11
Treasure Type:  Special
Intelligence: 100

Alignment: Chaotic
XP Value: 176,500 (17 PP) to
376,500 (37 PP)

Type of Monster: Monster.

Description: Draedens are feared and
respected by all who are aware of their ex-
istence.

A draeden’s true (but rarely-seen) ap-
pearance is a cluster of 40 tubular
strands, all symmetrically attached at a
central node and fanning out in all dire-
citons. Each strand has a mouth at its end
and contains a digestive passage leading
to the central node. The node is spherical
and ridged, suggesting in its shape the
human brain; it is the equivalent of a
stomach and contains several thousand
boulders to aid digestion. These boulders
range insize from 1-20 feet and are wotn
to petfect smoothness by constant grind-
ing action and acidic fluids.

The draeden’s intelligence resides
throughout a neutral network that spans
most of the form.

The creature’s total length is about
1,000 feet per Hit Die; the width of the
central node is about 10% of the total
length. Therefore, a 101-HD draeden is
about 19 miles from tip o tip, its central
node is nearly two miles across, and each
of its strands is 8 /2 miles long. A 200-
HD draeden will be nearly 38 miles from
strand-tip to strand-tip, with a central
node more than three and a half miles
long and 17-mile-long strands stretching
out on either side.

Each creature that sees a draeden must
make a Saving Throw vs. Mental Attacks.
If successful, the viewer sees the
draeden’s true form... which is bad
enough. If the check is unsuccessful, the
viewer imagines that he or she sees the
biggest, deadliest, most invulnerable be-
ing ever. Immortals who fail their saving
throws will see draeden as either black-
balls or vast, powerful enemies from rival
Spheres (usually the Sphere of Entropy).
Mortals from the Prime Plane usually see
them as vast, unconquerable dragons.

Draedens dislike matter. Whenever
they encounter it, they try to eat it. Each
round, the draeden may choose either to
bite or swallow for each of its mouths,
and thus may attack up to 40 different
opponents at a time. Their tentacles are
not flexible enough to stretch from one
side of their bodies to the other, so no
single opponent will receive more than
20 attacks at once.

A bite attack does 1d100 points of
damage; a swallow only inflicts 1d10 ini-
tially, but the victim takes 1d100 each
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round thereafter from the monster’s di-
gestive fluids and internal grinding boul-
ders. The draeden cannot swallow
anything measuring over 1,000 feet in
any dimension and will not knowingly
swallow anything that might prove to be
a danger if swallowed whole; they prefer
to bite possible threats until those threats
are very, very dead.

Like Immortals, draedens can spend
Temporary Power to use the full suite of
spells any number of imes per day (casting
spells as Immortals of an equivalent start-
ing PP total); they can use all Immortal
spells; they can communicate with any
creature; and they recover TP and hit
points at the same rate as Immortals.

Draedens have 99% Anti-Magic.
That, plus their many other defenses,
setve to protect them from most attack
forms.

It is believed that draedens come from
one of the millions of unexplored Outer
Planes, but after cenwiries of exploring
the Immorrals have failed to discover this
place.

Draedens are descendants of beings
which existed before the current roster of
Immortals came into existence; little is
known of those beings, and the draeden
don’tdiscuss them. The exact population
of draedens is unknown but thought to
be at least 1,000. Draedens consider the
entire multiverse to be their domain;
they will not attack the Immortals to reas-
sert their dominion but merely wait until
Immortals are absent to assert them-
selves.

Draedens dislike all elemental material
and the substance of the Ethereal and As-
tral Planes; this is why they eat anything
smaller than planet-sized bodies that
they come across. They prefer to wander
the depths of perfect vacuum, especially
those of the Prime Plane and numerous
Outer Planes.

Draedens usually avoid Immortals and
the places which interest them but some-
times attack sites important to the Im-
mortals for no known reason. Many
Immortals prefer to abandon their minot
projects rather than have to face the
mighty draeden. These attacks are quite
rare: Draedens and Immortals generally
avoid each other whenever possible.

Draedens are exttemely rare and al-
most always travel singly.

Where Found: Prime Plane, certain
Outer Planes, but usually deep vacuum.
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Fiends, Lesser

Sphere:
Status:
Power Points:
Anti-Magic:
Armor Class:
Hit Dice:
Hit Poins:
Move:
Flying:
Atcacks:

Damage:

No. Appeating:
Save As:
Morale:
Treasure Type:
Intelligence:
Alignment:

XP Value:

Screaming
Entropy
Exalted
100

25%

0
10********‘*
50
120'(40")
180°(60")
2 claws/

2 talons/

1 bite

Id4 (X 2)/
1d8 (X 2)/
1d6
1(1d3)
IM1
Special

B

1d6 + 14
Chaotic
8,500 (0 PP)

Croaking
Entropy
Exalted
100

25%

0
13**********
65
60'(20")
60'(20")
2 claws/
1 bite

1d3 (% 2)/
2dg+2

1(1d3)

IM1

Special

C

1d8+15
Chaotic
10,850 (1PP)

Howling’
Entropy
Exalted
200

25%

0

léiiiiititit

80
180°(60")
60'(20")

2 pincers/
2 hoins/

1 bite
2d6(%2)/
1d8 (% 2)/
1d6

1 (1d3)
IM1
Special

D
1d2+24
Chaotic
12,850 (1 PP)

Gtoaning * *
Entropy
Exalted

200

25%

0

19*********‘

95
90'(30%)
120'(40")
2 claws/
1 bite

1d8 (x2)/
2d4 +poison

1(1d3)

IM1

Spectal

E

1d4 +25
Chaotic
17,750 (1 PP)

Hissing**
Entropy
Exalted
300

25%

0
22*****‘**‘*
110
120'(40")
150°(50")
1 tail/

6 weapons

2ds8/
by weapon

1(1d2)

IM1

Special

F

1d8+24
Chaotic
25,250 (2 PP)

Roating***
Entropy
Exalted
300

25%

0
25**********
125
60'(20")
180'(60')
1 sword/

1 whip

1d10/
1d2 or special

1(1d2)

IM1

Special

G

1d8 +27
Chaotic
33,500 (3 PP)

Whispering™* *
Entropy
Exalted

100

25%

0
10**********
50

120’ (40%)

kiss

1d4 +energy
drain

1(1)

IM1

Special

I1x2

1d6+9
Chaotic
8.500 (0 PP)

* can only be hit by silvet or magical weapons

» &
a2

can only be hit by magical weapons
can only be hit by +2 or better magical weapons

i
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Type of Monster: Planar Monster.

Description: The creatutes described
in this chapter are Lesser Fiends. Like the
Greater Fiends—Immortals like Alphaks
and Orcus—they are creatures of the En-
tropic Sphere, powerful enough to harm
even Immortals. Yet unlike the Greater
Fiends, Lesser Fiends are only Exalted be-
ings and can be killed. Lesser Fiends were
once evil mortal beings used as pawns by
Entropic Immortals. These beings were
useful, but just not ambitious or tough
enough to be successful candidates for
Immortality, so the Immortals trans-
formed them into Lesser Fiends, a half-
way step between mortality and
Immortality. Like Immortals, Lesser
Fiendscan spend TP to obtain the ability
to cast any spell any number of times per
day; they cast magic as 36th level spell-
casters. Lesser Fiends do not need to
breathe, eat, or sleep. They are immune
to energy drain, disease, aging, and
Immortal-level ESPspells.

Lesser Fiends take damage when
splashed by Holy Water at the rate of one
point of damage per vial. This causes the
Lesser Fiend become enraged and attack
the individual whoused the substance on
him or her.

Entropic Immortals send Lesser Fiends
to petfiorm tasks for them—usually only
one fiend at a time, one whose specific
abilities appropriate to the task at hand.
If no fiend with appropriate abilities is
available, a group of three less-
appropriate fiends may be dispatched.

Every Lesser Fiends has four special
Powers selected from those described in
Chapter Four: The Immortal Character
Class, pages 67-70. Each of the major
types of Lesser Fiend detailed below will
have the same four Powers. All Fiends
have the ability to Call Other and will
not hesitate to call for help in bad situa-
tions.

Screaming Fiend: Also known as an
Air Fiend or Winged Fury, this fiend is
part bird and part man in form. Itstands
over 8' tall on stork-like legs. It has pow-
erful claws at the end of humanoid atms
and wlons at the end of its legs. It has
large, feathered wings (30’ wingspan)
and can fly quite fast. Its special Powers
are Call Other (as an Initiate), Control
Undead, Enhanced Reflexes, and Swoop.
Screaming Fiends get 1d6 + 14 for their
Strength, Intelligence, and Constitution
ability scores, 1d20 for their Wisdom and
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Dexterity scores, and 1d8+2 for their
Charisma scores.

Croaking Fiend: Also known as the
Swamp Fiend and the Gobbler, this foul,
slimy monster looks like a giant human-
oid toad standing about 7’ wall. Like a
toad, it can use its tongue to lash out
against targets, hitting them as far as 10’
away. On a successful hit, it drags its vic-
tim into its jaws and bites for double
damage. The Croaking Fiend does not
like to use this ability except from sur-
prise, since its tongue is much easier to
hit (AC 5) than the rest of it. Its special
Powers are Call Other (as an Initiate),
Control Undead, Enhanced Reflexes,
and Snap. Croaking Fiends get 1d8+15
for Strength, Intelligence, and Constitu-
tion, 1d20 + 2 for Wisdom and Dexterity,
and 1d10 +1 for Charisma.

Howling Fiend: Also called the Fiery
Fiend or Four-Armed Horror, this bizarre
fiend has a wolf's head with long, sharp
horns, a large, muscular body, and notmal
human legs. It stands about 9’ tall. It has
four arms: two long arms attached at its
shoulders which end in crablike pincers
and two smaller human arms emerging
from its chest beneath the clawed arms.
The small arms are used only in non-
combat activities. The Howling Fiend uses
magical fire effects whenever possible to
hamper or damage opponents. It can pro-
duce a fearsome howl as described for the
Howl special Power. Howling Fiends can
be damaged by silvered or magical weap-
ons, but not by normal ones. A Groaning
Fiend can only be hit by magical weapons.
Its special Powers are Call Other (as an Ini-
tiate), Control Undead, Enhanced Reflex
es, and Howl. Howling Fiends get
1d2+24 for Strength, Intelligence, and
Constitution, 1d20 +6 for Wisdom and
Dexterity, and 1d12 + 1 for Charisma.

Groaning Fiend: Also called the Forest
Fiend or Biter, this is a tall humanoid
with the torso and arms of an ape, the
head of a boar or bat, and goat-like legs.
It stands 10’ tall. Its favorite weapon is its
Groan ability, a nightmarish resonant
sound which causes its victims to shake
uncontrollably (effectively paralyzed). Its
special Powers are Call Other (as an Initi-
ate), Control Undead, Enhanced Reflex-
es, and Groan. Groaning Fiends get
1d4 +25 for Strength, Intelligence, and
Constitution, 1d20+9 for Wisdom and
Dexterity, and 1d12 + 2 for Charisma.

Hissing Fiend: Also known as the Wa-

ter Fiend or Destroyer, this fiend has a
six-armed female human torso (about 7’
tall) atop a 15'-long snake body. Each of
its six arms may wield any one-handed
weapon; most of these creatures like to
use a wide variety of weapons, including
two-handed weapons. The tail can
squeeze for constriction damage, giving
this fiend an impressive seven attacks per
round. They often use polymorph self to
take the form of female fighters to in-
dulge their love of combat. Hissing
Fiends are immune to normal and sil-
vered weapons but can be hit by any
magical weapon. Its special Powers are
Call Other (as an Initiate), Control Un
dead, Enhanced Reflexes, and Spit Poi-
son. Hissing Fiends get 1d8+24 for
Strength, Intelligence, and Constitution,
1d20 + 12 for Wisdom and Dexterity,
and 1d12 +4 for Charisma.

Roaring Fiend: Also called the Moun-
tain Fiend or Manslayer, this fearsome
fanged fiend stands 12’ tall. Sharp hotns
protrude 1’ from each side of its head, and
huge leather wings rise from iss back. It is
an intelligent and reasonable creature and
rarely attacks by surprise, preferring to al-
low its victims a chance to surrender (it on-
ly accepts total, unconditional surrender).
If the victim refuses to surrender, the
fiend usually starts its attack with a Roar,
then Summons its preferred weapons, a
two-handed sword and a whip. The most
favored or powerful of Roaring Fiends will
wield artifact-level two-handed sword of
shicing +5, +10 vs. humans and a whip
of draining + 5, + 10 vs. humans; others
will have weapons with lesser bonuses and
perhaps no special abilities; especially
wretched fiends might have weapons
which are monal-level magic. Roaring
Fiends like to perch on high peaks or
crags, both for tactical reasons and to as-
sume a commanding position. They can
speak quite convincingly and possess lead-
ership and domination abilities; their
great power and Charisma enable them to
convince or force even the most rampant
chaotics to cooperate. Roaring Fiends are
immune to normal, silvered, and +1
mortal weapons. The Roaring Fiend’s spe-
cial Powers are Call Other (as an Initate),
Enhanced Reflexes, Roar, and Summon
Weapons. Roaring Fiends get 1d8 + 27 for
Strength, Intelligence, and Constitution,
1d20+15 for Wisdom, Dexterity, and
Charisma.

Whispering Fiend: Also known as the
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Charmer or Gray Deceiver, this fiend is
never found with others of its kind, not
with Hissing Fiends. It prefers to act
alone or as the companion of another
powerful fiend. Its natural form is that of
a human female with small horns and
great bat-like wings (not attached to her
arms). Itisseldomseen in this form, pre-
ferring to use polymorph selfto appear as
an extremely seductive mortal, either
male orfemale and of any race, as suitsits
goals. The Whispering Fiend seeks to
convince its victim that it is good and in-
nocent, sometimes pretending to be a
captive. Rather than fighting for itself, it
usually relies on a powerful companion
or beguiled ally to do the fighting for it.
It forced, however, it can be a formidable
opponent on its own. A Whispering
Fiend is immune to normal, silvered, and
mortal +1 weapons. Its special Powers
are Call Other (as an Initiate), Control
Undead, Enhanced Reflexes, and Leech.
Whispering Fiends get 1d6+9 for
Strength, Intelligence, and Constitution,
1d8 + 7 for Wisdom and Dexterity, and
1d12 + 12 for Charisma.

A DM who wants to have other types
of Lesser Fiends than those given above in
his or her campaign has only to create his
or her own, keeping in mind the reason
why an Enuopic Immortal might design
such a servant and the powers he or she
would be likely to give it.

Where Found: Anywhere.

Flicker

Sphere: Energy

Status: Ewalced

Power Points:  100-1,000
(1d10 X 100)

Anti-Magic: 100% (0% vs.
Sphere of Energy
magics)

Armor Class: 9

Hit Dice: i

Hit Points: 9d8

Move: 36 miles (12 miles)

Autacks: Special

Damage: Special

No. Appearing: 1d4

Save As: IM1

Morale: 9

Tteasure Type: Nil

Intelligence: 1d12+16

Alignment: Chaotic

XP Value: 3,700 (0 PP)

Type of Monster: Planar Monster.

Description: A flicker is a being com-
posed entirely of light energy. It looks
like a strand of multi-colored light. The
strand is only '/4 inch in diameter, and is
a number of feet long equal to the crea-
ture’s Intelligence score (i.e., 17-28 feet).

One end of the light strand moves in a
complex path within a small space (about
100 cubic feet), and the rest of the strand
appears to follow the leading end’s path.
Movement may be very slow or extremely
rapid. The flicker may choose to appear
as a glowing symbol or as a written word.

The maximum movement rate of a
flicker is 12 miles per round. Flickers usu-
ally choose to move much more slowly, at
rates similar to those of other life forms,
unless seriously threatened. They may ac-
celerate to full speed instantly.

Flickers are intelligent, with minds
similar to those of Immortals, and with
Intelligence and Wisdom scores of 17 to
28 (1d12 +16). They may use a few spells
(travel, power attack, probe, and shicid),
but otherwise have no magical abilites.
They recover spent Temporary Power at
normal rates.

Flickers are completely immune to
physical attacks and to magic cast by mor-
tals; also, they are not affected by magic
cast by Immortals of the Spheres of Mat-
ter, Time, Thought, and Entropy. How-
ever, they are affected by magic cast by
Immortals of the Sphere of Energy.

For each full round that a flicker re-
mains within a fire or a manifestation of
raw energy, the flicker will heal one point
of damage or regain one TP. Flickers do
not regenerate hit points otherwise.

Flickers communicate with each other
by the pattetns formed by their move-
ments. A flicker's mood is obvious: its
patterns contain smooth, flowing lines
when the flicker is happy or peaceful; the
patterns become jagged and irregular as
the flicker's excitement or irritation in-
creases. Immortals can understand their
form of communication and can commu-
nicate with them in Manifestation Form
by manipulating their Auras. Anyone,
mortal or Immortal, can understand a
flicker'sspeech by casting the read magic
spell.

Flickers began their existence in the
Home Plane of an ancient Immortal of
the Sphere of Energy. They evolved inde-
pendently, eventually developing intelli-
gence and learning to leave their own

plane. Their existence is well-known to

Immortals; the Immortals of most
Spheres are glad to befriend them for the
colors and beauty they provide. In fact,
most Immortals tend to think of them as
pets, which some flickers resent.

Flickers are an example of the kind of
strange life-form which player-characters
will encounter when exploring the mulu-
verse. They are not dangerous (except
when attacked, and then only to crea-
tures with Power scores) and serve to
make the places where they are found
more interesting, colorful, and alien.

Where Found: Flickers are common in
the Astral Plane and are often found in
the Elemental Plane of Fire and in Outer
Planes where the Sphere of Energy is
dominant. They do not willingly enter
other planes; they die immediately when
entering other planes unless completely
immersed in fire or raw energy.

Jumper

Sphere: Time

Status: Exalted

Power Points: 5 per Hit Die

Antu-Magic: 100% (0% vs.
Sphere of Time
magics)

Armor Class: =7 (body) or -2
(arms)

Hit Dice: 11%%¥% o 30****

Hit Points: 5 per Hit Die

Move: 450" (150")

Autacks: 12 arms (maximum
5 per target)

Damage: 2d6 each + special

No. Appearing:

Save As: IM1

Morale: 8 (vs. Immoruals)
or 11

Treasure Type: None

Intelligence: 1d6+20

Alignment: Neutral

XP Value: 4,300 (0 PP)

1d8

t0 21,750 (2 PP)

Type of Monster: Planar Monster.
Description: Jumpers are intelligent

life forms that feed on time. They appear
very similar to marine brittle-stars, with
small bodies and long, slender arms.
Jumpers are far larger than stadfish,
though; their bodies measute one inch
across per Hit Die and their arms 1 foot
per HitDie.
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Each Jumpers has twelve arms. They
may attack with each arm per round and
may attack a single target with up to five
arms at a time. A blow from an arm in-
flicts 2d6 damage and also steals time
from its victim. A mortal who is struck is
aged 10-40 (1d4 X 10) years per hit, with
no saving throw possible.

An Immortal who is struck by a
Jumper must make a Saving Throw vs.
Power Attacksfor each blow. If this roll is
successful, the character loses 1d10 TP, If
this roll fails, the Immortal is transported
five rounds forward in time (i.e., he or
she vanishes, reappearing in the same
spot five round later). If some other ob-
jector being now occupies that space, the
Immortal will reappear in the nearest
open space in a random direction.

For each successful time-jump the
Jumper causes in combat, it is cured of 5
hit points of damage and regains 5 TP.
These gains will only restore a Jumper to
its starting hit point and Temporary
Power totals; the Jumper can't improve
its scores by this means. Jumpers are able
to touch others without aging or time-
jumping them if they choose to do so.

Like Immortals, Jumpers can use the
power attack, probe, and shield
Immortal-level spells. However, they pre-
fer not to, since they have comparatively
low Power scores. Jumper Ability Scores
all range from 21-26 (1d6+20).

Jumpers cannot cast spells other than
the ones mentioned. They move by a very
rapid but non-magical flying and com-
municate by telepathy. They are com-
pletely unaffected by magic, except for
spells cast by Immortals from the Sphere
of Time.

Jumpers are thieves (and have the
Thief Special Abilities as though they
were 30th-level human thieves). They
live only for selfinterest and self
gratdification. They hire themselves out to
Immortals, particularly for missions in-
volving retnieval (i.e., theft).

They take their pay in time units, usu-
ally demanding five to 50 days per mis
sion apiece, depending on the difficulty
of the task involved. They demand pay-
ment in advance, but they fear the Im-
mortals and so generally can be trusted
once paid.

Up to two Jumpers per Immortal can
collect payment at a time. To collect pay
ment, the Jumper gently wraps five arms
around the victm (so that no physical
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damage 1is inflicted) and then concen-
trates for 1d6 rounds. The victim (having
agreed to the payment) gets no saving
throw, and is suddenly jumped forward
the agreed-upon amount of time.

A Jumper who is already at full Tem-
porary Power and hit points gains 1 Hit
Die for each 5 days of time that it eats
from an Immortal. It gains a correspond-
ing amount of hit points, Power Points,
and physical size for Hit Dice so gained.

These creatures were created by a long-
gone Hierarch of the Sphere of Time.

Where Found: These creatures are now
common sights on the Outer and Astral
planes.

Monster Rulers

For most monster species there is a
Monster Ruler, a creature which is a pow-
erful, nearly Immortal example of the
spectes.

Each Monster Ruler is intelligent (even
if the race it represents is not) and has its
own name. This creature was once a nor-
mal example of its monster race which
became especially powerful and wise over
the years; if a member of an unintelligent
race, it developed intelligence through
evolution, accident, or enchantment.

Each Monster Ruler possesses all the
abilities of the original monster race. It
also can cast the Immortal spells power
attack, probe, and shield. It is immune
to normal and silvered weapons but can
be hit by mortal enchanted weapons.

With some Monster Rulers, the status
of Ruler is handed down from parent to
child, with others, it is won 1n mortal
combat between the current ruler and
new challengers; with others, it is simply
awarded by an Immortal Hierarch.

To determine the enhanced abilities of
a Monster Ruler, take the statistics of
the normal monster and modify them as
follows:

Sphere: Choose one which best suits
the monster type; normal animals,
forest creatures, and constructs are
normally Matter, undead are nor-
mally Entropy, and so forth

Status: Exalted

Power Points: Usually 300 Power
Points, or 5X .10 X their Hit Dice
in PP

Anci-Magic: Usually 50%; some-
times None

Armor Class: Subtract 6 from normal
AC

Hic Dice: 8 X normal, counting each
“plus” as one Hit Die

Move: 2X normal

Attacks: 2 X normal

Damage: 4 X normal

No. Appearing: 1

Save As: IM1

Morale: 12

Treasure Type: 4X normal, at 2X
the normal percentages

Intelligence: Add 10 to normal score
XP Value: Recalculate from new
abilities and statistics
Height/Iength: Twice normal

Monster Rulers normally rule over only
one plane, often only one world, and a
given monster race may have many Mon-
ster Rulers, each in a widely separated
place. Monster Rulers normally do not
travel between planes or planets.

Here's one example of a Monster
Ruler:

Minoides, King of the Minotaurs

Sphere: Matter

Status: Exalted

Power Points: 300

Anu-Magic: 50%

Armor Class: 0

Hit Dice: 48*

Hit Points: 200

Move: 240’ (80’)

Autacks: 2 gores/2 bites or 2
weapons

Damage: 4d6 each (gores/bites)

or 4d10 (weapons)
No. Appearing: 1

Save As: IMi

Morale: 12

Treasure Type: 4 X C
Intelligence: 15
Alignment: C

XP Value: 24,250 (2PP)
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Notion

Sphere: Thought

Status: Immortal

Power Points: 250

Anti-Magic: 40%

Armor Class: =12

Hit Dice: S¥** 1o 50***

Hit Points: 2510250

Move: 72 miles (24 miles)

Attacks: 2 thoughts

Damage: Special (see below)

No. Appearing: 1d8

Save As: IM1

Morale: 9

Treasure Type: Nil

Intelligence: 1d6+18

Alignment: Neutral

XP Value: 550 (0 PP) to
37,775 (3 PP)

Type of Monster: Planar Monster.

Description: Notions are creatutes of
nearly pure thought; they are often com-
pletely undetectable.

Notions cannot cast most magic spells;
they can, in fact, cast only the Immortal
ptobe and shield spells. They are incapa-
ble of doing physical harm to anyone.
However, they’re not incapable of caus-
ing trouble.

At rest, a notion appears as a lacy net-
work of strands of air, similar to a small
and loosely woven net or a large spider-
web made up of thick strands. Its surface
area is about 1 square foot per Hit Die. It
may flutter about in this form, or may
curl up into a tiny ball of airy fluff of mi-
croscopic size. A notion which embodies
a positive emotion is white; one which
embodies a negative emotion is grey.

Notions are invisible in most environ-
ments. They cannot be seen in environ-
ments of earth, fire, water, or vacuum,
unless a decect magic spell is cast by an
Immortal (in such environments, notions
regenerate TP and hit points ata rate of 1
point per turn). They are completely in-
visible in air, ether, or the Astral Plane;
the only way to detect one in such envi-
ronmenss is with an Immortal’s ptobe
spell, and even it has only a 2 in 6 chance
of succeeding. Once an Immortal has de-
tected a notion this way, he or she may
keep track of it by paying the Temporary
Power cost for the probe each round
thereafter. If the notion casts a shreld
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spell, even a probe will not detect it.

Notions are a friendly, inquisitive race,
and mean no harm to anyone. However,
each one embodies a specific emotion or
autitude, referred to by Immortals as its
flavor. A notion will project that flavor to
thinking creatures which it encounters.
Notions with low Hit Dice figures have
weak flavors, while those of high Hit
Dice embody very strong flavors. They
“attack” thinking creatures for enter-
tainment, or because someone has asked
them to; they never do so with the intent
of doing harm.

A notion attacks its victims simply by
swooping past; with a successful Auack
roll, it inflices its flavor upon the victim .
Mortal victims get no saving throw, while
Immortals may make a Saving Throw vs.
Mental Awacks.

A character affected by a notion’s at-
tack immediately begins reacting with
that emotional flavor. For instance, if the
notion embodied honesty, a dishonest
character will begin telling the truth,
while an honest character might become
brutally, rudely honest.

If the notion’s current Temporary
Power is not at full surength, it regains
1d6 TP per victim it affects. However, the
victim of the attack suffers no Power loss.

A notion may attack one vicum per
round for each 5 HD it possesses. Small
notions swoop between their victims,
while large ones may float down across
several at once.

The duration of the notion’s effect is
determined randomly. Mortal victims
make one Saving Throw vs. Spells per
hour; success means that the flavor no
longer affects their thinking (unless they
want it to). Immortals can make a new
Saving Throw vs. Mental Attacks once
per round with the same results.

Notions come in a variety of flavors.
Thousands are possible; a few examples
are shown immediately below.

Typical Notion Flavors
01-03 absurdity
04-06 alertness

07-10 anxiety

11-12 boredom

13-14 certainry

15-16 comprehension
17-18 courage

19-22 curiosity

23-26 dislike

27-29 doubt

30-31 evastveness
32-34 excitement
35-38 fear

39-40 fondness

41-44 hate

45-46 honesty

47-49 indifference
50-53 insanity

54-56 judgment (bad)
57-58 judgment (good)
59-61 love

62-64 misinterpretation
65-66 optimism

67-69 paranoia

70-73 passion

74-75 peace

76-78 pessimism
79-80 pleasure

81-82 pragmatism
83-85 procrastination
86-89 rage

90-91 sanity

92-94 serenity

95-97 sorrow

98-00 unconcern

When a player character is affected by a
notion, the DM should inform him or her
privately of the new emotion he ot she feels
and the intensity with which he or she feels
it. Unless it is known that a notion is in the
area, the DM need not reveal the fact that a
notion is responsible for the mood swing.
The player should make every effort to add
the flavor to hisor her character’s emotion-
al reactions until a saving throw removes
the flavor's effeces.

Notions reproduce simply by swooping
at one another; occasionally, this interac-
tion of two notions will create a new one,
apparently instantaneously. The new no-
tion may have flavor characteristics of ei-
ther, both, or neither of its parents; it
may be of any Hit Dice figure from 5 HD
to the combined total of its two parents
(up to 50 HD).

Notions of an identical flavor seldom
associate with one another; they prefer to
be in the company of notions of diff erent
flavors.

Notions can be persuaded to perform
services in exchange for payment in high
emotional states; for example, a notion
with the flavor of love might be willing to




inflict its flavor on a specified NPC in ex-
change for being invited to obsetve a
planned romantic liaison. For a big favor,
the notion might demand to drain the
Immortal of all emotion corresponding
to its flavor, the drain to last for 1d20
days per HD of the notion; if the victim
agrees, the notion passes through the vic-
tim, who gets no saving throw, and the
victim is unable to experience that emo-
tion for the time period rolled on the
dice.

Where Found: Many notions become
friendly with Immortals who frequently
manifest their flavors and stay with those
Immortals most of the time; the Sphere of
the Immorral in question does not matter.
With the rise of human and demi-human
races, notions have become very common
on the Prime Plane. They ate also very
common in Outer Planes where the Sphere
of Thought is dominant.

Servitor
Sphere: Any
Status: Exalted
Power Points:  150-300
Anti-Magic: Nil
ArmorClass:  0to =10
Hit Dice: 15-50
Hit Points: 60-200
Move: 150' (50')
Flying: 360' (120")
Attacks: 2 (varies, may be
special)
Damage: 2d6 to 6d6 (may be
special)
No. Appearing: 1
Save As: IM1
Morale: Varies
Treasure Type:  Varies
Intelligence: 10+
Alignment: Varies
XP Value: Varies

Monster Type: Construct.

Servitors are monsters which may look
like anything: humans, golems, dragons,
clouds, chairs, bowling balls. ...

They are created by the Immortal-level
spell create species. Immortals often cre-
ate servitors as personal bodyguards or as
messengers; they sometimes create Servi-
tor bodies to house the life-forces of
recently-slain mortals whom they liked.

Titan
l Sphere: Any except Entropy

Status: Immortal

Power Points: 250

Anti-Magic: 25%

Armor Class: -8

Hit Dice: | Dl

Hit Points: 100

Move: 150' (50")

Attacks: 2 fists or 1 weapon
or 1 magical effect

Damage: 2d6 each or by
weapon of by magi-
cal effect

No. Appearing: 1 (1d3)

Save As: IM1

Morale: 11

Treasure Type: Nil

Intelligence: 1dg +17

Alignment: Any

XP Value: 10,050 (1 PP)

Type of Monster: Humanoid.

Description: Titans are beings which
appear similar to attractive humans, 21’
to 30" tall. All their ability scores are
1d8 + 25 and their hit pointsare always 5-
8 (1d4 +4) per Hit Die.

Titans are the special servants of the
Immortals. Most were once mortal ser-
vants of the Immortals and proved so
valuable that the Immortals in question
wished for them to be available forever;
however, most were not likely candidates
for Immortality. Hierarchs transformed
them into Titans; Titans are like Immor-
tals in many ways but may not progress
beyond the abilities shown here.

Every Hieratch of Matter, Energy,
Thought, and Time has about 20 Titans
as setvants, There are no Entropic Titans;
the Entropic equivalents of Titans are
Lesser Fiends.

Monéters@

Titans regenerate Temporary Power
and hit points at the same rates as Im-
mortals. They are able to cast Immortal-
level spells. They can spend Temporary
Power to be able to cast magic as a 36th-
level spellcasters.

Titans have no Aura. They cannot
have multiple Manifestation Forms and
cannot take on Mortal Identities or Incor-
poreal Forms. They cannot create arti-
facts, and create mortal-level magical
items exactly as mortals do.

Titans cannot be damaged by normal
or silver weapons, nor by mortal-level
magical weapons of +2 or lesser enchant-
ment. They have Anti-Magic ability, but
it is not as powerful as that of true Im-
mortals. They can be affected by mortal
magic.

When a titan is reduced to 0 hit
points, its body perishes and its life-force
returns to its Home Plane. There, it can-
not do anything but drift and communi-
cate with living creatures until a Hierarch
places it in another body.

They are not very ambitious beings:
they know they have advanced as far as
they ever will. They prefer to be ad-
dressed informally. They seldom carry
weapons.

Where Found: Titans are found singly
or in pairs on all planes. They are not
commonly found on the Prime Plane;
when encountered there, they are usually
in the company of 2d4 cyclopes servants.
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gl’lanes and Dimensions (%3

N N his chapter expands and elaborates
e information in Chapter 18: The
Planes of Existence in the D&D® Rules

Cyclopedia, especially as it pertains to
Immortal player characters.

Planes

The Prime Plane

In most campaigns, the player-
characters grow up and begin adventur-
ing on a single planet. This planet is
warmed by a sun, and the sky is filled
with stars at night; each star is another,
far more distant sun. Other planetary ar-
rangements ate possible, but this is one
of the most common. Stars are gathered
together in galaxies, and an incredible
number of galaxies comprise a universe.
The universe in which the Known World,
Mystara, is located is known as the Prime
Plane. There are, however, other uni-
verses, each unique; together they make
up the multiverse.

Planes

There are many, many planes through-
out the multiverse. Two planes can lie
side by side like pages in a book, yet
(since each plane is closed and self-
contained) it will be impossible to travel
between them without the aid of power-
ful magics.

Not all planes are arranged like the
Prime Plane. Some are small and others
vast. In some, planets are arranged in so-
lar systems and orbit suns; in others, flat
planets are warmed by tiny suns of their
own. Some contain nothing but empty
void; others are completely solid. Every
bizarre combination imaginable can exist
out there somewhere. What's more, each
plane has its own physical laws, and the
rules of magic vary from plane to plane as
well.

The Multiverse

Think of a huge, complicated palace
laid out by a madman. In the middle of
the palace is an enormous gymnasium-
sized chamber filled with liquid; the
chamber has very thick but hollow walls.
Inside this chamber float five rooms,
none of which touch each other.

Outside the chamber, the rest of the

palace is made up of innumerable other
rooms—some huge, some small, some
mere nooks and odd-shaped closets.
Some change shape and size without
warning. Some have ordinary doors lead-
ing to them; others have secret doors. A
few can only be reached through ventila-
tion ducts; some have no entrances to
them at all Some rooms have other
rooms nestled within them. And each of
these rooms was decorated and furnished
in a completely diff erent fashion.

The liquid filling the chamber is the
Ethereal Plane. The five smaller rooms
floating in it are the Prime Plane (the
universe where the player characters have
spent all their lives) and the four Elemen-
tal Planes of Earth, Air, Fire, and Water.
The hollow walls of chamber make up
the Astral Plane; all the other rooms of
the palace are the Outer Planes. The
“palace” itself is the multiverse. Each
“room” or plane is a whole universe unto
itself. Each differs in its looks, its charac-
teristics, its physical laws, its effects on
the use of magic, and its native lifeforms.

Inner and Outer Planes

The Ethereal Plane completely sur-
rounds the Prime Plane like an atmos-
phere. With very few exceptions,
characters cannot travel from the Prime
Plane to another plane without first pass-
ing through the Ethereal Plane. The
Ethereal Plane and the five planes con-
tained within it are generally known as
the Inner Planes.

The Astral Plane surrounds and con-
tains the Ethereal Plane. It is necessary to
pass through the Astral Plane in order to
reach any of the planes that lie beyond.
The Astral Plane and all those outside its
great barrier are known as the Outer
Planes.

Together, the Inner Planes and Outer
Planes make up an entire dimension, re-
ferred to here as the multiverse.

Travelling Through the
Multiverse

Characters can travel through the
planes of the multiverse through a variety
of means—spells, potions, vortices, and
permanent gates, all of which will be de-
scribed in this section. It sometimes re-
quires a variety of means to get from one

place to another. Additionally, the DM
can decide that there are strange, unrelia-
ble portals which crisscross the multi-
verse, some of which activate once every
thousand years, others lying dormant un-
til used, only to vanish forever. Such de-
vices will help the DM to get PCs from
one place to another so that the PCs can
participate in an adventure (in other
words, they’re “plot devices”).

Addresses

For the most part, characters—in-
cluding Immortals—can only make the
transition from one plane 10 an adjacent
plane per spell use.

Most passages are from one plane to an
adjacent plane, normally making it im-
possible to travel in a single jump from,
say, the Prime Plane to an Outer Plane.
For a character to get from the Prime
Plane to an Outer Plane, he or she would
have to jump first to the Ethereal Plane,
then to the Astral Plane, then to an Out-
er Plane—perhaps through a succession
of Outer Planes until the proper Outet
Plane is reached.

The paths to many planes are so com-
plicated that characters (and Immortals)
remember them as series of intervening
points. Such a series is called an address.
Addresses are usually figured with the
Astral Plane, the great dividing line be-
tween the Inner and Outer Planes, as the
starting point.

For example, the address to the Prime
Plane, a very simple one, would read like
this: Ethereal-Prime. In other words, to
get there, a character on the Astral Plane
would travel to the Ethereal Plane and
then straight to the Prime Plane. More
complicated addresses have more steps,
sometimes including travel within a
plane from onesite to another to gain ac-
cess 10 permanent gates.

There are places in a plane where the
fabric of reality between that plane and
an adjoining plane is thinner than else-
where. Such places are called proximity
nodes, or simply nodes.

Interplanar travellers usually find it
easier to travel berween planes at such
nodes, as the following spell descriptions
will explain.
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Spells and Potions

Following are details on several spells
and potions which can be used to travel
through the planes.

Ethereality

A character in the Astral Plane, Prime
Plane, or an Elemental Plane can use a
potion or magic item of cthereality to
travel into the Ethereal Plane. The char
acter can be anywhere on any one of
those planes, use the potion or item, and
be transported to the Ethereal Plane.
However, these items will not work on
any of the Outer Planes.

While on the Ethereal Plane, a charac-
ter can use other magical effects, if availa-
ble, to travel to yet another plane, If he
or she does not, the character will be
drawn back to the plane he or she started
from once the potion’s or item’s duration
ends. Note that a character who has
moved from the entry point while on the
Ethereal Plane will not reappear at the
same spot where he or she entered it.

Find the Path
This spell cannot cross planar bounda-
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ries, but it can be used to find planar
nodes. For example, a cleric can cast it
and ask the way to a specific node or sim-
ply to the nearest node to the desired ad-
jacent plane and the spell will reveal that
site's location to him.

Gate

The gate spell can be used in two dif
ferent ways to travel between planes.

Its main use is to create a vortex ot
wormhole between any wwo adjacent
planes. Thus a gate could be created that
would permit travel between any two of
the Inner Planes, or enable the caster to
travel from an Inner Plane to the Astral
Plane, or from the Astral Plane (o an
Outer Plane, or between any two adja-
cent Outer Planes.

The caster of the spell can not choose
where in the next plane the other end of
the vortex appears; it automatically
opens up at the nearest corresponding
node of the adjacent plane. It therefore
pays for interplanar adventurers to learn
and remember where the various nodes
are located. Once the caster has gone
through the vortex to that next plane, he
or she may have to travel a great distance
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through that plane in order to find the
person or place on that plane he or she
came to visit. Existing gates between
planes tend to be far apart; DMs are
urged to take advantage of the adventur-
ing possibilities offered by this fact to
prevent characters from having a quick,
easy, and therefore boring time on multi-
planar journeys.

This spell can also be used to get the
attention of Immortals and similar pow-
erful beings. If the caster names a specific
plane and a specific being (usually an Im-
mortal) thought to be on that plane
while casting the spell, it opens a special
kind of vortex. One end of the vortex is
on the caster’s plane; the other appearsin
front of that named being if (and only if)
he or she is currently on the plane
named. The being named by the spell
has the choice of whether or not to re-
spond. If he or she prefers not to be dis-
turbed just now, the spell fails and both
ends of the vortex disappear. If, on the
other hand, the being is sufficiently in-
trigued to see who is attempting the sum-
moning and why, he or she can use the
vortex both to come to the caster and
then to return whence he or she came
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during the spell’s duration.

The vortex created by a gate spell is
notmally 30’ in diameter and perpendic-
ular to the ground, like a round doorway.

Gate spells cannot reach a being if he
orshe ison a plane where magic does not
work; thus the spell cannot usually help
beings held in prison planes to escape.
The caster of the spell can never enter the
gate before the summoned being comes
through it (and therefore cannot enter it
at all if the Immortal does not come).
Gates created in this manner do not have
to appear at a planar node; instead, the
far end of the gate opens wherever on
that plane the summoned being happens
to be at the time.

Maze

This spell only works from the Inner
Planes or any Outer Plane immediately
adjacent to the Astral Plane.

A character who is in a2 maze can find
his or her way out normally if he or she
can make a Saving Throw vs. Mental At-
tacks. Alternatively, either a gate or travel
spell can tear a character free of the maze
and leave him or her on the Astral Plane.
However, the character has no control or
foreknowledge of where he or she will ap-
pear on the Astral Plane (that decision is
entirely up to the DM), making it diffi-
cult for the character to find his or her
way back without doing a lot of exploring
and adventuring.

Teleport

This spell cannot be used to travel be-
tween planes. However, characters travel-
ling from plane to plane will often have
to travel between widely separated places
in order to reach existing gates or nodes.
This spell will get the characters to the
next gate quickly, regardless of physical
distance between the two points.

Travel

This spell allows the caster to move be-
tween adjacent planes of existence. Each
turn that the spell is in effect, the caster
(and any characters he or she is capable of
taking along—see the spell description)
can enter an adjacent plane.

Character using travel will always exit
through a planar node, so he or she may
need other means of transport to reach a
specificspot on a plane.

Truesighe

This spell doesn’t allow travel between
the planes, but, when cast in the Prime,
Astral, or Elemental Planes, it will reveal
the presence of any ethereal objects,
nodes, or gateto the Ethereal Plane with-
in sight.

W ish

A character can cast this spell to simu-
late an echereality effect or a teleport or
travel spell. It can also be cast to keep a
gate open permanently—at least until
someone casts a powerful enough dispe/
magic ot reversed gate on the interplanar
opening, as either of these attacks will
close a permanent gate.

Word of Recall

Note that thisspell will not carry a cler-
ic between the planes. The clericmust be
on the plane where his or herhome is in
order for thisspell to work. If a cleric casts
this spell anywhere else, it is wasted.

Vortices

A vortex s a hole from one plane to an
adjacent plane. Elemental matter either
whitls into or erupts out of the vortex; a
current of elemental matter flows in one
direction, either toward or away from the
connected plane.

Vortices occur naturally at some, but
not all, planar nodes; natutally-occurring
vortices, because they are normal parts of
the structure of the multiverse, cannot be
closed, moved, or otherwise affected by
mortal or Immortal magic (they can,
however, be hidden). Vortices can also be
created by gate spells; such vortices are
temporary and can be removed by magi-
cal means such as dispell magic.

If seen by a detect invisible spell or
similar magic, the vortex appears from
thefront or back as ashimmering colored
circle. It has no thickness and thus cannot
be seen at all from the side.

On the Prime Plane, the color of the
vortex matches the plane to which it
leads—brown for Earth, blue for Atr, red
for Fire, green for Water, orgrey for Ethe-
real. On those planes, a vortex leading to
the Prime Plane is a multi-colored swirl
of the four elemental colors. Vortices
leading to other planes may have multi-
ple colors, colors unknown on the Inner
Planes, strange textures, or other visual

elements appropriate for those distant
and exotic places.

A vortex may be as small as a few feet
across or as large as dozens of yards in di-
ameter. A vortex may appear to float in
the air or lie on a surface; it may even be
disguised as an unusual work of art.

A vortex from one of the Elemental
Planes willalways exit in the element cor-
responding to its destination—for exam-
ple, a vortex leading to the Plane of
Water might be in a whirlpool, one from
the Plane of Fire might exit through a
fireplace, and so forth.

Wormholes

A wormbhole is a connecting passage
between planes. Wormbholes occur natu-
rally between some planesinstead of vor-
tices.

The wormhole is a round tube about
10’ in diameter; its wrinkled sides appear
very similar to a dungeon corridor with-
out any cotners. A wormhole is never
straight; it bends and winds along its en-
tire length.

When wormholes occur between adja-
cent planes, there is no place from which
observe their exterior surfaces; they do
not seem to have an “outside.” When
wormholes stretch from the Prime Plane
to the Elemental Planes, creatures in the
Ethereal Plane can see the wormhole ex-
terior as a wrinkled grey surface much
like the interior. Creatures on the Ethere-
al Plane can enter a wormhole when they
encounter it only through use of a travel
spell.

There is no gravity in awormhole, and
a strong current of air constantly blows
through the passage in a single direction.
Characters entering a wormhole feel as
though they have entered a long, vertical
tunnel. If the current is with them, they
have the sensation of being at the top of
the shaft, while if it is against them they
feel as though they were at the bottom of
the shaft.

Wormbholes tend to be about 10 miles
in length. Characters travelling with the
current will have the sensation of falling
at the rate of about 60’ per round (but
will take no falling damage upon arrival).
If they have fly spells or other flying abili-
ties, they can travel at one and a half
times the speed the flight ability normal-
ly grants them.

Characters travelling against the cur-
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rent will stay at the opening if they do
nothing. If they have fly spells or other
flying abilities, they will travel at one-
half the normal speed the flight ability
grants them.

There is a network of permanent
wormbholes between the Prime Plane and
the Elemental Planes. This network looks
similar to the roots of a plant; each small
wormhole joins a larger one, until all the
smaller wormholes connect to one huge
wormhole connected to the Elemental
Plane itself.

Many of the things inside one of these
network wormholes are made of elemen-
tal material matching the plane to which
it leads, but other elements and creatures
are often present.

As they approach the Elemental Plane
end of this network of wormholes, non-
magical inanimate objects are magically
changed into their elemental equiv-
alents—for instance, a normal sword be-
ing taken through a wormhole to the
Plane of Water will turn into an ice sword
by the time it arrives. When the inani-
mate objects leave that plane by the same
means, they return to normal. However,
items taken back to their original plane
by another means (e.g., via a gate) will
not revert to their original forms and so
may be destroyed by a now-hostile envi-
ronment,

Navigating Through the
Multiverse

Knowledge of the spells and portals
that allow a character to get from one
plane to another doesn’t automatically
tell a character how to navigate through
the multiverse. There are several things a
character can do to find his or her way
around.

Accompany More Knowledgeable
Characters. A character could accompany
a character who already knows his or her
way around. Once the character has been
taken along an interplanar route, he or
she too becomes familiar with that route.

Use Spells. A find the path spell will
allow a character to know the direction to
any site he or she can name, such asa spe-
cific place the character has heard of or
the nearest node to an adjacent plane he
or she can specify. A wish spell can pro-
vide the character with even more infor-
mation, at the DM’s discretion.
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Consult the Locak. In a plane inhab-
ited by intelligent creatures, a character
may be able to communicate with them
and learn what they know of important
sites—such as gates, nodes, landmarks,
forbidden sites, and the like. Non-
Immortal character will have to have
some means of communicating with
those creatures, such as speak with mon-
stets, read languages, and ESPspells.

Generally speaking, a character explor-
ing new territory in the multverse will
have the hardest time, since there will
not be any existing gates or instructions
on how to find his or her way-from one
plane to the next, nor any warnings
about dangers unique to that plane.

Characters who discover that there is a
vast multiverse beyond their own Prime
Plane will be even more surprised to dis-
cover that the multiverse is not the limit
of all reality.

Think of the multiverse as a paper
plate. To a creature which is microscopic in
size, that plate may appear immeasurably
large, and the creature may believe that
the plate is the sum total of all reality.

Then, imagine another paper plate on
top of the first. .. then another one on top
of that, and another, and another, until
the stack reaches up out of sight.

Each paper plate represents a d'imen-
sion, an entire level of reality similar to
the multiverse in its infinite size and vari-
ation. Each dimension touches every oth-
er dimension at every point. This means
that they often are arranged in the same
types of planes as the multiverse and may
have other interesting similarities to the
multiverse. But they are their own reali-
ties, and just as often differ from the
multiverse in strange and disconcerting
ways. There are some dimensions where
there is no magic at all; there are others so
chaotic that the same cause will never
produce the same result twice.

Only the Immortals and a very wise
and experienced mortal characters know
of the existence of other dimensions. Of
those two informed groups, a very few ex-
plorers have ventured into other dimen-
sions. Some of those adventurers have
returned; many others have not.

Sometimes, explorers from other di-
mensions have found their way to the
multiverse and adopted it as their home.

The Glantri clans of 4’ Ambreville and
McGregor and the diaboli have their ori-
gin amongst such extradimensional
roots, as do the Immortals Harrow and
Rad.

To get to another dimension, a planar
explorer must first find his or her way to
the dimensional node, which is similar to
a planar node. Dimensional nodes tend
to be located in very distant and danger-
ous Outer Planes, where the laws of reali-
ty of the multiverse dimension begin to
break down. Once at a dimensional
node, a character may then cast a transfer
spell to cross over to the corresponding
Outer Plane in the other dimension.
Upon arrival the interplanar traveller is
subject to the new dimension’s physical
and magical laws and may become
stranded if his or her magics do not oper-
ate there.

The characteristics of some of the
betterknown dimensions which have
been discovered and partially explored so
far are given below.

Home Planes

Every Immortal has what is known as a
Home Plane. The Home Plane is chosen
for the Immortal by his or her Immortal
sponsor. Sometimes it will be a universe-
sized plane that he or she will share with
other Immortals; sometimes it will be a
tiny pocket-plane created by the sponsot
to serve as a dwelling for the Immortal
character alone.

Each plane except the Prime Plane is
dominated by one of the five Spheres of
Power; an Immortal’s Home Plane will
always be dominated by that Immortal’s
Sphere. It wouldn’t do for an Immorttal
of the Sphere of Energy to have as his or
her Home Plane a plane where Entropy is
dominant, for instance.

AnImmortal on his or her Home Plane
cannot assume any physical form except
one of his or her Manifestation Forms or
his or her Incorporeal Form.

Immortals are much more powerful
when on their Home Planes than else-
where, gaining the equivalent of six tem-
porary experience levels for as long as he
of she remains there, along with the extra
Power Points, Hit Dice, hit points, Anti-
Magic, Armor Class, Number of Attacks,
Damage, and Saving Throws that would
accompany the higher level. Thus, an 8th
level Temporal would have all the abili-
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ties of a 14th level Celestial when on his or
her Home Plane. There are two exceptions
to this rule: Immortals cannot spend the
additional PP to create artifacts, raise abil-
ities, or otherwise lower the PP total, and
no Immortal can be raised above 36th
level by this means. A 33td level Hierarch
would therefore only gain the benefit of
three extra levels, not six, and a 36th level
Immortal would gain no special benefits
at all. Immorrals lose these extra abilities
when they leave their Home Plane. If an
Immortal is damaged on his or her Home
Plane, the damage is subtracted first from
the bonus hit points; likewise, when an
Immortal spends Temporaty Power on his
or her Home Plane, the power is subtract-
ed first from the bonus Power. However,
any permanent Power Points an Immortal
spends while on his or her Home Plane are
deducted directly from his or her normal
PP total.

An Immortal can never switch Home
Planes. Once the Immortal’s sponsor has
selected a Home Plane for the character,
that choice is irrevocable. His or her lifie-
force is tied to the Home Plane, and only
the character’s complete and permanent
destruction can sever that tie. However,
an Immortal can make changes to his or
her Home Plane by use of the Immortal-
level spell shape reality (see pages 65-67
for details), and many reshape their
Home Planes to suit themselves in this
fashion,

Characteristics of
Planes

Most of the rest of this chapter is given
over to descriptions of planes and dimen-
sions. Some of these are places which
mortal player characters may visit in their
adventures; others are places which only
Immortals are likely to see.

Descriptions of Planes

Each plane is described in terms of the
following traits:

Name:

Address:

Size:

Appearance:

Dominant Sphere:
Physical & Magical Laws:
Passage of Time:

Spells/Powers Needed to Suevive:
Spells/Powers Needed For Movemnent:
Effects on Mortal Magic:

Effects on Immortal Magic:

Effects on Immortal Special Powers:
Native Races and Monstets:

Explanations of these traits follow.

Name: This is the name by which the
plane is most commonly known. Many of
the names given to these places are
whimsical nicknames—simple and con-
venient references which the Immortals
apply to them in order to remember
them better. The natives of a plane will
not necessarily know (and might find in-
sulting) the name by which others refer
to their home.

Address: Here we describe the means
by which planar travellers can get to the
plane from the Astral Plane.

Size: Planes come in a variety of sizes.
The most common varieties of planar
sizes include:

Universe: An immeasurable distance
of physical space, the same approximate
size as the Prime Plane. Often such a
plane will contain thousands of galaxies.

Gaiaxy: A measurement of space con-
taining the equivalent of anywhere from
a few million to several billion stars.

Cluster: A measurement of space con-
taining the equivalent of anywhere from
afew hundred (o a million stars.

System: A volume of space large
enough to accommodate a sun and sev-
eral planets, or the equivalent.

Planer: A volume roughly equivalent
to a single world, perhaps with some sut-
rounding satellites and space.

Continent: A measurement roughly
equivalent to a planetary continent or a
large moon.

Island: A space anywhere from a few
thousand feet to a few miles in diameter.

Dwelling: A space anywhere in size
from a coffin to a few hundred feet in di-
ameter.

Note that the size of a plane does not
affect its structure—the way it is arranged.
A planet plane could consist of a planet-
sized disk with a dome on top and a dome
on the bottom, the two sides of the disk
comprising two different worlds, with
nothingness—not even vacuum, a total
lack of existence—outside the domes. A
univetse plane might not be arranged in
galaxies and solar systems: it might in

fact, be filled with a material roughly the
consistency of mashed potatoes and occu-
pied by burrowing creatures.

Particularly small planes (Island and
Dwelling-sized) tend to be entirely con-
wained within other planes and accessible
only from those other planes. Such small
planes are often called pocker universes
or miniplanes. Many of them are created
by Immortals as Home Planes for their
proteges, as playgrounds, places for med-
itation, prisons, or testing grounds for
unusual experiments (note that one Im-
mortal’s vacation spot might be another’s
prison).

Appearance: This paragraph describes
how the plane and its elements look and
are structured. Naturally, for a plane the
size of a universe, a one-paragraph ap-
pearance can only convey a general out-
line.

Dominant Sphere: Most planes are
dominated by one of the five Spheres of
Power; a plane can only be a Home Plane
for Immortals of the Sphere which domi-
nates it.

Physical & Magical Laws: This para-
graph describes the way physical laws
function: whether or not there is gravity,
whether fire can exist, whether water
flows uphill or downhill, etc. It also men-
tions any pertinent facts about the way
magic functions.

Passage of Time: This section com-
pares the rate at which time passes on this
plane with the Prime Plane’s chronology.
Sometimes this will be expressed as a
multiple or fraction. For instance, ‘‘Half
as fast as on the Prime Plane” would
mean that for every two days a character
spent on this plane, one day would pass
on the Prime Plane. It is thus possible for
a character to go on a long journey and
return years later, only to find that very
little time has passed on his or her home
plane, ot to take a brief trip and find that
centuries have passed while he or she was
away.

Spells/Powers Needed to Survive: If
characters need to maintain spells in or-
der to survive a hostile planar environ-
ment, that fact is noted here. Unless the
paragraph also mentions Immortals, pre-
sume that an Immortal can survive in this
environment without difficulty.

Spells/Powets Needed For Movement:
If characters cannot move through this
plane without magical assistance, that
fact is noted here.
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Effects on Mortal Magic: Magic doesn’t
work the same inall planes. In some plac-
es, it can be cast but not re-memorized;
in others, certain spells don’t wotk; in
others, magic is more potent than else-
where. This paragraph describes the
plane’s effects on the magic cast by mor-
tals and on the powers of magical items
made by mortals.

Effects on Immortal Magic: This para-
graph describes the plane’s effects on the
magic cast by Immortals.

Effects on Immortal Special Powers:
This secton describes the effects the
plane has on the special Powers possessed
by Immortrals. On some planes, an Im-
mortal’s spells will not function but his or
her special Powers will, and vice versa.

Native Races and Monsters: This final
section mentions some of the monsters
and character races which are native to this
plane. “Native" usually means that they
are numerous on this plane, often living
in communities, and regarding this plane
as “‘home.’ A race can be native to many
planes; humans, for instance, occupy
worlds in planes throughout the mult-
verse. Note that this paragraph will not
listall races native to this plane; so the DM
is free to introduce all the additional races
he or she thinks would flourish in that
particular setting.

Descriptions of Dimensions

Dimensions can be made up of any
number of planes, each completely dif-
ferent from the next. Therefore, only
those traits which apply to most or all
planes in the dimension are given in the
following descriptions.

Plane Design Sheet

On the inside of the foldout back cover
of this book is a blank form intended to
make it easier for DMs to keep track of
the special features in new planes they
create for their own campaigns. This
form may be photocopied for personal
use only.

Known Planes and
Dimensions

The following is a very small sampling
of the numerous planes and dimensions
which player characters might visit in the
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course of a DUNGEONS & DRAGONS®
game campaign. The DM should feel
f1ee to create as many more as he or she
wishes.

The Prime Plane (Multiverse
Dimension)

Address: Ethereal-Prime.

Size: Universe.

Appearance: The Prime Plane appears
as a recognizable universe structure: an
infinity of vacuum with numberless gal-
axies each made up of billions of stars;
many stars are orbited by planets; many
of those planets are inhabited by life-
forms.

Dominant Sphete: None. The Prime
Plane is the only plane where the five
Spheres are in peifect balance with one
another: as such, it &5 unique in the
multiverse.

Physical & Magical Laws: Large bodies
of mass provide gravity; the open area be-
tween suns and planets is mostly made
up of vacuum. Magic is abundant. Spells
cast by mortal clerics have to be granted
them by higher powers (Immortals);
spells vanish from the mortal spellcaster’s
mind as soon as they are cast.

Passage of Time: The Prime Plane is
the default value for the passage of time
in the multiverse. Since most Immortals
in the campaign come from the planet of
Mystara, when an Immortal refers to a
day he or she usually means twenty-four
hours (the rotation period of Mystara).

Spells/Powers Needed to Survive: Varies
by planetary atmosphere. In worlds such as
the Known World, none is required. Some
environments require watcr breathing, cre-
ate atr, or survival spells.

Speils/Powers Needed For Movesment:
On most planetary settings, none. On
worlds with hostile atmospheres or in the
depths of space, various spells such as
travel, survival, ot even passwall might
be required.

Effects on Mortal Magic: None; all list-
ed spells can be cast as described in the
rules.

Effects on Immortal Magic: None; all
listed spells can be cast as described in the
rules.

Effects on Immortal Special Powers:
None; all listed Powers work as described
in the rules.

Native Races and Monsters: All of the
character and monster races described in

the D&D® Rules Cyclopedia are native to
the Prime Plane, except when their de-
scriptions explain otherwise.

Ethereal Plane (Multiverse
Dimension)

Address: Ethereal (adjacent to Astral).

Size: Universe.

Appearance: Ether, the material of the
Ethereal Plane, appears to be a gray fog. It
can sometimes be compressed (either by a
creature or by magic) into a sticky gray
solid. Vision through the lighter types of
fog is the same as that in a dim dungeon
corridor, and the temperature is a steady
50° Fahrenheit (10° Celsius).

The fog may be dense or thin, depend-
ing on what sort of material is dominant
in the cortesponding place on the Prime
Plane. Water on the Prime Plane appears
as dark, shifting Ether in the Ethereal
Plane. Rock, earth, and wood appear as
even thicker Ether. Dense rock and heavy
metals (lead, gold, and the like) appear
as solid Ether (also known as ectoplasm).
Fite on the nearby Prime Plane appears as
bright Ether. By noting these changes of
density, a traveller can make a good guess
about what the physical conditions are
nearby on the Prime Plane—an impor-
tant consideration if he or she plans to re-
enter the Prime Plane at that point.

Dominant Sphere: Thought.

Physical & Magical Laws: The Ethereal
Plane co-exists with the Prime Plane.
Every place in the Ethereal Plane corres-
ponds to a place in the Prime Plane. This
means that if a character enters the Ethe-
teal, moves 30’ forwaid, and then reen-
ters the Prime Plane, he or she will
emerge at a spot 30' away from where he
ot she started.

In the foggy universe of the Ethereal
Plane, travellers can vaguely see the out-
lines of structures and natural features on
the Prime Plane and sometimes figure
out what they are by interpreting the
changes in brightness and material densi-
ty. Charactets able to cast detect invisible
and similar magics can use them to actu-
ally see into the Prime Plane; likewise,
these spells can be cast from the Prime
Plane to enable the characters to see any
ethereal objects which are present.

Light sources work normally here, but
the light they cast shines only in the
Ethereal Plane; it does not shine all the
way into the Prime Plane.
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There is no gravity here, but travellers
feel no sensation of weightlessness. Trav-
ellets can sense the pull of gravity from
the Prime Plane but are not affected by
it, so they know which direction is
“down” butare not drawn in that direc-
ton.

Passage of Time: Same as the Prime
Plane.

Spells/Powers Needed to Survive:
None; the Ether is a breathable (if sterile)
atmosphere.

Spells / Powers Needed For Movement:
No walking or swimming is possible
hete; characters must use some sort of
tlight power for ordinary movement. For-
tunately, most of the magical items which
enable one to enter the Ether also enable
those using them to move once there.
Other transportation spells (such as tcle-
port) function normally.

The thickness of the Ether at any given
spot cortesponds to the density of the
nearby Prime Plane and determines how
fast characters can move. For instance,
characters will fly slower through heavy
thick fog corresponding to the interior of
a mountain than they will through light
fog cortesponding to air. The chart below
shows the changes to movement rates:

Movement in the Ethereal Plane
Type of Effect on
Material Movement Rate
Vacuum Double normal
Air Normal

Fire or Water 3/ normal

Soil or Wood 1/2 normal
Rock 1/4 normal
Metal Reduced to 0’
Lead Reduced to 0’

Effects on Mostal Magic: Druid spells,
spells which affect or involve insects, and
spells which affect or involve weather do
not work on this plane.

Effeces on Immoreal Magic: Same as
"Effects on Mortal Magic,” above.

Effects on Immortal Special Powers:
None.

Native Races and Monsters: Faerie,
Haunt (Banshee, Ghost, and Polter-
geist), Plasm, Planar Spider.
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Elemental Planes
(Multiverse Dimension)

For convenience’s sake, all four Ele-
mental Planes are listed in this single en-
try.
Address: Ethereal-Elemental Plane (of
Earth, Air, Fite, or Water).

Size: Universe (Each Plane).

Appearance: In an Elemental Plane,
all material in the plane is made up of
that element. Worlds are accumulations
of solid, liquid, and gaseous states of the
element of this plane, and there is a very
thin atmosphere between worlds.

Plane of Earth: The atmosphere is
foamy, transparent, gaseous soil; normal
visibility is 60'. Liquids include mud
(which cannot be strained to get clean
water), oil, and lava. Solids include earth
and stone.

Plane of Air: The atmosphere is air;
normal visibility is unlimited. Liquids are
transparent airy liquids. Solids are solidi-
fied clouds.

Plane of Fire: The atmosphere is plas-
ma (elemental fire condensed into a
matter-like consistency and then super-
heated); normal visibility is 120°. Liquids
include liquified condensed fire or lava.
Solids are made up of magically-
hardened fire.

Plane of Water: The atmosphere is a
thick fog, too heavy to breathe; normal
visibility is 60°’. Most liquids are made up
of normal water. Most solids are formed
from crystalline (unmelting) ice.

Worlds appear at points which corres-
pond to planets on the Prime Plane; nu-
merous natural wormholes appear
leading to and from those Prime Plane
worlds.

Dominant Sphere: Plane of Earth:
Matter. Plane of Air: Thought. Plane of
Fire: Energy. Plane of Water: Time.

Physical & Magical Laws: Gravity
works in the presence of large bodies of
elemental matter, and most physical laws
are the same as on the Prime Plane. How-
ever, all spells cast in the Elemental
Planes, and all special powers used there,
are subject to the effects of Domination
and Opposition, explained below under
“‘Effects on Mortal Magic”’

Passage of Time: Same as the Prime
Plane.

Spells/Powers Needed to Survive:
Mortals need special magic to sutvive on
the Elemental Planes; see the “‘Survival

in the Elemental Planes” table on page
264 of the D&D® Rules Cyclopedia.

On any of these four planes, a force
field spell will allow a character to survive
the atmospheric conditions of the plane,
but a character inside a force field cannot
go anywhere; the field keeps him or her
in a protected, immovable bubble.

Immortals are immune to the danger-
ous environmental effects of these planes
and need no extra spells or powers to sur-
vive.

Spells/Powers Needed For Movement:
None. Normal walking works on solid
surfaces, swimming wortks in liquid ele-
ments, and flight works in atmosphere;
teleport spells and similar magic work
normally.

Effects on Mortal Magic: Beings of dif-
ferent elements affect each other in logi-
cal ways. The basic principles used are
dominance and opposition. If one ele-
ment has dominance over another, it has
power over that element. If two elements
are in opposition, they are enemies but
affect each other normally. The principles
of dominance and opposition are easily
summarized:

Earth has dominance over Air.

Air has dominance over Water.

Water has dominance over Fire.

Fire has dominance over Earth.

Earth and Water are in opposition.

Air and Fire are in opposition.

In combat between elemental beings,
dominance and opposition have the fol-
lowing effects:

When one creature has dominance
over another, it does double damage to
the other; the victim may make a Saving
Throw vs. Spells to take only normal
damage. The creature who has domi-
nance takes less damage than normal
from the other’s attacks; only minimum
damage may be inflicted against the
dominant creature. For example, Air has
dominance over Water; therefore an air
elemental attacking a water elemental
would inflict twice notmal damage (6d8
instead of 3d8), while in return the water
elemental could inflict a mere 3 points
per successful hit (instead of the normal
3d8). For this reason the victim of domi-
nance naturally tends to fear the other; if
a Reaction Roll indicates hostility, “'flee”
should replace *“attack.”

Opposition, unlike dominance, does
not affect damage; it only results in hos-
tility between the two parties. A —4 pen-




alty applies to all Reaction Rolls of crea-
tures belonging to opposing elements;
double that (—8) if the creature are of
opposing alignments (lawful vs. chaotic,
good vs. evil) as well.

Spells cast by characters are affected by
these rules. For instance, a magic-user’s
fireball spell will do double damage to a
creature from the plane of Earth but min-
imum damage to one from the plane of
Water. However, mortals from the Prime
Plane are not considered to be of any ele-
mental plane, so none of the elemental
creatures have dominance over them.

Some spells have to be *“translated”’ in-
to local terms when cast in the elemental
planes. For instance, spells which affect
various states of matter function normally
but must be translated into local terms:
replace the terms “stone’ with “solid ele-
ment of this plane,” “water” and liquids
with “liquid element of this plane,” “air™
with “atmospheric element of this plane,”
and “flesh” with whatever state of matter
the local creatwures enjoy.

Other magical guidelines and restric-
tions:

Druid spells do not work on the Ele-
mental Planes.

Create normal animals has no effect on
an elemental plane unless there are local
versions of the animals being created.

The aerial setvant and invisible stalker
spells have no effect on the plane of Air,
except to make residents of that plane
very, very angry.

Weacher control has no effect on the
elemental planes.

The disintegrate spell works normally
except against an elemental on its home
plane. There, it causes an elemental to
split into many creatures of 1 Hit Die
each; the number of creatures is equal to
the Hit Dice of the elemental affected.
Each new elemental has only 1d4 hit
points.

Spells which summon or affect insects
do not work on these planes.

Effects on Immortal Magic: Same as
the effects described above for mortal
magic.

Effects on Immortal Special Powers:
None.

Native Races and Monsters:

Plane of Air: Aerial Servant, Airdrake,
Air Elemenual, Djinni, Faerie, Invisible
Stalker.

Plane of Eanth: Basilisk, Cockatrice,
Earthdrake, Earth Elemental, Gorgon,
Horde, Kryst, Medusa.

Plane of Fire: Flicker, Frost Salaman-
der, Hydrax, Undine, Waterdrake, Water
Elemental.

Plane of Warer: Efteeti, Firedrake, Fire
Elemental, Flame Salamander, Helion,
Hellhound, Lava Ooze, Phoenix.

The creatures of the elemental planes
are usually organized in civilizations and
communities as complex and interesting
as those of humankind; the DM is free to
elaborate upon all of these cultures.

Astral Plane (Multiverse
Dimension)

Address: None; the Astral Plane is the
starting point for all addresses.

Size: Universe.

Appearance: The Astral Plane appears
to be a huge expanse of space; though it
is not as crowded as the Prime Plane, it
contains a vast number of suns and plan-
ets. However, the majority of planets are
two-dimensional; they appear as flat
disks. The same goes for the suns, which
appear as brightly-shining plates. Most
creatures appearing in the Astral Plane
are also two-dimensional, looking like
paper cutouts of the monsters they repre-
sent.

All matter in the Astral Plane appears
to be surrounded by a field of shimmer-
ing light.

Dominant Sphere: Thought.

Physical & Magical Laws: The Astral
Plane itself is a three-dimensional plane.
However, most matter and creatures in
the Astral Plane, including those visiting
from other planes, fose a physical dimen-
sion here: three-dimensional things
become two-dimensional. Therefore,
characters entering this plane will be-
come flat. However, they can still move
in three dimensions, furthering the im-
pression that they are moving paper cut-
outs; they can bend their arms and legs,
wrap their hands around the hilts of their
two-dimensional weapons, etc. Melee
combat is unaffected by this effect.

Graviry works in the vicinity of the flat
planetary bodies of this plane.

Immortals and artifacts do not suffer
this effect; they continue to be three-
dimensional in the Astral Plane. How-
ever, an Immortal taking on a Mortal
Identity here will become two-
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dimensional like actual mortals.

Passage of Time: Same as the Prime
Plane.

Spells/Powers Needed to Survive: On
most planetary settings, none. On worlds
with hostile atmospheres or in the depths
of space, a survival spell is required (cre-
ate air will suffice only if it is cast on a
helmet or other object which will prevent
the air thus created from escaping).

Spells/Powers Needed For Movement:
Characters can move normally on plane-
tary surfaces. Movement through empty
space requires a flight or telepore-type
spell or power.

Effects on Mortal Magic: Spells which
normally have a three-dimensional area
of effect have a two-dimensional area of
effect on the Astral Plane. For instance, a
fireball produces a flat disk of fiery de-
struction. The spell does the same
amount of damage, but not in a spherical
area of effect—only to things touched by
the disk.

For this reason, saving throws against
mortal spells are more effective on the
Astral Plane. A character who successful-
ly makes a saving throw against a spell
which normally affects a volume of space
will take no damage from the spell: he or
she has side-stepped or jumped above
the flat area of effect, avoiding all dam-
age.

When a spellcaster first cass magic on
the Astral Plane, the square or disk-
shaped areas that his or her spells affect
are always perpendicular to his or her cur-
rent orientation. Forinstance, if the char-
acter is standing on the ground, his or her
fireball disk is horizontal (parallel to the
ground); if the character is lying on his or
her side, the fireball disk is vertical (up
and down). After a character has cast a
spell 1d4 +2 (3-6) times, he or she can
figure out how to rotate thatspell so that
the flat surface of its area of effect will be
at any angle he or she wishes. This does
not affect the ability of spell victims to
avoid all damage through a successful
saving throw.

The Astral Plane also affects mortal
magical items. The magical strength of
enchanted items is reduced by one (for
example, a sword +4 becomes a sword
+3). The enchantment is only temporar-
ily suppressed, not cancelled; when the
magical item is taken out of the Astral
Plane, its enchantment returns to normal
potency.
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Effects on Immortal Magic: None; Im-
morial spells have three-dimensional ef-
fects, as normal. When mortals make
saving throws against magic cast by Im-
mortals here, they save at a —4 penalty
instead of the usual —2 because of the
increased difficulty of dodging three-
dimensional spell effects on this plane.

Effeces on Immortal Special Powers:
None.

Native Races and Monsters: Few crea-
tures are truly natve to the Astral Plane.
However, travellers from many races arc
found crossing through the Astral Plane
to get from the Inner Planes to the Outer
(ot vice versa). They include adaptors, at-
chons, blackballs, black hags, diaboli,
djinn, draedens. dragons, efteet, fiends,
humans, Immortals, kryst, liches,
malferas, nightshades, planar spiders,
spectral hounds, spirits, titans, undines,
and vampires.

Brynn (Multiverse
Dimension)

Address: Brynn (Adjacent to Astral
Plane; an Outer Plane).

Size: Cluster.

Appearcance: The plane of Brynn ap-
pears to be a single flat world stretching
immeasurable distances in all directions.
It isn’t infinite; it has borders which are
literally light-years apart. A character
standing at the rim of this world can look
out and see nothingness; there are no
stafs.

The world has an atmosphere on one
side and vacuum on the other. The side
with the atmosphere is inhabited by Im-
mortals and many, many creatures
friendly to the Sphere of Matter.

Above the inhabited side of the world
passes a parade of suns and moons. The
surface of the world is therefore lit in day-
and-night cycles, but the sun and moons
are different each day.

Everywhere on Brynn, the surface of
the world is characterized by heavy, pon-
derous geological features. In some plac-
es these features are mountains; in
others, they are mesas and plateaus;
here, volcanoes; there, vast canyons. No
matter where a character is on Brynn, he
or she will be struck by the massive solidi-
ty of the place.

The world's suiface is heavy with plant
growth. Much of it is forest, but there are
also thousandmile expanses of grains

and grasses, vast fields of flowers, and
rolling  hills covered with huge
mushroom-like growths. Even the seas
are crowded with islands and floating
masses of algae.

The world is thousands of miles thick,
with caverns, caves, and runnels without
count. Some of the cave systemsare quite
beautiful, like the inside of a geode. If a
character were to dig all the way down
through the world's surface, he or she
would have a nasty surprise, emerging in-
to the vacuum on the underside of the
planet. The planetary atmosphere would
begin draining out, prompting a fix-it
visit from a cranky Immortal.

Dominant Sphere: Matter. This plane
is the Home Plane of many Immortals of
the Sphere of Matter.

Physical & Magical Laws: There is no
detectable corruption in the plane of
Brynn; matter which elsewhere would
decay (fallen leaves, remains of food,
etc.) here is absorbed by the world’s sur-
face through a slow, graceful transforma-
tion. Thus a body left in Brynn’s
mountains would slowly turn to stone
and merge imperceptibly with the sut-
rounding rocks; a fallen apple would
slowly transform itself into whatever ma-
terial lay beneath it while retaining its
own shape. Time flows but has no power
here; mortals brought to this world do
not age while they are here, nor are chil-
dren conceived, nor do seeds sprout.

This plane is deadly to undead crea-
tures of less than Exalted or Immortal sta-
tus; on this plane, they quickly turn to
stone. They cannot regenerate, instead
taking 1 hit point damage per round un-
til they leave or perish. Once completely
petrified, no stone ro flesh spell can re-
turn them to their undead existence;
they have been destroyed and cannot be
ratsed.

Passage of Time: Half the speed of the
Prime Plane.

Spells/Powers Needed to Suevive:
Within the world’s atmosphere, none;
outside the atmosphere, create air ot str-
vival.

Spells/ Powers Needed For Movement:
Normal movement abilities work on the
world; outside the atmosphere, flight or
teleport effects are required.

Effects on Mortal Magic: This plane is
highly resistant to change; therefore
spells which alter others in any way
(through damage, alterations in their

form, changes to their way of thinking,
and the like) do not work here.

Effecss on Immortal Magic: Spells cast by
Immortals of Spheres other than Matter are
at half strength whenever that s possible to
calculate. If a spell normally does a certain
amount of damage, it will do half that
amount here. If a spell affects a certain
number of Hit Dice, that number is cut in
half. If a spell has a specific duration, that
time is reduced by half.

This does not affect magic cast by Im-
mortals of the Sphere of Matter.

Effiects on Immortal Special Powers:
None.

Native Races and Monsters: Most nor-
mal animals, most Lowlife creatures, all
giant humanoid creatures (giants, ogres,
etc.), most giant sea-life (giant crabs,
giant fish, etc.), baaka, dragons, hu-
mans, medusae, minotaurs, and titans.

Draesten (Multiverse
Dimension)

Address: Draesten (adjacent to Astral
Plane; an Outer Plane).

Size: Cluster.

Appearance: One of the most beauti-
ful planes, Draesten is a vast expanse of
space filled with colorful, flickering en-
ergy; it looks like an enormous nebula
which changes colors like a tyrant
changes his or her mind, its sky filled
with stats like glowing jewels. Many of
the suns are circled by planets which can
support life. Looking at this plane, one is
struck by a sense of motion: the energy
between the solar systems constantly
changes colors, planets suddenly reverse
their orbits around their suns, suns
shrink and grow. The whole plane acts
like a living thing.

Planets within this plane also seem to
be alive and constantly changing. The
planets are made up of air and earth and
water justas on the Prime Plane, but here
those ingredients change place from day
to day. What is a mountain on one day
may be a valley the next; what is a sea to-
day becomes a marsh tomorrow. Most of
the surface of a planet is covered with
jungle growth, and dwellings built here
are soon overrun with this growth if not
constantly maintained.

Dominant Sphete: Energy. This plane
is the Home Plane of many Immortals of
the Sphere of Energy, who thrive on i
vibrant chaos.
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Physical & Magical Laws: Everything in
this plane is suffused with energy, includ-
ing travellers from other planes. Gravity
works normally in this plane, but all crea-
tures on this plane (native or visitors) are
imbued with a natural flying power iden-
tical to the flyspell of unlimited duration
(thisfades as soon as a creature leaves the
plane). Any creature on this plane, intel-
ligent or not, can cast a haste spell on it-
self three times per day in addition to any
other spells he, she, or it might know.

Passage of Time: Twice normal; two
days pass here for evety one that passes on
the Prime Plane.

Spells/ Powers Needed to Survive:
None. Even the open spaces between
worlds is filled with a breathable atmos-
phere made of sustaining energy.

Spells/Powers Needed For Movement:
None. All creatures have the natural fly
ability described above.

Effects on Mortal Magic: Mortal spell-
casters on this plane can cast twice as
many spells as on the Prime Plane. For
instance, on the Prime Plane, a 16th level
cleric can cast six 1st level spells, five 2nd
level, five 3rd level, four 4th level, four
Sth level, and three 6th level; on this
plane, the same cleric can cast twelve ist
level, ten 2nd level, ten 3rd level, eight
4th level, eight 5th level, and six 6th
level spells. A spellcaster entering this
plane doesn’t suddenly gain the new
spells; he or she must still memorize or
meditate for them as usual. But the first
time the character begins memorizing or
meditating for spells, he or she will real-
ize that his or her spell capacity has dou-
bled. When a spellcaster leaves this
plane, the spell capacity drops back to
normal; the DM should choose which ex-
cess spells disappear from his or her
memory.

Effects on Immortal Magic: Immortals
of the Sphere of Energy automatically
make all Saving Throws when in this
plane.

Effects on Immortal Special Powers:
None.

Native Races and Monsters: Adaptor,
beholder, chimera, djinni, dopple-
ganger, dragon, cfreeti, elf, faerie, flick-
er, gremlin, helion, humans, lizard man,
metamorph, phoenix, plasm (does not
take damage every round on this plane),
titan.
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Entrem (Multiverse
Dimension)

Address: Enirem (adjacent to Astral
Plane; an Outer Plane).

Size: Cluster.

Appearance: This plane isa vast area of
space filled with breathable air. There are
no suns present, but the whole plane
glows as though suffused with a contin-
ual fight spell; there is no night. There
are no planets here, per se, but there are
innumerable planet-sized globules of wa-
ter. Tendrils of water like mighty rivers
stretch from water-globule "to water-
globule, each flowing in only one direc-
tion. Living things grow on these
water-worlds and waterways, including
island-sized clumps of vegetable matter
on which grow trees, crops, animal life,
and civilizations.

The people of the civilizations make
their living as fishermen and traders;
they build mighty boats and ships which
they sail from world to world along the
tendril-rivers.

Dominant Sphere: Time. This plane is
the Home Plane of many Immortals of
the Sphere of Time.

Physical & Magical laws: Graviry works
normally here. Time, however, ts a litde
less reliable. Time-storms and time-eddies
sweep through this plane. Characters can
be speaking to a citizen of this plane and
then see their situation “reset” to the way
it was at the beginning of their conversa-
tion, with the local citizen commencing the
discussion again, unaware that time has
skipped backwards a little bit.

Passage of Time: Abnormal. When-
ever characters leave this plane, the DM
rolls 1d20 to determine how time has
passed for them while they were here:

Roll  Result

1 Characters go back in time
ten days for every day spent
here.

2-7 Characters go back in time

two days for every day spent

here.

Time passes at the normal

rate.

Characters find that two days

have passed on the Prime

Plane for every day they spent

here.

8-13

14-19

20 Characters find that ten days
have passed on the Prime
Plane for evety day they spent
here

Spells/Powers Needed to Survive:
None. Considering the amount of water
present, warer breathing spells are good
insurance,

Spells/Powers Needed For Movement:
On the water-worlds and water-ways,
normal movement (on solid surfaces) and
swimming work normally. For travel
through aity space, teleporr is most use-
ful.

Effects on Mortal Magic: Spell dura-
tions and effects can vary wildly: A fly
spell, for instance, might allow for ten
times the normal flying speed but only
last a tenth the usual duration. The DM
should roll 1d20 and consult the follow-
ing table each time a spell is cast:

Roll  Result

0i-07  Spell has a greater effect over
a shorter length of time.

08-13  Spell effects and duration are
normal.

14-20 Spell has a lessened effect

over a greater length of time.

Effects on Immortal Magic: Spells cast
by Immortals of the Sphetes of Matter
and Entropy are reduced in effect: all
damage, duration, number of Hit Dice
affected, and so forth of such spells are
cut in half.

Effects on Immortal Special Powers:
None.

Native Races and Monsters: Most nor-
mal forest animals and lowlife monsters,
plus adaptor, devilfish, dolphin, dragon,
dragon turtle, elf, fish (giant), giant
(sea), humans, hydra, jumper, manta ray,
merman, nixie, pixie, plesiosaurus, ter-
mite (water), titan, weasel (giant),
whales.

Mirage (Multiverse
Dimension)

Address: Mirage (adjacent to Astral
Plane; an Outer Plane).
Size: Cluster.
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Appearance: This plane initially resem-
bles the Ethereal: it's a place filled with a
breathable gray fog. However, unlike the
Ethereal Plane, it's cammed full of ob-
jects: planets and suns of all shapes and
sizes {round, square, flat, wrench-shaped).
Every planet features innumerable species
of planss, monsters, and intelligent hu-
manoid races, growing in great profusion
next to one another without regard to the
laws of nature. Most planets have recogniz-
able surfaces (water and earth), while some
are alien: sticky surfaces, green-and-blue
lava, black ball bearings dancing around in
Brownian motion, etc.

Dominant Sphere: Thought. This
plane is the Home Plane of many Immot-
tals of the Sphere of Thought.

Physical & Magical Laws: This isa place
where thought becomes reality. Charac-
ters’ thoughts become visible to others
on this plane. When a character comes to
this plane for the first time, everything
he or she thinks appears in the air around
the character, in miniature, revealing his
or her thoughts for all to see (this can be
particularly embarrassing if he or she is
entertaining romantic notions at the
time). After a turn of struggling with
this, a character can figure out how to
shield his or her thoughts so that they do
not automatically project themselves this
way. The character can still project those
thoughts he or she wanes others to see.
However, characters cannot shield their
thoughts while sleeping, so a character’s
dreams and nightmares are always visible
for others to see.

Passage of Time: Just as in the Prime
Plane.

Spells/Powers Needed to Survive:
None.

Spells/Powers Needed For Movement:
On most planetary surfaces, normal
movement works; teleport spells and
flight abilities are required to travel be-
tween planetary systems.

Effects on Mortal Magic: Mortal spells
are unaffected. However, all characters
(regardless of class) travelling to this
plane are able to cast a number of spells:
light, continual lig ht, create watet, create
food, phantasmal force, and projected
Image any number of times per day;
growth of animals, sticks to snakes, ani-
mate objects, create normal animals,
comrol temperature 10’ radius, invisibili-
ty, create atr, hallucinacory tertain, wood-
wall, stonewall, wall of iron, ironwall,

and steelwall three times per day; and
weather control, polymorph others, poly-
morph self, create normal monstets, cre-
ate magical monsters, create any
monster, and shapechange one time per
day. In other words, characters can make
a lot of what they imagine become real.
Create any monster spells cast on Mirage
can be used to create all-new species.

Unless the DM decides otherwise, any-
thing created by these spells disappeats
into nothingness if transported out of
this plane.

Effects on Immortal Magic: Same as
for mortals, above.

Effecrs on Immortal Special Powers:
None.

Native Races and Monsters: All, plus
countless creatures never seen on any oth-
er plane.

Pyts (Multiverse Dimension)

Address: Pyts (adjacent to Astral
Plane; an Outer Plane).

Size; Cluster.

Appearance: This plane is filled with a
foul-smelling poisonous gas. It is a plane
of darkness. There are moons here—
moons which radiate their own pale light
instead of reflecting light from
elsewhere—but there are no suns. Plan-
ets are oddly shaped; some look like spi-
ders ot octopi which have curled up and
died; others look like volcanoes; still oth-
ets look like talons, tombstones, sharks,
or other dangerous, foreboding things.

Planetary surfaces are usually hostile
environments: deserts, swamps, brutal
mountain ranges. There are communities
here and huge citadels of powerful be-
ings; they are normally built in sinister
gothic styles and made of harsh black
stone. All in all, this plane is a grim, un-
lovely place.

Dominant Sphere: Entropy. This plane
is the Home Plane of many Immortals of
the Sphere of Entropy.

Physical & Magical Laws: Gravity works
normally. All food and water spoils in this
plane within a day. Living creatures from
other planes suffer a temporary Charisma
loss when on this plane; they lose one point
of Charisma for each day they spend here.
When a character’s Charisma score reaches
0, the character changes, as if from a pofy-
motph self spell, to some fiendish shape
such as a gargoyle, but without acquiring
the abilities or petsonality of the shape he
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ot she changes to. All lost Charisma returns
instantly when the character leaves this
plane, and a character who has changed to
a fiendish shape will instantly return to his
or her natuma! form with no permanent ill
effecss.

Passage of Time: Ten days pass on Pyts
for every single day on the Prime Plane.

Spells/Powers Needed to Survive:
Creatures which need to breathe must
use sutvival spells while on this plane;
otherwise, they must make a Saving
Throw vs. Poison evety round or die.

Spelis/Powers Needed For Movement:
Normal movement works on planetary
sutfaces. Travel between planets requires
teleport spells.

Effects on Mortal Magic: The clerical
ability to turn undead does not work on
this plane, and only creatures which are
themselves undead or Immortals of the
Sphere of Entropy can use the “‘control
undead” ability. Only the reversed forms
of helpful or curative spells work on this
plane. Holy Water cannot be created on
this plane, and holy water brought into
Pyts is changed into a potent acid which
will inflict 1d8 damage per vial to any
creature, living or undead, good or evil, it
is splashed upon. Any of this caustic sub-
stance taken out of Pyts turns into non-
magical water much too foul to drink.

Effects on Immortal Magic: Same as
the effects on mortal magic, above.

Effects on Immortal Special Powers:
None.

Native Races and Monsters: All un-
dead and Lesser Fiends. There are also
native versions of all lycanthropes, low-
life, and many other animals and mon-
sters which are either adapted to breathe
the poisonous atmosphere or are immune
to it; they include the bat, beholder,
boar, bugbear, chimera, cockatrice, cy-
clops, devilfish, doppleganger, dragon
(chaotic species only), gargoyle, golem,
hag, harpy, manscorpion, manticore,
medusa, nekrozon, nuckalavee, rat, re-
vener, stirge, thoul, tiger, and wolf.

Old Alphatia (Multiverse
Dimension)

Addeess: Draesten-Old Alphatia.

Size: Cluster.

Appearance: This plane is a vast area of
space filled with breathable air, air which
is stirred by winds. It is filled with stars,
each of which is a sun; many of these suns
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are circled by planets. At the ceater of
the plane is a huge, colotful nebula con-
taining one of the biggest and brightest
suns; this place attracts the eye no matter
where in the plane a traveller is.

This central nebula was once home to
the highly magical Alphatian peoples of
the Known World. This plane had once
been an airless void with suns and plan-
ets, but air-magicians of the Alphatian
civilization cast powerful magic to fill it
with air... an event which upset fire-
magicians of the same civilization and
which eventually led to a war between
the two factions. See the history of the
Immortal Alphaks, in Chapter Two: Im-
mortals of the Known World, for more
details.

The war destroyed the world of Alpha-
tia and shattered many other worlds of
this plane (though the Alphatians,
wrapped up in their own problems, were
not aware of this). Many of the Alphatian
survivors fled this plane, eventually end-
ing up on the Known Word. However,
many other survivors remained, living in
communities on the large floating islands
which were the remains of the planet. In
the central nebula, visitors from other
planes will come across numberless aste-
roids and floating islands, many of which
have waterand sustain life. The people of
these flying islands, the Cypri, are a
copper-skinned folk like the “common’
Alphatians of the Known World; no
pale-skinned “pure’ Alphatians remain.
Each island now constitutes an indepen-
dent small nation.

One place which visitors are likely to
find is called Paradise Island. There, the
islanders wear loin cloths and colorful
robes; they decorate themselves with
feathers and flowers. They are very
friendly toward travellers, generous and
trusting. Most are in the habit of eating
the fruit of the zzonga plant, which de-
prives them of ambition. These people
have all the magical potential of their an-
cestors, giving them all theabilities of 1st
level magic-users, yet they are so lacking
in ambition that none rise above that
level. Ouwmiders who get in the habit of
cating the zzonga fruit also suffer the
fruit's pacifying effects and have no de-
site to leave the island; if forcibly re-
moved and denied access to the fruitfora
1d4 days, they will return to normal at
the end of that time.

Dominant Sphere: Encrgy.

y Planes and Dimension5@

Physical & Magical Laws: Any mass
which would weigh more than 20,000 cn
generates a graviry field equivalent to the
Known World’s.

Every child born in this plane has the
abilities of a 1st-level magic-user. Conse-
quently, magicusers are much more
common than any other character class
here; a majority of the population is
made up of low-level magic-users instead
of Normal Men and Women.

Once upon a time, spellcasters in this
plane had extended spell durations and
could cast additional spell levels, owing
to the magical saturation of the plane,
but this is no longer the case; the energy
which destroyed the world of Alphatia
ended that magical effect.

Passage of Time: Same as the Prime
Plane.

Spells/Powers Needed to Survive:
None.

Spelis/Powers Needed For Movement:
Flight powers or teleport spells are neces-
sary for travel in the airy void; ordinary,
non-magical sailing ships can use the
winds in the void to sail between plane-
toids. On a planetary surface, normal
movement works.

Effects on Mortal Magic: None.

Effeets on Immoreal Magic: None.

Effecets on Immoreal Specal Powets:
None.

Nasive Races and Monsters: Adaptor,
animal herd, athach, beholder, blast
spore, cat (great: paather, lion, tiger), cy-
clops, doppleganger, dragon, drake, gat-
goyle, giant (hill, stone, frost, fire,
cloud, storm, mountain, sea), golem,
humans, lich, mek, merman, meta-
morph, minotaur, nixie, most normal
animal types, ogre, pixie, roc, spectre,
spider (planar), sprite, statue (living),
troll, unicorn, vampire, wraith.

Dimension of Myth

An alternate dimension which has
been visited by Immortals and high-level
mortal adventurers on several occasions,
and one which strongly resembles the
multiverse, is called the Dimension of
Myth.

The world corresponding to the
Known World in that dimension’s Prime
Plane is very much like our own planet
Earth as it was in the Middle Ages; each
nation and culture corresponds very
closely to a nation and culture of Earth.

However, in that dimension magic works
and magical creatures that are merely
mythical here are very prevalent. This is
the world where the houscholds of Sy-
laire and Klantyre (the d’ Ambreville and
McGregor families and their dependents)
came from before they settled in Glantri
on the Known World; see the description
of Rad in Chapter Two: Immortals of the
Known World.

As a general rule, this dimension is
populated by worlds, creatures, Immortal
beings, and themes which strongly resem-
ble the mythologies of our Earth. How-
ever, these elemenss, instead of being
blended together as they are on the
Known World, are kept separate accord-
ing to their real-world culwral back-
grounds; for instance, characters will see
pegasi and dryads in the worlds of Greek
myth, but never in the worlds of mytholo-
gies where winged horses did not appear.

Dimension of Nightmares

This dimension has been litde ex-
plored by Immortals or mortals; it is dan-
gerous to both. It is known that the very
appearance of the planes is terrifying to
look upon; planes, wotds, even architec-
ture are strange, designed with alien and
abnormal geometry which gives mortals
of the multiverse headaches and jitters to
see.

There is apparently a certain amount
of “bleed-through” between the Night-
mare Dimension and the muldiverse.
People of the multiverse sometimes see
creatures of the Nightmare Dimension in
their dreams, and the reverse is also true;
creaturesof the multiverse sometimes ap-
pear in the dreams of the intelligent be-
ings of the Nightmare Dimension.

It doesn't help that creatures from the
two dimensions are regarded as hideously
ugly and frightening by one another. For
example, diaboli (the race corresponding
to humans in the Nightmare Dimension)
are red-skinned and fiendish of appear-
ance, at least to human eyes; they find
humans equally terrifying in appearance.

Two types of Nightmare creatures
which are known to have visited the
Multiverse are diaboli and malferas;
diaboli, in fact, have even serted in the
Prime Plane of the multiverse, where a
few of them have slowly overcome their
dread of humankind; see Chapter Seven:
Monsters.
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The Vortex Dimension

This dimension appears to be fatal to
mortals and Immortals alike. Its outer-
most Outer Planes, the only ones with
portals into the multiverse dimension,
are visible from certain Outer Planes of
the multiverse to characters using detect
invisible or truesighr spells; they appear
as nasty, whirling vortices of energy and
destruction. These vortices occasionally
spit out monsters; this is where spectral
hounds and the mysterious blackballs
come from.

Of the few Immortals who have ven-
tured into that dimension, only a bat-
tered few have ever returned, and they
were unable to recall anything that hap-
pened to them while there, leading some
to believe their memories had been de-
liberately erased.

It has been a persistent myth among
the Immortals for eons that the Vortex
Dimension is where the Old Ones are.
According to ancient Immortal legends,
the Old Ones are a state of existence and
power as far from the Immortals as the
Immortals are from humans. Some Im-
mortals believe chat the Old Ones were
once all Immortals, just as the Immortals
were all once mortals. The goals and
powers of the Old Ones are unknown,
but there are a few Immortals who aspire
to become Old Ones in order to acquire
the legendary power and knowledge of
these beings.

There are rumors that it is possible for
a reigning Immortal Hierarch to become
an Old One by voluntarily giving up his
or her Immortality and becoming a mor-
tal again, then earning Immortality a sec-
ond time and eventually rising to be a
Hierarch once more. However, there are
very good reasons why very few Immor-
tals are willing to undertake this. The Im-
mortals all remember how difficult it was
for them to earn Immortality the first
time and know how slim the odds ate
that they would succeed in a second at-
tempt, especially given the interference
of enemies they have made in their Im-
mortal careers. It is said that only two Im-
mortals have succeeded in this incredible
feat in the last few thousand years. .. and
both, as soon as they had became Hier-
archs a second time, were attacked by
blackballs and vanished—either de-
stroyed or, some maintain, transformed
into Old Ones.
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City of the Immortals

The setting for most D&D® game ad-
ventures is a planet named Mystara. Mys-
tara is a hollow planet with an
inhabitable inner surtface and a tiny sun
in the center of the hollow interior. The
planet’s outer surface is the Known
World setting, and its inner surface is the
HOLLOW WORLD® setting.

Mystara has one visible moon with the
same size and general characterisucs of
the moon of our own Earth. In one of the
larger craters of that moon, a craterfacing
Mystara, is a node which leads to a small
pocket-universe. In that pocket-universe,
the Immortals have built a city called
Pandius.

Pandius (Prime Plane)

Address: Ethereal-Prime-Pandius.

Size: Island.

Appearance: This pocket universe is a
hemisphere several hundred yards in di-
ameter, consisting entirely of the City of
the Immortals. It is possible to see out
onto the Prime Plane from Pandius, but
beings on the Prime Plane cannot see in.
A mortal character on the Prime Plane
could walk right through the area occu-
pied by the city of Pandius and would
neither see nor touch the city nor any-
thing in it.

Dominant Sphere: None.

Physical & Magical Laws: Same as the
Prime Plane. However, although gravity
on the lunar surface is /¢ that of the
planet of Mystara, gravity within this
pocket universe is the same as that of
Mystara.

Passage of Time: Same as the Prime
Plane.

Spells/Powets Needed to Survive: In-
side the city: None.

Spells/Powers Needed For Movement:
None.

Effecss on Moztal Magic: None.

Effects on Immortal Magic: None.

Effects on Immortal Special Powers:
None.

Native Races and Monsters: The city of
Pandius is densely occupied by Immor-
tals, Titans, Lesser Fiends, monsters, and
favored mortals of all descriptions.

The Arrangement of Pandius

The map on page 127 shows the ar-
rangement of the city of Pandius. The
map numbers are keyed below.

(1) The Central Dome. This giant
golden dome is the center of activity in
the city. It is where Immortals of all the
Spheres can meet freely and in peace.
Combat between Immortals is forbidden
here, and the Hierarchs in Pandius ruth-
lessly punish those who violate this rule.

Theinsetmap at the bottom of thecity
map shows the layout of the interior of
the Central Dome. The exterior ring of
the dome consists of access corridors and
numerous chambers. Some of these
chambers are meeting rooms; several of
them permanently assigned to various
Councils of Hierarchs, others open for
use by Immortals in need of a neutral
meeting ground. Some of the chambers
are prisons, where cells or chains made of
baaka can hold Immortak or other pow-
erful creatures. Others are monitoring
rooms with skylights, where low-level
Immortals working for the Council of
Mystara use their magic to watch out for
illegal Immortal activity on the Known
World below.

The main chamber of the Dome is a
theater with seating all around; some-
times it is used by Hierarchs to address
the collected Immortals, sometimes it is
used as an arena for challenge combats or
demonstrations of magic, sometimes it is
used as a court where Immortal malefac-
tors are tried. This chamber is decorated
with motifs suggesting all five Spheres:
inlaid gem mosaics celebrating the
Sphere of Matter, pulsing energy paint-
ings displaying the glories of the Sphere
of Energy, synchronized moving patterns
suggesting the Sphere of Time, absorb-
ing interpretive art appropriate to the
Sphere of Thought, and grim black-and-
white etchings glorifying destruction and
death for the Sphere of Entropy.

Underneath the main chamber is a
punishment chamber containing the Al-
tar of Diminishment, an immensely-
powerful arcifact which can only be used
by an entire Council of Hierarchs acting
together. It possesses the special artifact
power De-Power (see page 96) and is able
to reduce an Immortal's Power Points to-
tal, Experience Level, and Rank. Thisisa
slow, painful process and is only done to
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Immortals who have committed a grave
offense, been captured, and need to be
taught a severe lesson.

In addition to the Immortals present,
titans, fiends, and other servitor-faces are
often found in the Central Dome, usu-
ally unning errands for their Immortal
masters.

(2) Connecting Corridors. These gold-
en passageways are inset with heavy crys-
tal windows and skylights, allowing those
within to see outside. Each corridor con-
nects the Central Dome with one of the
Domes of the Spheres. Each has four 10’-
wide colored stripson the floor, one blue,
one red, and two gold. Anyone standing
on the blue strip is automatically swept
toward the Central Dome, while anyone
standing on the red strip is swept toward
the connected Dome of the Sphere; they
travel at a rate of 50 per round. The
golden strips enable Immortals to walk at
their own pace without being carried
along by magic; they also provide a place
to stand and stare meditatively out the
windows.

(3a-3¢) Domes of the Spheres. Each of
these domes is governed by the Hierarchs
of one Sphere of Power; Immortals from
other Spheres are not usually invited to
visit. These domes are where Immortals
of a single Sphere can meet—to socialize
with others of their kind, to plot against
the Immortals of the ocher Spheres, or
simply to relax in a congenial atmos-
phere.

Each dome is laid out similarly to the
Central Dome, with one central chamber
and several utility rooms at the rim. Each
is decorated in a manner suited to that
sphere. Each is monitored by Immortals
of that Sphere, who use their magical de-
tection spells and abilities to make sure
that Immortals from other Spheres do
not enter unannounced.
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(4) The Plaza. The area around the
Grear Complex is an open plaza deco-
rated with statues, fountains, and stands
of trees. It is a less formal area where Im-
mortals and their servants of all Spheres
can meet in peace. The no-fighting pro-
hibition of the Complex extends to the
Plaza, as well.

(5a-5¢) Estates of the Immortals. The
rest of the city is made up of residential
districts where Immortals may build
themselves estates. Any Immortal with
an interest in the Known World can ask
for and receive a plot of ground, where
he or she may create whatever sort of es-
tate suits the character’s fancy. For this
reason, each estate is unique and reflects
the personality of its resident. Most in-
clude lavish palaces, villas, citadels, or
castles and are staffed with retainers or
monsters belonging to the Immortal
owner of the estate.

These estates tend to be segregated by
Sphere; Immortals of the Sphere of Mat-
ter tend to build their estates close to-
gether, for instance. However, there are
no rules prohibiting Immortals of other
Spheres from visiting the areas belonging
to other Spheres. Since Immortals of dif-
ferent Spheres can be friends, allies, and
lovers, there is a good deal of traffic into
any given area by Immortals of other
Spheres.

Space considerations prevent us from
giving descriptions of each estate in this
area, but note that just about every Im-
mortal in the “Immortal of the Known
World” chapter has an estate here, and
many others not listed there do as well.

(6) The Hemisphere. The lunar sur-
face is barren and has no atmosphere, so
the Hierarchs who initially created Pan-
dius enclosed a large area in a thick crys-
talline dome (actually a set of inter-
locked, glass-clear baaka) and created

an atmosphere within it. Of course, the
Immortals do not need air to breathe,
but many of their estate setrvants do; ad-
ditionally, without air no verbal com-
munication is possible even between
Immortals, and the Immortals enjoy the
scents of flowers and foods just as much

as mortals do... when there is atmos-
phere to carry those scents.

Other Cities of the
Immortals

Pandius is not the only city of the Im-
mortals, but it is one of the few where
Immortals of every Sphere of Power have
estates and meet in peaceful interaction.
It has sptung up because of the interest
the Immortals have in the Known World,
one of the planets of the Prime Plane
which is the origin-point of so many Im-
mortals. Other planets which produce
many Immortal candidates have other,
similar Immortal cities on or near them.

Other planesalso feature Cities of the
Immortals. For instance, the Plane of
Brynn has a heavy stone citadel occupied
by Immortals of the Sphere of Matter;
the Plane of Draesten features a flying
city occupied by Immortals of the Sphere
of Energy; the Plane of Entrem has an
hourglass-shaped planetoid on which are
built the homes of Immortals of the
Sphere of Time; the plane of Mirage has
a city where Immortals of the Sphere of
Thought live (but the shape and appear-
ance of the city changes from day to day);
and the Plane of Pyts features a giant,
terrifying subterranean citadel that setves
as headquarters for many Immortals of
the Sphere of Entropy. Other planes, and
other worlds on the Prime Plane, have
cities of the Immortals nearby, and most
Immortals maintain estates in several
planes at the same time.
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fv is adventure, The Immortals’ Fury, turns the campaign world

£ pside-down, making planet-wide changes which will alter the

4
Known World forevermore.
But before we continue with this discussion:

This entite book is for the eyes of the DM™ only. Per-
sons intending to play in this adventute, rather than
referee it, should read ne further!

DMs who haven't already read Book I: Codex of the Immortals
should at least skim it now, especially the fitst two chapters, before dig-
ging too deeply into the adventute. Please note that players can read
the Codex; it is only the details of the adventure which follow that
should be off-limits.

What It’s All About

{n The Immortals’ Fury, one set of the all-powerful Immottals has
made important discoveries about an ancient and bizatre artiface. This
group’s continued investigation of the artifact threatens to challenge
the rules by which the Immortals govern themselves, and other Inmor-
tals have sworn to stop them. The sttuggle between these two groups,
modified by the interference of other Immortals and the efforw of hero-
ic mottals. will result in mortal nations destroying one another in
bloody warfare, When the dust has settled, the status quo will have
been altered forever, and the Known World will never be the same.

Where Things Happen

This adventure takes place in the Known World and HOLLOW
WORLD® game settings, which have been extensively described in pre-
vious publications (the GAZ and HWR series of supplements, the
Dawn of the Emnperors and HOLL.OW WORLD boxed sets, the D&D®
Rules Cyclopedia hardback. the Trail Maps series, and many, many ad-
venture modules). This adventure can be played without owning any of
these supplements (aside from the D&D® Rules Cyclopedia, which is
essential), but the DM will be able to throw in more “local color,” and
his or her job will be a whole lot easier, if he or she draws on the follow-
ing supplements for their desctiptions of the nations where the most
ctucial portions of the adventure take place:

GAZ 3: The Principalities of Glantri
GAZ 11: The Republic of Darokin
Dawn of the Emperors Boxed Set
HOLLOW WORLD® Boxed Set

Time of the Adventure

Up until now, most suppleinents and adventures written for this set-
ting have presumed a starting date around che year 1,000 AC in the
Thyatian calendar, and none has postulated major changes to the set-
ting. With The Immortals’ Futy, the situation changes dramatically.
The efforts of the Immortals will result in catastrophic alterations to the
world’s surface... and to its interior surface, the HOLLOW WORLD
setting, as well.

The episodes of this adventure begin in the year 1004 AC, to give
individual DMs time to arrange a seamless transition from their current
campaigns fo the starting point. Thereafter, the phases of the adven-
ture should be interspersed with events from the timeline in the back o
take the Known World setting up to the year 1010 AC. Future

D&D® game supplements and adventure modules will be set in Year
1,010 and afterwards to reflect the changes brought about by this ad-
venture,

DMs who don't run a campaign set in the Known Wotld or
HOLLOW WORLD can adapt this adventure to theit own campaign
worlds by substituting the most appropriate nations, NPCs, and Im-
mortals from their home campaigns for the ones described in this ad-
venture. This will take a fair amount of work but should be worth the
reward. Alternacively, any DM not wanting to disturb his or her home
campaign to quite this extent is free to run some but not all of the
scenartos included in this book as stand-alone adventures.

How It’s Arranged

The Immortals’ Fury is arranged this way:

About This Adventure givesa brief overview of the whole adventure
and describes a variety of ways a DM can integrate this adventure into
his or her ongoing campaign.

What Has Come Before fills in the background and relates events in
the past which have a direct bearing on the course of events in the ad-
venture. This section is particularly important for explaining the mou-
vations and goals of the Immortals involved.

Phase One: The Prelude is the first part of the Fury epic. Itisa com-
plete adventure for characters of experience leve! 1.5, so only the entry-
level DUNGEONS & DRAGONS® game boxed set is needed to play it.
The DM should not feel obliged to have the characters jump into the
next phase of the adventure immediately; in fact, they may not know
for quite some tiine that there is even going to be a ‘‘next phase.”

Phase Two: The Build-Up is the second part of the epic. This adven-
ture for mid-level characters—heroes in the prime of their careers, 6th
level and up—requires the new D&D® Rules Cyclopedia or the older
Expert and Companion boxed sets. In this stage, the characters’ actions
may begin 1o influence the fate of nations and bring them to the atten-
tion of the Immortals.

Phase Three: The Great War is the third and final part of the epic. It
is a complete adventure for high-level characters—those who rule their
own dominions, intetact on an equal basis with princes and kings, and
tackle the most powerful menaces the world has to offer. Here, players
will need either the D&D® Rules Cyclopedia ot the older Companion
and Mastets boxed sets. It is during the course of this adventure that the
world will see its most profound changes.

Timeliae of the Yiears 1,004-1,009 AC describes the political events
which paraliel the course of the adventute, as wetl as providing many
suggestions of other scenarios that can be used to lengthen the main
adventure.

W hen Things Go Wrong describes ways the adventure can go astray,
and ways the DM can set it right again.

Monsters describes new monstees introduced in The Immorcals’ Fury.

Before Play Begins

Considering the scope of events which take place within these pages.
DMs are strongly recommended to take time to become thoroughly
familiar with the adventure before tunning it for their players.

Also, DMs not yet familiar with the Known Woild and HOLLOW
WORLD settings who have access to the supplements which describe
them should read up on these settings. DMs intending to set chis ad-
venture in their own, unique campaign-worlds should preview the ad-
venture and think about all the setting substitutions needed to
custom-fit this adventure to their worlds.

Fornow, turn the page... and watch the world start to come apart at
the seams,




¢ Immortals’ Fury is an adventure which involves, in one way or

another, most of the nations of the Known World. In this chapter,
T discuss ways a DM can run the adventure so as to put the PCs
through as much excitement and danger as posstble.

Synopsis of the Adventure
Phase I: The Prelude

In che first phase of the advencure, the player characters are low-level
heroes who come across a castle tucked away deep in the mountains
between the trading-republic of Darokin and the wizard-ruled iands of
Glantri. There, they find hitherto-unknown monsters and an artiface—
an artifact which contains the life-force of a being who has existed since
the time of Mystara’s first human civilizations.

If che characters defeat che dangers of the castle, they can help the
being escape the artifact, gaining an extremely useful (and powerful)

ally.

Phase 11: The Build-Up

Atadventure’s start, it has been some time since the adventure at the
castle where the artifact was retrieved; the player characters will very
likely have gained several levels in other adventures over the interven-
ing weeks or years.

Thebeing they freed from the artifact reappeats to enlist che PCs in
aninvestigation. He draws the characters’ atcention to the fact that the
world appears to be going mad. Armies everywhere are growing in
numbers and strength, spies are perpetrating acts of sabotage and mur-

About This Adventure Zﬁ

der on an unprecedented scale, and normally diplomatic kings and
queens are bringing their nations to the brink of war on matters of licele
consequence. Their friend fears that some powerful force is behind
these events... but lacks the kind of details that would constitute solid
proof. He asks the PCs’ help in securing that evidence.

Travelling to an istand dominion of the Empire of Alphatia, the he-
roes will discover evidence of a massive colonization program being un-
dertaken by the Alphatian governmenc. This will cempt them to teavel
to regions they’ve probably never seen befote... and witl allow them to
uncover evidence of the conspiracies of Immortals, as well as the identi
ty of a mortal dupe in those conspiracies.

Phase Three: The Great War

By now, the Known World is one great battlefield, as nation after
nation joins in the Glantrif Alphatian war. Glantri, Alphatia, Thyatis,
the Heldannic Knights, Darokin, the Orcs of Thag, Vestland, the
Ethengarian Khanate, Soderfjord, Alfheim, the Emirates of Ylaruam,
and Hule are all either locked in battle with one another or wracked by
internal dissension; great changesalso rock Rockhome and Karameikos.
In a pair of adventures set against the background of this war, the player
characters, knowingly or not, decide the fate of Mystara.

Having idencified a morcal who holds a valuable key to the Immor-
tals’ plans, the player characters must follow his trail across a2 war-torn
continent. Only by running him to earth can they find the information
that theyand cheir mysterious patron need. Finally, in che last and most
dangerous stage of their whole mission, they travel to the secret location
of the ancienc arntifact the Immortals are fighting over and mustfind a
way to stop it from draining all che magic from Mystarz—in the face of
direct interference from angry Immortalst
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Coordinating Adventure and Timeline

At the end of this adventure is a list of events entitled *Timeline of
Years 1,004-1,009 AC.” This Timeline details what is taking place in
the rest of the Known World while the adventurers are concentrating on
their quest.

These events ferm the backdrop to the adventure; it is very impor-
tant that the characters become awate of them as they happen. These
events not only suggest the passage of time to the PCs but should in-
crease their sense of urgency as the situation grows increasingly out of
control. In many cases, knowing of these events will force the chatacters
to revise their plans—for example, travel between Darokin and Glantri
will be easy at the adventure’s onset but almost impossible during the
petiod of the humanoid invasion of 1007-1008. Similarly, it would be
prudent of them t avoid areas where thete are major outbreaks of
plague, if only they can find out about them well enough in advance,
or to go secretly through lands which are at war with the PC’s home
country. It is therefore important for DMs to keep careful track of exact-
ly how long the player characters take to complete each stage of the
adventure, as well as travel rime spent in getting from place to place.

Each time the PCs advance through the calendarto a new season, the
DM should check the Timeline entiy for that season. The PCs won't
necessarily hear of these events until long afterwards, and thus may be
in fer one or two nasty surprises ("'Disappeared? How could al! the
dwarves in Rockhome just disappear? I' m a dwarf, and nobody rold me
anything about it!""). Howevet, once the players begin to realize how
wide-sweeping the changes taking place are, the DM can test assured
that their characters will take pains to keep up on the latest news, espe-
cially as it relates to their home and families. The cumulative weight of
events will eventually wotk to convince the PCs of the serious nature of
the changes taking place on their world.

Many of the events described will provide the PCs with adventure
oppoitunities, If the PCs are near one of the areas affected by an event,
or have properties ot loved ones in those areas, they may fcel obliged to
intervene to the best of their ability==to try to hold back an invading
army, to help victims of the plague, to lead a band of refugees to safe-
ty...whatever is in their power and fits their individual personalities.

Timeline Record Sheet

The Wrath of the Immottals Timeline Resord Sheet at the end of this
chapter is designed to help the DM keep track of where the players and
most important NPCs go and what they do over the six-year span cov-
ered by the adventure. The DM should make at least six copies of this
sheet—one fer each year from 1,004 through 1,009—and fill them in
as the adventure progresses.

The Calendar

The Known World calendar is made up of twelve months, each con-
sisting of four weeks of seven days each. There are therefore 28 days in
cach month and a total of 336 days in the year; there are no leap-days.
DMs wishing to make a one-on-one equivalence with the Gregorian
calendar in modern use in our world should assume that the Mystaran
day is slightly longer than Earth's, just over 26 of our hours. DMs using
some calendar system of their own should translate according to the
appropriate season (spring, summer, fall, and winter).

The first month of the year is Nuwmont, which together with Vater-
mont and Thaumont make up the Spring months. Officially the fiest
day of Spring is Thaumont 1, but in reality the first warm day can come
carlier or later, depending on how far north the characters are and how
cold that year’s winter was. Consequently, when a Timeline event is
listed as taking place in Spring of 1,006, the DM should set it anywhere
from Nuwmont 1 to Thaumont 28, wherever it best fits the campaign
as he ot she is running it. Even when it is specified that a certain event

will take place in *'late summer" or “early winter*', the DM has consid-
erable flexibility in fixing the exact date.

The other three seasons are Summer (Flaurmont, Yatthmont, and
Klarmont), with Klarmont 1 the traditional first day of summer; Fall
(Felmont, Fyrmont, and Ambyrmont), with Ambyrment 1 as the offi-
cial first day of fall; and Winter (Sviftmont, Eirrnont, and Kaldmoant),
with Kaldmont 1 the official fitst day of winter.

All these names of the months and days on the calendar are from the
Thyatian calendar used throughout the Empire of Thyatis and neigh-
boring Karameikos; it is also popular throughout the Known World.
The Alphatian calendar is similar, with the following differences:

Fiest, the Alphatians date their calendar from exactly 1,000 yeats ear
lier than do the Thyatians. Thus, the year 1,804 AC (After Crowmng of
the first Thyatian Emperor) on the timeline is the equivatent of 2,004
AY (Alphatian Year).

Second, the Alphatians start their yeat with a different month. Thy-
atians start their year with Nuwmont 1: Alphatians start it with Thau-
mont 1. Consequently, for the Alphatians Vatermont 1,004 AC is near
the beginning of the year, while for the Alphatians the same month is
Vatermont 2003 AY, near the end of their year.

Thitd, the Alphatians have different names for the months of the
year and for the days of the week; see the Timeline Record Sheet on

page 3.

Adjusting the Adventure to Character
Level

The Immortals’ Fury is a very flexible adventure which, with a little
creativity on the DM’s part, can be adapted for use in almost any ongo-
ing campaign. Virtually any of the scenarios included in this book can
be adjusted to become appropriate chaltenges fer characters of higher
or lower levels. For example, Phase I is written with low-level characters
(1st through 5th level) in mind. A paity of four 1st level characters
would find it difficult to survive, while a group of eight Sth-level char-
acters would breeze through it unscathed.

To modify an encounter for lower-level characters, reduce the num-
ber of opponents the PCs face, ot break them into smaller groups so
they don’t have to fight as many at once. The DM can also reduce the
amount of damage the opponents’ attacks do, ot change it ftom perma-
nent damage that would kill a character to temporary damage that
would knock him or her out (so that lethal poisons become sleep toxins
and the like). Also, the DM can adjust the opponents’ motivation to
give them a reason to take the characters alive rather than ttying to kill
them, giving the PCs either a chance to negotiate or te escape latet on.

To modify an encounter for higher-level characters, the DM should sim-
ply reverse all the suggestions in the preceding paragraph, so that the PCs
face more opponents with more Hit Dice and deadlier abilities. Simple
traps and ambushes become lethal. Enemy NPCs fight with better organi-
zation and more guile, making them much harder to defeat.

Thus, if Phase I of this adventure wete being run for a party consist-
ing entirely of 1st-level character, the DM should arrange for there to be
fewer monsters present at each encounter to give the PCs a fighting
chance. If the party is largely 2nd and 3rd-level characteis, the adven-
ture should be run as printed. If the characters are 4th and Sth-level,
their foes should have more Hit Dice and hit points. If the DM wishes
to send a group of characters higher than Sth-level through this
dungeon, he ot she should substitute vampites ot some other powerful
creatures for the lightning zombies. In every case, the important thing
is to adjust whatever factors are necessary to keep the chaflenge the
player charactets face about the same.

* % %

With all thatout of the way, it’s time to look at the events which led
up to the adventure... and at the adventure itself.




Wrath of the Immortals Timeline Record Sheet

Year: DUNGEON MASTER™:

Events and Notes:
NUWMON T/NYXMIR VATERMONT / AMPHIMIR THAUMONT/ALPHAMIR
Lunadain/Majhur 1 8 15 22 Lunadain/ Majhur 1 8 15 22 Lunadain/Majhur 1* 38 15 22
Gromdain/ Tsjhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23
Tserdain/ Wojhur 3 10 17 24 Tserdain/ Wojhur 3 10 17 24 Tserdain/ Wapbur 3 10 17 24
Moldain/ Thaj fur 4 1 18 23 Moldain/ Thajhur 4 11 18 25 Moldain/Thajhuc 4 1 18 25
Nytdain/ Flajhur 5 12 19 26 Nytdaia/ Flajhur 5 12 19 26 Nytdain/ Flajhur 5 12 19 26
Loshdain/Sejhur 6 13 20 27 Loshdain/ Sejhur 6 13 20 27 Loshdain/ Sejhur § 13 20 27
Soladain/ Lajhur 7 14 21 28 Soladain/Lajhur 7 14 21 28 Soladain/ Lajhuz 7 4 21 28
FLAURMONT/SULAMIR YARTIIMONT/SUDMIR KLARMONT/ VERTMIR
Lunadain/Majhur 1 ] 15 22 Lunadain/ Majhur i 8 15 22 Lunadain/ Majhur 1 8 15 22
Geomdain/ Tijhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23
Tserdain/ Woyhur 3 10 17 24 Tserdain/ Wojhur 3 10 17 24 Tsecdain/ Wojhur 3 10 17 24
Moldain/Thajhur 4 11 18 25 Moidain/ Thajhur 4 11 18 29 Moldain/ Thajhur 4 11 18 25
Nytdain/ Fiajhur bl 12 19 26 Nytdaia! Flajhur 5 12 19 26 Nytdain/Figjhur 5 12 19 26
Loshdain/ Sejhur 6 13 20 27 Loshdain/ Sejhur 6 13 20 27 Loshdain/ Sejhur 6 13 20 27
Soladain/ Lajhur 7 14 21 28 Soladain/ Laj fur 7 14 21 28 Sodadain/ Lafhor 7 14 21 28
FELMONT/ TSIAMIR FYRMONT/ANDRUMIR AMBY RMONT/ CYPRIMIR
Lunadain/ Mashur 1 8 15 22 Lunadain/Majhur 1 8 15 22 Lunadain/Majhur 1 8 15 22
Gromdain/ Tifhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23 Gromdain/ Tijhur 2 9 16 23
Tserdain/ Wojhur 3 10 17 24 Tscrdain/ Wojhur 3 10 17 24 Tserdain! Wojhur 3 10 17 24
Moldain/Thaj hur 4 11 18 25 Moldain/ Thajhur 4 11 18 25 Moldzin/ Thajhur 4 1 18 25
Nytdain/ Flajhur 5 12 19 26 Nytdain/ Flajhur 5 12 19 26 Nytdsin/ Flajhue p) 12 19 26
Toshdain/Sejhur 6 13 20 27 Loshdain/Sejhur 6 13 20 27 Loshdain/ Sejhur 6 13 20 27
Seladain/ Lashur 7 14 21 28 Soladain/ Lajhur U 14 21 28 Soladain/Lajhur 7 14 21 28
SVIFTMONT/HASTMIR EIRMONT/ EIMIR KALDMONT/BURYMIR
Lunadain! Majhur 1 8 15 22 Lunadain/Majhur 1 8 15 22 Lunadain/Mashur 1 8 15 22
Gromdain/ Tijhur 2 9 16 23 Gromdain/ Tijhur 2 9 1€ 23 Gromdain/ Tijhur 2 9 16 23
Tscrdain/ Wojhur 3 10 17 24 Tserdain/ Woshur 3 10 17 24 Tserdain/ Woghur 3 10 17 24
Moldain/ Thajhur 4 1 18 25 Moldain! Thajhur 4 11 18 25 Moldaia/ Thajhur 4 1 18 25
Nytdain/ Flajhur b 12 19 26 Nytdain/Flajhur 5 12 19 26 Nytdain/Flajhur 5 12 19 26
Loshdain/ Sejhur 6 13 20 27 Loshdain/Sejhur 6 13 20 27 Loshdain/ Sejhur 6 1 20 27
Soladain/Lajhur 7 14 21 28 Soladain/ Lajhur 7 14 21 28 Soladain/Lajhur 7 14 21 28
MAIN CALENDAR KEY

®  First day of the Thyatian new ycac

®e  Furst day of the Alphatian ncw year

®1992 TSR, Inc. This form may be reproduced for personsl use in playing D&D® games




is adventure takes place because the Immortal named Rad
s in possession of a mysterious artifact—one which he stud-
ies to learn new secrets of the multiverse, but which drains power
from the Sphere of Energy on the world of Mystara each time it is
used.

This object, unlike most artifacts, was not created by the Im-
mortals. It started out as a technological device, the power gen-
erator of a spacecraft which crashed on the world of Mystara long
ago. But over the millennia it has become something far more
powerful and dangerous.

Year 4,000 BC

Five thousand years ago, the world of Mystara was very differ-
ent. Its continents and coastlines would be unfamiliar to mod-
ern eyes; it even rotated upon a different axis. At that time the
region now known as the Known World was part of the polar
icecap. This was the age of Blackmoor, Mystara’s first human civ-
ilization.

Originally Blackmoor was a small and beleaguered kingdom,
until its history was forever changed by a freak accident. Far
away in another dimension, a highly-technological civilization
developed a star-dnve capable of crossing the void between the
planets. Over a period of centuries, they colonized new worlds
and allied themselves with other races on inhabited planets they
came across.

One of their sutvey ships, the Beagle, was on a mission to ex-
plore and map an unknown area of their galaxy when it was
caught in a freak energy vortex. The disabled ship was whirled
through the dimensional barriers, where the crew managed a
crash-landing on the surface of the planet Mystara. Most of the
people on board sutvived, but it was clear that the ship would
never move again. The captain set up a distress beacon and wait-
ed for rescue, not knowing that they were in a whole other di-
mension whose boundaries their signal could not penetrate.

As time passed and no rescue came, the crew became divided
over whether to wait in suspended animation until the
inexplicably-delayed rescue ship finally arrived or to colonize
this planet. One faction argued they should use their technology
to enslave the native population. Tension between the two
groups grew until a mutiny broke out, with the "colonizers"
scckmg to overthrow the captain and those who supported his

“sleeper’’ solution. After a bloody struggle, the mutineers were
defeated and fled, hiding in a distant swamp, where they even-
tually put their ideas into practice. Using their science to breed a
race of semi-intelligent frog-men, they so terrorized the local
human population that dark legends about “‘the Order of the
Frog” are still used to frighten children today, five thousand
years later.

Back at the ship, the captain and surviving crew went into
suspended animation, leaving behind automated defenses (elec-
tronic traps and killer robots) to prevent either the mutineers or
the planet’s natives from gaining access to the ship. Neverthe-
less, it was only a matter of time before King Uther of Black-
moor learned of the ship's existence and heard rumors of the
strange treasures inside. He dispatched adventurers to explore
the ship and bring back whatever marvels they could. Eventually

the sages and mages of Blackmoor learned enough about the
items recovered from the Beag/e to create atechnological culture
of their own.

Many years—perhaps centuries—Ilater, Ogdoban Tieel, one of
the ship's ccewmen in suspended animation, awoke as part of a
routine maintenance schedule. He discovered that some of the
crew had disappeared, including the captain, and noted the
continued intrusion by men of Blackmoor despite the dogged
defense of the ship’srobots—and decided to sell out. He greeted
the next group of adventurers to enter the ship and offered them
a bargairy; in return for a life of luxury and wealth, he would
voluntarily hand over the greatest technological secrets of the
ship to the men of Blackmoor, secrets they would never be able
to unravel without his help. Since he knew the other men and
women of the crew would stop him if they ever became aware of
his actions, he sabotaged all the other life-support modules to
kill them while they slept.

At first the plan worked well, and under Treel's direction the
systematic looting the ship’s core began. Then something Treel
hadn’t counted on happened; one of the other crew members
intetfered. Unknown to Treel, First Assistant Engineer Rheddt-
ian Benekander, a compulsive tinkerer, had made modifications
to his own life-support capsule. When power was cut to the cap-
sule, his modifications switched it to backup power and initiated
its thawing procedure. Rheddrian awoke to find his fellows mur-
dered and a traitor handing over to natives technology which
would catastrophically alter their culture.

Unsure what one person alone could do to stop Treel and his
allies, Rheddrian used his familiarity with the ship’s mainte-
nance ducts to spy out the situation thoroughly before acting.
He then improvised a plan to put a halt to Treel’s activities and
undo as much of the damage as possible. First he reprogrammed
the defense robots to attack and repel the intruders, defeating
them handily, then he planned to assess the damage to the ship
itself —but it was already too late.

Treel was a linguist and diplomat, not a physicist, and he had
unwittngly allowed the men of Blackmoor to detach crucial cle-
ments that stabilized the core of the ship’s power system. Rhed-
dran was horrified to find that a chain reaction capable of
setting off an explosion big enough to vaporize the entire planet
was already underway. It was too late to stop the core from going
critical, so he focused all the escaping energy inward, turning
the explosion into an implosion.

The resulting energy pulses vaporized all of the starship ex-
cept the engine core itself, which melted through the very rock it
rested on and sank hundreds of feet into the earth. Rheddrian,
working to the last minute in a final effort to stave off asmuch of
the disaster as possible, was utterly disintegrated. What little en-
ergy did escape warped reality in all directions, causing animals,
people, and plants exposed to it to mutate into strange monster
races. By the time investigators from Blackmoor came to investi-
gate, all that was left was a smoking crater with a smooth, glassy
bottom; they could only conclude that somehow the ship had
taken off, never to return.




Years 4,000 BC-1,000 AC: The Mirror-Shield

Several centuries later, a red dragon flying over the crater saw
a strange shiny object exposed by erosion of the fused sand. This
brightly-glowing disk two feet across looked valuable, so the
dragon carried it off to become part of her treasure.

A thousand years after Rheddrian's sacrifice, Blackmoor’s sci-
entists rediscovered the principles upon which the Beagle’s en-
gineshad operated—only to find that the highly magical nature
of Mystara made such objects volatile. Before they could learn
how to control the new-found energy, their prototypes exploded
with such force that Blackmoor was obliterated in The Great
Rain of Fire, an explosion so powerful it shift the planetary axis.
Thirteen hundred years later (1700 years before the start of the
Thyatian calendar), a second, smaller explosion turned an elven
homeland into the Broken Lands.

Meanwhile, the mirror-disk had become a sort of dragon
heitloom, passing from one hoard to another, its powers un-
known and its origin forgotten. Eventually it came into the
possession of a great dragon-slayer named Balthac, whoslew its
owner and carried the disk away with him to his mountainside
home. AfterBalthac himself died fighting Calor the Great, the
most powerful dragon of his day, his abandoned fortress slowly
crumbled into ruin. About 200 years ago, a small keep was
constructed on the same site by a Darokin noble named Baron
Alexander Corran.

Unknown to everybody, the mirror-disk is an artifact created
by the bizarre energies that destroyed the Beagle. Once a small

two-inch disk used as a security access device by the ship’s engi-
neets, it absorbed an enormous amount of power in the implo-
sion and expanded into a shield-like disk two feet in diameter. It
had also absorbed something else: the life-force of 1st Assistant
Engineer Rheddrian Benekander.

After being unconscious for millennia, Rheddrian awoke a
few decades ago to find himself trapped within the disk, which
was lying in a forgotten cave beneath the ruined castle. Upon his
awaking, the disk began emitting traces of strange energy, with
unexpected effecss on all creatures, living and dead, in the vicin-
ity... as described in the chapter entitled *‘Phase 1.”

The First Alteration of the Engines

When the Beagle was destroyed, the engine compartment of
the starship burrowed its way several hundred feet into the
ground in the resulting meltdown. The intense energy field of
the implosion altered the engine to create an incredibly power-
ful arcifact, now known as the Nucleus of the Spheres.

Atsome point, an Old One discovered the device and became
intrigued with it. He or she realized that the strange magical
energies emanating from the device, the Radiance, had the po-
tential to enable mortals to achieve Immortality in the Sphere of
Energy without help from an Immortal sponsor. As an experi-
ment in creating a whole new kind of Immortal, he or she
moved the artifact to its current location and changed it to make
it capable of granting Immortality to those who fully mastered
its secrets.
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Satisfied with the results, he or she left the device to do its
work; to this day, no one knows who, ot what, he or she was.

The Second Alteration of the Engines

Thousands of years passed before anyone else noticed the arti-
fact, but eventually Noumena, a Hierarch of the Sphere of
Time, deduced its existence. Disturbed to leatn of its ability to
create Immortals that were not controlled by the cutrent Immor-
tal hierarchy, he took counsel with his fellow Hierarchs. Meeting
sectetly, a full council of Hierarchs agreed that, left unchecked,
the artifact would create an imbalance between the Five
Spheres, as well as undercutting their own authority. They there
fore altered the device so that every time it was used, it leeched
power from the Sphere of Energy, diminishing the sum total of
magic available to the world of Mystara. It thus became the re-
sponsibility of the senior Immortals of that Sphete to restrict the
Radiance's use.

Year 845 AC: Rad

One hundred and fifty-five years ago, a brilliant and eccentric
wizard named Etienne d'Ambreville, one of the princes of
Glantri, discovered the Radiance and used it to achieve Immot-
tality. He founded an order of mortal sorcerers called the Broth-
ethood of the Radiance to study it. D’ Ambreville was the first to
achteve Immortality through its use... and it is he who is now
known as Rad.

Year 1000 AC

“My lords and ladies, Immortals and Exalted setvants, we face
no less than the destrucrion of the world of Mystata... and of our
own society.”

The speaker—rall and elegant, with skin the color of bronze
gleaming in firelight, and flaming eyc sockets—took the center
of the Central Dome’s main chamber as if it were a stage re-
served for his use. His gaze swept the crowd, Immortals all, and
looked for opponents to quell, doubters to sway, and supporters
from whom to draw encouragement.

He spun and pointed an accusing finger up at the raised
judges’ bench, where five Hierarchs sat. “It is your responsibsli-
ty to pass sentence on Rad, to end his studies before they destroy
evetything we know. In his greed for knowledge, he will sactifice
anything, from an entire world to the vety future of our kind.”

The obyect of his titade, standing quietly a few yards away strok-
ing his beard, coughed up a little laugh. “Eh, monsieur, you ctedit
me with far too much influence and far too litele sense. Would I
endanger the world of my bitth, the world where my descendans
st live? No. The object I am studying, the arufact which causes
you so much consternation, it is no threac to Mystata. It is a source
for understand'ing. It shapes energies in ways which no one has ever
seen before. It ignores the known laws of magic and yet achieves
magical resuls. There is nothing like it in any of our records. By
studying it, I may discover a whole new kind of magic previously
unknown to us—perhaps I may even unlock the sectes of those
who went before, the Old Ones.”

Ixion glowered, and the fire in his eye sockets burned
brighter. “‘Each time you use this device, this thing, it draws
magical energy, the source of our power, fiom the world. We
have no way to replace that lost energy. And the rate of con-
sumption is increasing. I'n a few centuries, perhaps a few dec-
ades, your irresponsible experiments will have robbed the wotld
of Mystara of all magic’

Rad shrugged, the delicate fabric of his crimson robe ruscling.
“So?”

After a second of stunned silence, Ixion whiried to face the
audience. ‘'You see? His own words condemn him, No other
place in the multiverse has produced as many candidates for Im-
mortality as Mystara, the very world this madman chreatens.
Many of you called it home during your mortal lives. Steal away
its magic, and you turn it into a wasteland of squabbling war-
tiors. You doom all the wonderful races of magical creatures who
cannot survive without it to slow and lingering extinction.”

“Nor s this all” Ixion said, turning his attenton to the five
Immortals who sat in judgement. ‘'Rad has violated one of the
most ancient laws of our kind. By leeching magic from the
world, heis directly intetfering with the lives of mortals. Unless
we stop..."”

Rad’s voice intetrupted him: "'That s a lie.”

Ixion whipped around to glare ac him in angty disbelief. The
crowd stitred and began to mutter: no Immortal, even one as
knowledgeable as Rad, had ever dared to speak like that to a
higher-ranking Immortal before, especially not to a Hierarch as
powerful as Ixion.

Before Ixion could answer, Rad continued: “The ‘law, good
monsieur, states that we are not to take direct action against
mortals. Travelling to Mystara and forcing a mortal to do your
will, chat is direct action. Dropping thunderbolts on a city you
despise, or sinking an island into the sea, that is ditect action.
W hat I do is indirect. I study; I encourage; I inspire. I take no
direct action.”

Ixton laughed bitterly. “Your 'inaction’ will change the world
more completely than any thunderbolt from an angty Immortal
on an erring mortal. I congractulate you on the sheet power of
your inaction. I've never seen any inactivity so powerful... or so
dangerous.” Ignoring Rad’s mocking bow at the compliment,
Ixion turned again to the judges before them. ‘' You have seen,
and you have heard. I have proved conclusively that Rad’s re-
search is draining energy from Mystara. Unless he isstopped, his
work will eliminate the influence of the Sphere of Enetgy there,
and perhaps elsewhere in the Prime Plane. Not even Rad could
contest my findings. Now I demand a vote. I demand by my
right as a Hierarch chat he be stopped.”

On the bench, Djaea, speaker for the Council of Mystata,
nodded. “‘So be it. We shall decide.” She turned to confer in
whispers with her fellow judges.

Ixfon took a moment to relax. He shouldn't have let Rad get
him so angty; he knew he’d won his case. Rad was clever—too
clever—but he had only been an Immortal for less than two cen-
turies, while Ixion had known the judges for eons; he knew how
each would vote.

Djaca, a Hierarch of Matter, was sure to vote his way. As con-
cerned as she was with the presetvation of wortlds and species,
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she would never allow harm to come to the exotic races of Mys-
tara.

Ilsundal, a fellow Hierarch of Energy, was Ixion’s friend and
shared hisfears about their Sphere losing influence on Mystara.
He, too, was a sure vote.

Korotiku, Hierarch of Thought, was another friend whose
frivolous manner hid a deep wisdom. A co-founder of the
HOLLOW WORLD®, he too would act to protect his charges
from the danger Rad’s experiments posed. His vote would go
with Ixion.

Khoronus, Hierarch of Time, was a cipher; Ixion could never
tell how he might vote on any issue. He might find some prece-
dent for Rad'’s actions in the deeds of some madman of centuries
past, in which case he would vote for Rad, or he might accept
Ixion’s charge that Rad’s refusal to stop at his Hiewarch’s com-
mand was a defiance of tradition, in which case he would vote
with the others.

Hel, a Hierarch of Entropy, in keeping with her nature would
probably vote whichever way would cause the most trouble.

But it didn’t matter: with Djaea, Ilsundal, and Korotiku on
his side, Ixion’s victoty was assured. He stood savoring the mo-
ment, thinking of how he would discipline Rad once the verdict
was announced.

Yet, when the votes were counted, it was Djaea and lisundal
for Ixion, Korotiku and Khoronus for Rad, and Hel abstaining.

Ixion stared in surprise at Korotiku while the crowd buzzed at
the unexpected outcome. The ebon-skinned Immortal stared
back, sympathy but not the slightest trace of remorse on his face.
“Knowledge and growth do not come from stagnation, my
ftiend,” he told the solar Immortal. “This was nothing person-
al”

"We have a tie,” Djaea announced; she, too, looked sur-
prised. *‘As speaker for the Council, it is my right to break the
tie. Idecide in favor of I'xion. Rad will abandon his studies of the
device. This meeting is at an end.”

There were unhappy mutterings from the crowd as Djaea and
the others rose to depart, but they stopped when Rad quietly
said: "*No. I do not accept your ruling.”

In the shocked silence which followed, Rad’s calm voice con-
tinued: ‘I came here to answer the charges against me and to
explain the importance of my work for us all. Even had the vote
gone against me, I would not have abandoned my research. But
your council is deadlocked: two for my humble self, two for
good Monsicur Ixion, with Madame Hel keeping her own coun-
sel, as 1s her right. No verdict has been reached, and your own
attempt to vote twice is, how you say, below the board? My stud-
ieswill continue.”

It took the outraged Hierarch a moment to find her voice,
during which time the background noisc slowly grew to a low
roar as Immortals in the crowd began arguing among them-
selves. W hen she did speak, it was clear from her tone that she
was trying hard to keep her temper. "By rights, the Council
should not even have had to intetvene in this matter. Ixion is the
reigning Hierarch of your Sphere; once he ordered you to stop
your lunatic scheme, you should have obeyed him without ques-
tion. I offer you one last chance to obey your superior, to do the
right thing, to honor our traditions.”

There was dead silence as they all waited for Rad’s teply. "I
defy your tradition,” be said at last, his quiet voice cartying to
every corner of the great chamber. “Traditions are only laws
when all accept them. I do not. Our ‘traditions’ are not laws but
regulations made up by the Hierarchs to keep all powerin their
own hands. Ixion is older and stronger than I, but he is not my
superior, and [ will not obey his orders.

“Have you all forgotten?” cried Rad, turning from Djaca 0
the crowd. "'The Hierarchs command such subservience because
they sponsored so many of you to Immortalicy. No one can be-
come Immortal without serving an Immortal sponsor— or so we
are told. Most of you have never outgrown the habit of deferring
to them; that is the hallowed tradition which Madame D jaea
evokes.

“But I achieved my Immortality without benefit of your an-
cient traditions. I owe my allegiance to no sponsor. I myself am
proof that the old ways can change, thanks to the very studies
these Hierarchs wish to suppress. Who is to say that those who
went before, the Old Ones, are not responsible for guiding me
to this new path now opening up before us? I wili not. I cannot
stop now because one woild might lose its flying carpets and
ctystal balls!

“For the sake of us all, for the sake of the future, I must con-
tinue my studies. And [will, to the last of my strength, even if|
must defy you all to achieve my goal.”’

Ixion clinched his fists and took a threatening step forward. "I
should destroy you here and now, before you cause any more
damage.’” he hissed.

Suddenly two figures stepped out of the ctowd up to Rad’s
side: Rafiel and Rarhanos, fcllow Empyreals of Energy. “‘Rad
does not stand alone,” Ratiel said to the fiery Hierarch. “I too
became Immortal without a patron; I. too. would like to see
what his experiments bring.”" Rathanos merely nodded.

“Trattors!” shouted Ixion. “There may be three of you, but
you are merely Empyreals; do you seriously think you can stand
against a Hierarch in his fury?”

“Two Hierarchs,”” said Valerias, sliding up to Ixion’s side. “Say
the word, my love, and we will stop this rebellion before it
spreads any farther.” Ixion smiled and raised his weapon, but
before he could strike a huge figure moved berween t he antago-
nists.

“No,"” said Ka the Wise, "'That is not the way. Rad is right in
one thing a least: he and Rafiel ate the first of a new kind of
Immortal. [ have devoted all the millions of yeats of my exist-
ence to protecting endangered species from harm; I cannot allow
you to destroy them. Come, my ftiends, can we not talk this over
before it is too late?”’

"It is already too late,” said Ixion, gesturing to the crowd,
which had degenerated into small groups shouting and shoving
at one another. “Much as it pains me to count you among my
enemies, my duty is clear; I must not allow Rad to destroy my
Sphere and rob Mystara of its magic. If I cannot fight him here
in Pandius, then I will fight him in the mortal wotld below.

“Look to your followers, rebel,” be said, turning to Rad a final
time. *'An Immortal without mortal followers quickly loses his
power. Unless you halt your research now, I will unleash my fol-
lowers against yours in a war that will wipe your precious Glantri
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from the map. And I won't stop until all knowledge of you and
your ‘Radliance’ has vanished from Mystara.”

For the first time, Rad hesitated. ‘“You condemn hundieds of
thousands of mortals to death—many of them your own fol-
lowers, or innocents who will get caught up in the struggle.”

“No, rebel, it is you who condemn them.” Ixion snapped
back. “Ido not desire any of their deaths, but if that is the price
I must pay to prevent the doom of evety magical creatute on the
planet, then so be it. Give up your work, submit to the Council
and myself, and the war need never take place. Refuse, and their
blood is on your hands.”

Rad shook his head. ““I cannot.”

“Then it's war—and such a war as that world has never seen
before. Look to your defenses, traitor. Gather what allies you
may; nothing will save you from my wrath."” And with that, Ix-
fon and Valetias vanished in a blinding flash.

Rad’s shouldezs sagged. ““So be it,” he sighed before turning
to his supporters. ‘‘My friends, we had best take counsel togeth-
er. If my dream is to sutvive, I will need all the help I can get.”
Then they too vanished.

Djaea sat in the tapidly-emptying hall with her face in her
hands and said, “W hat have we done?”” Khoronus put a com-
forting hand on her shoulder and quoted an old rhyme softtly to
himself: “The old order changeth, giving place to the new/Lest
one good custom should corrupt the world....”

Years 1000-1,004 AC

In the years immediately following this fateful exchange be-
tween Ixion and Rad, all the Immortals involved assemble their
allies to prepare themselves for the conflict to come.

Ixion and Valerias are joined by another Hierarch, Ilsundal,
who fears for the elves if Rad’swork continues, and by Alphatia,
who knows that the disappearance of magic would doom her
own followers on the Alphatian continent. These four organize
themselves into a band called The Ring of Fire. Their goal is to
protect magic and the status quo by forcing Rad to end his stud-
ies; Ixion and Valerias seek Rad's personal destruction as well.
They encourage their followers—clerics and non-clerics alike—
to become unusually active so that they will advance in level and
be more powerful for the events to come. They also do their best
to gain their followers a role in influencing the governments of
these and other nations. Finally, they subtly stir up anti-Glantri
sentiments so that Rad's followers will be isolated when the war
finally comes.

Meanwhile, Rad’s cause continued to attract supporters. Soon
he, Rafiel, Rathanos, and Ka were joined by Korotiku, Eiryn-
dul, Vanya, and Asterius; together, they form The Fellowship of
the Star. White Rad, Rafiel, and Rathanos work to find ways to
use the Radiance defensively, Korotiku and Ka continue to
present his case in Pandius. Between Ka's prestige and Koroti-
ku’s wiliness, they prevent Ixion from gaining any more allies.
Asterius roams the Known World in Mortal Identities to spy out
Ixion's plans so Rad will know what to expect. Eiryndul devotes
himself to stirring up so much trouble in Norwold that civil war
breaks out there, preventing this Alphatian colony from helping
the mother country in the war against Glantri. Vanya, mean-

while, fans anti-Alphatian sentiment among her own followers
in Thyatis and the Heldann Freeholds so that these nations will
be likely to side with Glantri when hostilities begin.

By the year 1004 AC, the Known World is a powder keg ready
to explode—and an angry Ixion is ready to light its fuse.
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y Phase I: The Prelude

\

i is an adventure for low-level player characters—those
} fom 1st to Sth experience levels, averaging around 3rd
level, OMs starting a new campaign will probably want to adjust
the strength of the NPC forces downward; those introducing ex-
perienced characters to this scenario may want to toughen up the
monsters proportionately.

Also, this adventure begins four years after the time in which
the D&D® Gazetteers are set; this four-year gap is designed to
allow the DM time to prepare his or her campaign for the
changes The Immortals’ Fury will bring.

How the PCs Get Involved

This adventure takes place in the Silver Sierras Mountains on
the border between the nations of Glantri and Darokin, not far
from the northernmost tip of Lake Amsorak.

It is the Spring of the year AC 1,004, and the player characters
are at home or at whatever place is their usual hangout, when
they are approached by a man named Jeddarin Corran.

Jeddarin Corran

History: Born 40 years ago to a Lake Amsorak fisherman,
Cotran became a good businessman and gradually acquired a
fleet of cargo ships and fishing boats; they conduct trade
across Lake Amsorak and in the open seas south of Darokin.

Personality: Shrewd; good judge of character. Has no toler-
ance for laziness or incompetence. Gets the most use out of
every gold piece he spends, but isn’t stingy—just careful.
Family man; doesn’t care for violence.

Appearance: Average height; black hair, mustache, and
beard going to grey; blue eyes, intelligent; lean build. In
spite of good income, dresses in average workers' clothing.

Combat Notes: 1st level Fighter; AC 9; hp 8, MV 120
(40'); #AT 1 sword; Dmg 1d8 +1; Save F1; ML7; ALL. S13
115 W13 D9 Col0 Ch10. l.anguages: Darokin (common),
Thyatian. General Skills: Labor/Fisherman (I), Profession/
Manager (I), Detect Deception (W), Piloting/Small Boats
(D), Bargaining (Ch).

| see; I mean, if you can persuade the men to leave, you get the

Magical Items In Possession: None.

If the PCs are currently in Darokin and have had at least one
publicized adventure, Jeddarin has made this short trip to hire
them based on what he’s heard about them.

If the PCs are farther away or are not yet known as adventurers,
the DM needs to establish how Jeddarin would know of them—
perhaps Jeddarin’s wife is the sister or cousin of one of the PCs. In
this case, she would have met Jeddarin when he was on a business
trip and moved to Darokin with him after they married.

If at all possible, it's a good idea to bring up his name in an
advenuwre prior to this one; this will make his sudden appear-
ance in the story line seem more natural.

However he gets introduced, Jeddarin will treat the player
characters to a round of drinks and dinner. As the meal gets un-
der way, he explains his situation:

“My cousin Teodor, a horse-trader, died recently. Good |
man. Had no children, so I inherited all his material posses-
sions. One of them was a box with a lot of parchments in it,
apparently something that had been passed along in his side
of the family for generations. Had charts showing our family
trees, histories, old letters, that sort of thing.

“One of the papers was a deed. Turns out that a couple of
centuries back one of our ancestors earned himself a little do-
minion in the mountains up north. Built himself a castle,
called it Corran Keep.

“Well, he and his family died in some sort of bandit raid.
Since he had no descendantssstill living, his title was revoked.
But apparently some cletk forgot to reclaim the castle. When
I presented the deed to the government offices, they were as
surprised as I was to find out that | owned a castle none of us
had ever heard of! Not a bad inheritance from poor Teodor, |
say.

“Anyway, | sent Noriad, one of my boys, up to Corran
Keep to see what sort of shape it was in. It was up in the
mountains, far from the roads.

“He got close enough to watch the place, but didn’t go in,
because he saw activity. The Keep was still standing and in
pretty good shape... and there were men moving around in
the castle.

“And what was strange was that these men, and a lot of
birds which lived in the area, glowed in the dark. My boy was
attacked by one of the birds, said that it gave off sparks. He
got out of the area the next day.

“Now, I have clear title to the castle. No one else should be
there.

**So what I need is a band of trusty souls to go in there and
clear the place out. You wouldn't have to kill everything you

same amount of money for less work. But if they don't want
to leave... well, I'm paying for results. That could mean
fighting.

“I'm offering you fifty pieces of gold each, one-third now,
two-thirds on delivery. Delivery means my men can move in
and start repais.

“I'll throw in a couple of bonuses with that. The Corran
who built that place was far from rich, but he might have had
a little gold tucked around here and there. If you find it, you
can keep it. Same goes for goblets, jewels, that sort of thing,
but show 'em to me when you come out in case [ want to buy
'em from you. Family heirlooms, and all that. Papers, fumi-
tute, draperies, paintings, those aren’t faic game; they're
mine.

“Also, while you’re in my employ, you get all the fish you
can eat, free of charge.

“What do you say? Is it a deal?”

If the PCs want to haggle, Jeddarin will bargain with them.
He’ll goashighas 100 gp per player character and will pay up to
50% in advance, with the remaining 50% “on delivery'" He'll
also throw in free two-way passage from here to the area of the
castle anywhere his boats go—which means anywhere along the

12



coast north of the Sea of Dread and anywhete on Lake Amsorak.
The passage won’t be luxurious, but it’ll be decent, fast, and
free.

Assuming the PCs accept the offer. he’ll settle down to make
the travel arrangements.

Getting to Corran Keep
Using the New Boxed D&D® Game

DMs using the new D&D® boxed game, which provides rules
for characters of 1st through 5th level of experience, should tell
the characters that Jeddarin will make all their travel plans. Ei-
ther simply tell them that the trip to Darokin was uneventful, or
throw in one or two details (bad weather, a chance meeting with
an old friend) to make the journey more interesting.

To calculate the amount of time it took the PCs to get from
their starting point to the city of Darokin, use the folded map
included in this boxed set. Assume that in an average day the
characters will cross one 24-mile hex when travelling overland
and three 24-mile hexes when travelling by boat.

Be sure to mark off the amount of time the trip took on the
Wrath of the Immortals Timeline Record Sheer (see page 5) for
the current year, since keeping accurate track of the amount of
time the characters spend on each stage of this adventure is im-
portant.

Using the D&D® Rules Cyclopedia

DMs running this game with the D&D® Rules Cyclopedia or
one of the older boxed sets of the D&D® game should treat the
PCs’ trip to Darokin like any other travel adventure. Each DM
should choose whether to introduce wandering-monster en-
counters and allow the PCs to have sideline adventures as they
travel toward Darokin or to simply gloss over the details of the
trip to get them there more quickly.

In either case, the DM should still keep scrupulous track of
the time spent on the journey in order to make full use of the
Timeline given on pages 72-92.

From Darokin City

When the characters reach the city of Darokin, read them the
following text:

From Darokin, the capital of the republic, you make a five-
day overland trip through grasslands and hills to the city of
Akorros, a major trade town on the shore of Lake Amsorak.

At Akotros, you board a trading-boat belonging to Jed-
darin. It’s large enough to have a couple of cabins and you're
the only passengers, so you're comfortable enough during
the two days it takes to get to the northern tip of Lake Am-
sorak. During those two days, you see the snow-capped
mountains to the north getting bigger and bigger as they
grow closer and closer.

In the evening of the second sailing day, you’re rowed to
shore at a Darokin fortress community, Fort Lakeside. Jed-
darin goes with you into Fort Lakeside and to one of the com-
munity’s inns, where his son is staying. At the inn, he
introduces you to a strapping young man by the name of No-
riad. It was Noriad, Jeddarin’s eldest son, who visited Corran
Keep eatlier and will be your guide to and from the site. Jed-
darin says, “He’ll get you there and back, but I've ordered
him not to go within a half-mile of the place until you've
made it safe. My boy's a merchant, not a fighter”

Jeddarin rows back to his ship that evening, and after a
good night's sleep at the same inn, you set out for Corran
Keep.

Your trip takes you due north along a game trail into the
Silver Sierras. The mountains are steep and rugged, and the
going is slow. At the end of the first day, you’ve travelled only
a dozen miles. You’re hundreds of feet above sea level now,
and the air is getting thin and cold.

The next morning, you turn off the game-trail, and the
going is even worse. Young Noriad says that there was once a
trail here, and shows you occasional crumbled trail markers to
prove it, but decades of rockslides and weathering have all
but obliterated it. You camp that night in a rock cleft which
protects you from the cold mountain winds. Noriad says it’s
not much further.

He's right, The next morning, you walk for another hour. ..
and come within sight of the walls of Corran Keep.

The Keep consists of a large donjon (a circular defensive
building made of stone) built flush up against the upper
slope of a mountain and surrounded by a single curtain wall.

Amazingly, the Keep seems to be in very good shape. The
walls are standing, and there are signs that they have been

recently repaired. The wooden gate is new, and closed.

Mark off ten more days on the calendar on the Wrath of the
Immortals Timeline Record Sheet.

The PCs can ask Noriad whatever they like, bur he doesn’t
know much more about the Keep than what has already been
detailed. He can describe the bird which attacked him in more
detail than his father did; see the description of the sprackles on
page 96 for those details.

Noriad Corrao

Personality: Cheerful, more interested in seeing the world
than managing a trade company.

Appearance: A tall, lean teenager with black hair and
brown eyes; bony.

Combat Notes: Normal Man; AC 9; hp 5; MV 120' (40');
#AT 1 dagger; Dmg 1d4; Save F1-1; ML6; AL N. S12 112
W10 D11 Co9 Ch13. Languages: Darokin (common).

Jeddarin has ordered Noriad not to go into the Keep, and,
though he might like a little adventure, Noriad will obey his
father.

——13
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The Keep

The map on page 15 shows Corran Keep—all the areas which
are visible from outside, plus the interior of the donjon.

The walls are steep and the gate closed, but there is no one
defending the walls. Any character who is a thief or mystic can
climb the walls with a successful ability check. Levitate and fly
spells can get a character safely to the top of the walls. In cam-
paigns using the optional General Skills rule given in the D&D®
Rules Cyclopedia, a character with Mountaineering Skill can
climb the walls with a successful roll. Once one character is atop
the walls, it's easy for him or her to climb down and open the
gate or to lower a rope for the others to climb.

Exploring the Courtyard and Donjon

Once the sprackles have been defeated or chased away, the
characters can begin their exploration of the Keep. The follow-
ing details are keyed to the map on page 15:

1. Walls

The walls are 30’ tall and quite thick; their foundations ap-
pear to be much older than the centuries-old upper regions,
which indicates that this site was probably a walled fort in the
distant past. The walls appear to have been repaired recently;
fresh-cut stones have been placed in some areas, and toppled
courses have been rebuilt.

Wooden ladders and stone staitcases inside the walls provide
access f rom the courtyard up to the gate. The ladders areall new;
the staircases have recently been repaired.

2. Gate

The gate is made of wood and is new, constucted within the
last year. It consists of a single gate of heavy, reinforced wood;
there is no gatehouse over it or portcullis behind it. The gate is
held closed by a simple, heavy bar (made from a single massive
piece of oak) on the inside. When the PCs arrive, the bar is in
place. Two characters with Strength ability scores of 13 or better
can life the bar free if they wish.

3. Courtyard

The area between the outerwall and the tower itself is cob-
blestoned courtyard open to the sky. The courtyard looks
clean and well-maintained—the stones are all in place, and a
few early flowers bloom along the tower's base.

Directly ahead of you is the tower itself. It looks to be
about four or five storieshigh with a flat roof . You cansee one
large doorway, as well as several windows in the upper stories.
On your left is a pile of rocks left by a small landslide. Behind
the tower, the mountainside rises as a sheer cliff hundreds of
feet high.

There are four ways for the player characters to get inside the
donjon building: by the front door (#6). through one of the
windows on the fourth floor (#15), through one of the windows
on the top floor (#17), or through the trapdoor in the roof

(#18). Climbing the outside of the tower, or trying to climb the
cliff to gettothe roof , requires a successful Climb Sheer Surfaces
ability check by the thief or mystic attempting it.

As soon as you enter the courtyard, you see a small flock of
reddish-brown birds come swooping down off the mountain-
slope in your ditection.

These sprackles are disturbed by the PCs’ intrusion into their
territory, In addition to the normal beak attack, they deliver an
additiona!l 1-3 points of electrical damage to anyone they touch
or who touches them (a full description of these creatures ap-
pears in Appendix B: Monsters on page 96). Player characters
who are substantially above the 1st to 5th experience level range
recommended for this adventure should encounter Greater
Sprackles instead.

There will be one sprackle per PC. The sprackles will keep
fighting until at least half of them are killed or injured, at which
point they will flee.

Sprackles (Lesser): NA 1 per PC; AC9; HD V/2; #AT 1 beakor
special; Dmg 1d3 or special; MV 180’ (60°); Save F1; ML 8; TT
Nil; Int 1; AL C; SA 1d3 lightning blast from beak; XPV 6.

4. Boulder Nest

Here a small rockslide has come tumbling down the mountain
and poured a pile of rocks against the mountain slope. Un-
known to the player characters, three snakes have made a nest
for themselves among the rocks. If the player characters go dig-
ging through the pile, they'll disturb the snakes, which will at-
tack to defend their home. The brownish-striped serpents are
not poisonous and have the following statistics:

Snakes: NA 3; AC 5; HD 2; #AT 1 bite; Dmg 1d6; MV 120’
(40°); Save F1; ML 7; TT Nil; Int 2; AL N; XPV 20.

5. Mountain Slope

This is an almost vertical slab of stone stretching hundreds of
feet straight up to the summit of this low mountain. Though
adventuring-parties including thieves could, with difficulty,
climb up to the mountain summit, there are no large rocks there
which could be dropped upon the Keep, so the fortress is quite
secure.

6. Donjon Door

The only doorway you can find into the donjon is blocked
by a singledoor. The wood in this sturdy door looks new, but
the strips of discolored bronze that band it look centuries old;
the bronze hinges also look ancient but newly-greased.

The door is bolted from the inside. Any effort to open or
damage it will alert the sleeping Lightning Zombies on the other
side; see #7 below for details.

To break the door down, characters must make their Open
Doors rollat a —2 penalty. If the roll is successful, they break the
door off its hinges.
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Characters who prefer to use weapons rather than their shoul-
ders must use a blunt weapon such as a club or mace. These will
do onehalf normal damage against the door; sharp weapons
like arrows or swords will not damage it at all because of the
metal bands. The door will shatter after receiving 40 hit points
in damage.

7. Donjon First Floor (Ground Level)

The ground floor of the building is a couple of feet higher
than the courtyard, presumably so that water will not seep in.

mals or shelter rcfﬁgccs in times of trouble.
Today, the stone floor of the donjon is covered with dirt
and wooden wreckage fills the room. There are no windows,

the now-openeddoor. You can dimly see a door in the back of
the room and an enclosed stone staircase along the right wall
winding its way up to the next level.

The room’s desolate appearance does not mean it is unoccu-
pied. A half-dozen lesser Lightning Zombies sleep hete on piles
of makeshift bedding among the wooden wreckage. If player
characters pound on the door to knock it down, the Lightning
Zombies will awaken, exchange a few whispered words, and
then hide underneath and behind all the junk in the room until
the characters have entered the chamber. When most of the PCs
are in the chamber, the Lightning Zombies will spring from
their resting-places and attack.

Ambushed! As you are picking your way through the
room, half a dozen men and women jump from behind the
rubbish and attack you, shouting *‘Stop them! Stop the in-
vaders from reaching Lord Kazakk!"' They wield a variety of
weapons—swords, pitchforks, and kitchen knives, but all are
dressed in tattered clothing and all glow with the same eerie

It looks like this wbs once a common area used to stable ani-

leaving the room dark except for what light comes in through |

light.

The Lightning Zombies will shout orders and warnings to
each other as they fight, and may even trade a few words with
the player characters as they exchange blows, praising them for
clever strokes and saying what a pity it is that they have to kill
them. They can’t be convinced not to fight, happily confessing
that their master, Lord Kazakk, has ordered them to stop anyone
who tries to enter the Keep. They won’t say who, where, or what
Lord Kazakk is.

The defenders will fight the PCs until half or more of their
number fall, at which point the rest will flee up the stairs, yell-
ing “retreat!”’ and “‘runaway!"” One will try to hold the stairs to
give the others a chance to escape through the secret door on the
third floor (area #12 on the map). The brave soul who stayed
behind will surrender after two full rounds of combat, since by
that time he will have delayed the PCs long enough for his fel-
lows to get through the secret door unseen. If the PCs manage to
kill or incapacitate him in only one round, they will be able to
get up to the third floor in time to see the secret door swinging
shut.

If the PCs do end up with a Lightning Zombie prisoner on
their hands, their captive will be helpfully unhelpful. He says
his name is Zarrek, a woodworker in setvice to Lord Kazakk. He
will say he cannot answer any questions about the Keep, since
Lord Kazakk said not to. If asked where his cohorts fled to. he
will cheerfully lie that they have probably retreated to the roof to
getas far away from the PCs as possible. If the PCs reach the roof
and discover there’s nobody there, Zarrek will act as surprised as
anybody.

Lightning Zombies (Lesser): NA 6; AC 8; HD 2; #AT 1 fist,
weapon, or special; Dmg 1d3, by weapon, or special; MV 90
(30); Save F2; ML 7; TT A; Int 11; AL N; SA lightning touch:
1d6 electrical jolt each round after victim grabbed (Open Doors
roll to break grip); XPV 25.

Full descriptions and details of the Lightning Zombies are
found on page 94. Parties of higher than 1st-5th level should
encounter 1-8 Greater Lightning Zombies instead.

8. Ground Level Storeroom

This dusty chamber is full of strongboxes and wooden
chests. You see no doors other than the one you entered by.

Characters who imagine that they've just walked into the
Keep’s treasure chamber will be sadly disappointed; the chests
and boxes contain only rotted clothing.

9. Staircases

The donjon’s staircases are built against the curved walls of
the donjon. Each is enclosed, with stone walls on either side and
aroof. At the top of each staircase is a landing and a closed door;
characters must open the door to enter the next level.

The letters on the map indicate where each or the five stair-
cases begins and ends. Staircase a-b goes from the 1st floor
(ground level) to the 2nd floor; b-c goes from the 2nd floor to
the 3rd, and so forth. Staircase e-f leads from the 5th floor to a
trapdoor in the roof,

10. Donjon Second Floor

The single room that makes up this floor looks like it might
once have been used as an audience chamber for the lord of
the Keep. The frayed tatters of once-glorious tapestries still
hang from the walls, and a ruined heap of carved ebony, ivo-
ry, and gold leaf at the far end of the room is all that remains
of an old baronial throne. A large fireplace near the stairs has
obviously not been used in centuries; it is choked with cin-
ders, ash, birds’ nests, and other rubbish. Elsewhere in the
room, ruined desks, benches, spinning wheels, and other fur-

-niture lie strewn about. There is no sign of any movement.

If the player characters look for tracks, they can see from the
trail through the dust that the Lightning Zombies do not use
this room much except to get to the stairs to the nextlevel. Un-
fortunately, this means they have not rooted out or killed the
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strange creatures which infest the level, the Ploppéds (pro-
nounced PLOP-eds).

Ploppéds are big, hairy black spidets with too many legs.
Theyare territorial but not particularly aggressive, which means
they will not attack if the PCs merely pass through to the next
level. If the PCs decide to search the room throughly, they will
be attacked by a Ploppéd each time a character comes within 5'
of its hiding place. These will be individual encounters, not a
concerted attack, and the Ploppéd concerned will break off its
attack if the character retreats.

Ploppéds: NA 4; AC 9; HD /2; #AT 1 bite; Dmg 1 point +
special; MV 120’ (40"); Save F1; ML 3; TT Nil; Int 1; AL N; SA
leap 10’ (for character’s face); poison (Save vs. Poison or para-
lyzed for 1d6 turns); XPV 6.

For more on Ploppéds, see page 95 in Appendix B: Monstets.

In and of themselves, the Ploppéds are not dangerous to the
player characters; they're more like a momentary fright (not
many people like to see sixteenlegged one-pound spidets leap-
ing for their faces!). The main danger is if too many characters
become paralyzed, leaving the party weakened when they run
into the Lightning Zombies again.

11. Donjon Third Floor

Unlike the two levels below, this floor of the donjon is di-
vided in a T-shaped corridor and six small rooms, three on
each side of the hallway.

This level of the tower was once the residential hall. It is di-
vided into several bed-chambers for groups of men-at-arms. If
the player characters enter any of the rooms, read them the fol-
lowing description:

This room looks as if it might once have been a bed-
chamber. The bed itself has collapsed into a heap of broken
wood and bedding; a broken table and smashed chest also
litter the place. An armoire, or wardrobe, still stands intact in
one corner.

Each time the characters seatch one of these chambers, the
DM should roll 1d6. Ona result of 1, the characters find a Light-
ning Zombie curled up asleep among the ruins of the bed. On a
result of 6, the characters find treasure worth 1d6 % 10 gold
pieces—either a rotting pouch of coins or gems hidden among
the remains of the bed ot chest or a piece of jewelry still attached
to a 1uined piece of clothing.

Lightning Zombies (Lesser): NA 1; AC 8; HD 2; #AT 1 fist,
weapon, or special; Dmg 1d3, by weapon, or special; MV 90’
(30"); Save F2; ML 7; IT A; Int 11; AL N; SA lightning touch:
1d6 electrical jolt each round after victim grabbed (Open Doors
roll to break grip); XPV 25.

The Lightning Zombie will be unarmed.

If the characters think to check, they will find that while the
floors of the rooms are dusty, the corridor itself shows signs of




heavy waffic. Because the dust is a giveaway, any character
searching for a secret door at location #12 should receive a +1
bonus.

12. Secret Door

The wall at the end of this corridor looks exactly the same as
the other outer walls in this fortress: dressed stones fitted
closely together, with two brass sconces to hold torches. The
footsteps in the dust lead directly up to the wall and then
stop.

The secret door to #19 is actually a heavy wood-and-metal
door with a thinner stone facing mounted on the outside; it is
triggered by pulling on both torch-sconces at the same time. If
the characters think te look, they will notice that this door, like
so much else in the fortress, has recently been rebuilt.

Beyond the secret door lies the cliff wall of the mountain
itself; a dark opening in it seems to lead into a natural cave
within.

This is the entrance to the cave complex; see the map on page
19.

13. Antechamber

This area looks like an antechamber. There is no furniture
whatsoevet, and the door beyond has not been repaired; it
lies in splinters on the floor.

14. Baron’s Chamber

This large chamber look as if it might have once been the
master bedchamber. The room is filled by the remains of two
large four-poster beds, several armoires, rugs, and tapestries.
Two windows look out over the courtyard, with a large fite-
place between them. Over the mantlepiece are the remains of
a weapons rack, a jumble of rusted and broken weapons still
dangling from it,

Characters who do a thorough search of this chamber will find
several things of interest here:

A small, secret drawer in one of the wrecked armoires (stand-
ard Find Secret Doors roll to find) hides a mouldy leather pouch
containing 100 gold pieces, three gems (garnets) worth 100 gp
each, and a finely-wrought ring. The ring has a crystal stone
carved with a mountain-goat in a rampant heraldic pose; on the
inner surface is carved the motto **A Corran!”* The ring's value is
30 gp, butsince it’s a treasured family heirloom Jeddarin Corran
will reward the characters with 50 gp for recovering it.

In the rubbish on the mantlepiece is a dagger on which therc
is not one trace of rust. It is a dagger +2 with no extraordinary
abilities.

There is a blank space on one of the walls. From the darkness
of the surrounding wall, it looks as if a circular picture or some
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similar object once hung here and has been recently pried away.
No trace of the missing object can be found in the chamber.

If the characters bypassed the third floor and did not discover
the secret door to #12, the inhabitants of the Keep choose this
opportunity to launch a second ambush on them. A group of
Lightning Zombies, one for every member of the PC party, will
creep up the stairs from the third floor and attack them from
behind.

Lightning Zombies (Lesser): NA 1 per PC; AC 8; HD 2; #AT
1 fist, weapon, or special; Dmg 1d3, by weapon. or special; MV
90’ (30'); Save F2; ML 7; TT A; Int 11; AL N; SA lightning
touch: 1d6 electrical jolt each round after victim geabbed (Open
Doors roll to break grip); XPV 25.

Once again, these Lightning Zombies carry assorted weapons
they have scavenged from the ruins: a mix of normal swords (1d8
damage), meat choppers (1d6), and bows (1d6 damage). If they
are clearly getting the worst of the battle, they will turn and run.
However, thistime no one will volunteer to stay behind as a rear-
guard to delay pursuit, so if the PCs act quickly they will be able
to see their retreating foes entering the secret door at #12.

As before, Greater Lightning Zombies can be substituted if
the PCs need a greater challenge.

15. Windows

On either side of the fireplace in the old master bedroom are
windows large enough for a thin human (or any halfling or elf)
to encer. The remains of shutters still hang from hinges, and iron
bars are still firm in the stones of the wall; it takes a normal
Open Doors roll to pull enough bats free to allow someone to
pass through the window. Evidently, these two windows were to
be used for sniping down on any enemies who might have
reached the courtyard.

16. Kitchen and Food Stores

This large chamber was clearly the donjon’s kitchen and
main food storage area. It is currently littered with the re-
mains of hardwood kitchen tables, rusted knives and other
implements, and large bins which once held many types of
food. There are not one but two large fireplaces here, at ei-
ther end of the room; both look equally disused. The ceiling
here is made of heavy wooden planks; holes in it have allowed
birds to enter and nest here; several squawk in annoyance at
you as you enter.

These birds are not sprackles and, while a nuisance, are not
dangerous. Any character entering the chamber will become an
object of interest to them; several birds will settle on the charac-
ter and begin pecking his or her hair for nesting material. After
three rounds of this, they will flee through the holes in the ceil-
ing.

Ordinary Birds: NA 6; AC 9; HD 1 point; #AT 1; Dmg Nil;
MV 120’ (40') flying; Save F1-1; ML 3; TT Nil; Int 1; AL N;
XPV Nil.




17. Windows
The windowsof the kitchen level are identical to the windows
at #15.

18. Roof (Not Shown On Map)

The donjon's roof provides a breachtaking view not just of
the courtyard below but of the whole valley and the moun-
tains to the south as well. Chimneys stand to the north and
south, while the rotted remains of what was once a water-tank
lies in the center. The heavy wooden beams that make up the
roof sag dangerously; you can see several holes where it has
begun to give way. An intact trapdoor leads to the level be-
low.

There is no sign of any activity anywhere on the roof.

The Lightning Zombies never come up here, largely because
the roof is rotted and dangerous to walk upon. Every turn a char-
acter walks on this roof , the DM should roll 1d6. On a result of 1
or 2, the character will fall through the ceiling and crash into the
kitchen, taking 1d6 damage; if the character is smaller than a
normal human (a halfling, an elf, or a child) or a mystic, he or
she will only fall through on a roll of 1.

The Caves

19. Cave Access

The chamber behind the secret door leads to a small natu-
ral cave in the mountain’'s side. The cave is dark, but full of
sooty air that smells as though torches burned here until mere
moments ago.

If characters light their own torches or lamps, they'll see
where the cave narrows at the north end to form a tunnel leading
furcher into the mountain.

However, it takes more than torchlight to see the trap set up
by the occupants of these caves. At the tunnel out of this cave are
wooden staits leading down into the next chamber. The stairs are
of recent construction, like much of the woodwork elsewhere in
the Keep and environs.

The next-to-the-bottom stair is a pressure-plate; when any
weight of more than 1,000 cn (100 lbs) is placed upon it, the
trap will be set off. Naturally, the Lightning Zombies know the
trap is here and will not set it off however disorganized their
retreat.

When the trap is triggered, the bolt holding the top of the
staifs to the stone gives way but the hinge holding the bottom of
the stairs to the stone doesn't. Characters standing on the stair-
well will fall into a water-filled pit unless they can make a Saving
Throw vs. Death Ray to leap clear. Then a bronze grate slides
across the top of the pit, sealing characters within.

The really nasty thing about the trap is that since the grate is
just under water level, anyone trapped in the pit will drown un-
less the grate can be removed, and quickly.
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Character can hold their breath for a number of rounds equal
to their Constitution score if they remain calm. Characters who
tey to attack the grate or thrash about can only hold their breath
for half as many rounds as their Constitution scote (rounded
up).

Once that time is up, characters must start making Constitu-
tion ability checks by rolling a number equal to or higher than
their Constitution on 1d20. Each subsequent round, add a cu-
mulative +1 penalty to the die roll.

Once a character failsa roll, he orshe begins drowning. The char-
acter falls unconscious and can no longer act. He or she will die
unless he or she receives aid within a number of rounds equal to /3
his or her Constitution score. This aid can be in the form of any sort
of healing spell from a cleric or resuscitation from a character with
the Healing General Skill. Revived characters will recover conscious-
ness at once but not be able to move or fight for three turns.

A normal Find Traps roll or find traps spell will allow a charac-
ter to avoid setting off the trap. Once it has been triggered, a
successful Remove Traps attempt will trigger the switch which
slides the grate back into the pit’s wall. The grate can be torn
loose on a successful Open Doors roll (—2 modifier); a knock
spell will reverse the trap’s gears and open the grate. Note that a
magic-user who is not caught in the trap can casta water breath-
ing spell on one who is to win time and help the victim survive
until the trap can be opened.

20. The Crypt

The floor of this large, dark chamber is covered by water
several inches deep. The entire right wall is made up of burial
vaults stacked one atop another all the way up to the 12’ ceil-
ing. The vaults are made of crumbling brick and morrar;
most are open and clearly have never been used.

Four stone sarcophagi lie along the wall before the vaults,
their lids all in place.

Near the far end of the chamber, on the left, are what look
like the jumbled remains of rotting wooden coffins.

Wooden stairs rise up toward exits in the left and back walls
of the cave. Dim light can be seen trickling in from the open-
ing on the left.

The exit to the left leads to the library, #21; that in the rear to
#22, the pool room. Neither of these stairways is trapped; both
are new and in good repair. Water trickles down the rear stair-
way. The room is dark aside from what little light makes its way
in from #21.

The floor of this chamber is about six inches deep in water;
characters walking through it will make splashing noises as they
go (a successful Move Silently roll will negate this for a thief or
monk).

Characters investigating the vaults will find that only one of
them shows signs of ever having been used, and it is now empty.
Not enough remains of the coffins to tell if they were occupied
or not, but they are all empty now. As for the sarcophagi, all are
empty except one. The exception is the only one with a name-
plate catved (crudely carved to read ‘‘Barron Aleyxandre Cor-
raigne, In Vayne He Died”'); inside is an empty wooden coffin.

If any character passes the entrance to the cave at #21, a voice
from inside that chamber will call out, *“Who’s there? Is some-
body out there?"” The voice is high-pitched, perhaps that of a
young woman or a child (this is the voice of Crackle; see the
description of chamber #21 below).

21. The Library

This room must once have been some sort of hall of re-
cords. Several feet higher (and therefore drier) than the crypt
outside, it has shelves cut into the stone of the walls. Each
shelf holds the remains of baskets, each basket containing
tatters of parchments.

A new desk has been built for this chamber, and behind it,
reading by candle-light, is a boy. He looks to be about nine
years old, and, like all the other people you have encountered
in the Keep, his skin is grey and his clothes in tatters. But
unlike them, he seems inquisitive and friendly. As the first
character enters, he looks up and says: “Hello. I’'m Crackle.
You must be the ones everyone’s been so worried about.”

Assuming the player characters don’t attack and kill him
immediately—which would be quite a waste of a valuable
resource—this young Lightning Zombie will gladly tell the char-
acters everything he knows. Below are answers to some of the
questions player characters might ask. If the players want the
answer to some other question, the DM should make up a rea-
sonable reply (including “I don’t know").

W ho and what are you?

He says his name is Crackle. All the Lightning Zombies have
chosen names for themselves. He thinks that, in life, the body
he wears must have belonged to young Edgar Corran, son of Bar-
on Alexander Corran. But he doesn’t know for sure; none of the
Lightning Zombies remembers anything of the history his or her
body lived through.

He says he’s not strong enough to fight, so he’s been learning
what he could from the ancient archives of the Cotran family
stored in this chamber.

How many Lightning Zombies are there?
Fourteen: six on guard out in the Keep, six more whosleep in
the Pool Chamber, Lord Kazakk, and young Crackle.

W hat has he leatned about the Cotrans?

Around the year 821 AC Baron Alexander Corran brought his
wife Lillian, their son Edgar, and a dozen guardsand servants to
this bleak area of the mountains to establish his new dominion.
All he had to do was wipe out the most dangerous monsters in
the area and his baronial status would be confirmed; his family
would send more guards and settlers.

Unfortunately, he failed completely. Local monsters proved
more familiar with the terrain and slowly wore down his fight-
ers. Lillian Corran was carried off by some evil thing from the
north; the records suggest that it might have been a vampire.
One-by-one the guards were killed in minor skirmishes, until
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finally there were not enough left to protect the Keep from a
final full-scale onslaught. The remaining guards, the servants,
and young Edgar all died before Baron Corran was able to repel
the attackers, receiving a mortal wound in the process. The sole
surviving guard buried the bodies here in the Keep'’s crypt be-
fore leaving to return to the safer lands to the south.

Wherte did the Lightning Zombies come from?

Crackle doesn’t know. All he knows is that he woke up one
day in one of the wall vaults, and all the bodies in the ruined
coffins were waking up too. The body in the sarcophagus also
emerged. It was much stronger than the rest of them, and for
some reason when it commanded the others they found they felt
compelled to obey.

They all chose names; the leader called himself Kazakk and
gave himself the title Lord to indicate that he ruled over them.
Under his orders, the Lightning Zombies have been rebuilding
the Keep to be their permanent home.

Crackle thinks that maybe the talking shield had something
to do with the Lightning Zombies.

"The Talking Shield?"'

Yes, in one of the rooms of the donjon they found a mirtor-
like round shield. Lord Kazakk had them carry it to his treasury.
Sometimes a face appears in the mirror and tries to talk to them,
but Lord Kazakk refuses to speak with it or let anyone else do so,
either. Crackle has noticed that the shield glows just like the
Lightning Zombies; sometimes its energy spreads out through
the whole Keep area.

“Treasury?”

The last chamber of this cave system, beyond the chamber
with the pool, has a chest filled with money. Baron Corran’s
journal says that Corran Keep was built on the ruins of an older
fort, the home of some famous dragon-killer. Crackle was the
one who discovered the journal entry that said the old treasure
was sunk at the bottom of the pool. Lord Kazakk had his Light-
ning Zombies retrieve it and store it in the Treasury chamber,
and now won't let anyone else see it. Crackle is miffed at this,
because if it hadn’t been for him no one would have even known
about the treasure.

Why is Crackle being so helipful?

Crackle doesn’t like Lord Kazakk. He wants to leave, but Ka-
zakk won'’t let him. Crackle would like the player characters to
destroy or drive away Kazakk and perhapshelp Crackle get back
to civilization, where he can ‘'grow up.” Crackle obviously
doesn’t understand that he’s undead, but since he’s not evil it’s
up to the PCs to decide whether or not to help him.

On the other hand, if the PCs do attack Crackle, he won'’t
defend himself other than by cowering and crying outfor them
not to hurt him.

Crackle: NA 1; AC9; HD 1; #AT 1 fist or special; Dmg 1d2 or
special; MV 90’ (30°); Save F1; ML 4; TT Nil; Int 13; ALN; SA
lightning touch: 1d3 electrical jolt each round after victim
grabbed (Open Doors roll with +2 bonus to break grip); XPV
13.
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22. The Pool

Another set of stairs, with water dripping down them,
leads up into this chamber. Water welling up from cracks
deep in the earth makes a freshwater pool here. Someone
once encircled the pool with a stone wall, turning it into a
natural cistern, but the base of the wall collapsed long ago
and water now trickles out freely.

When characters start to climb the stairs up to the pool cham-
bet, the surviving Lightning Zombies—minus Crackle and Lord
Kazakk—bar their way at the top of the staits. The number of
remaining Lightning Zombies is determined by the player char-
acters’ earlier success against them; the PCs are faced by twelve
Lighting Zombies minus the number they killed or captured
eatlier in the adventire. Wounds they inflicted on surviving foes
have not been healed.

A speaker for the Lightning Zombies addresses the PCs; as she
does, a harsh voice from much further back in that room con-
stantly amends and corrects what she is saying:

Speaker: ""Mortals, we order you...”

Voice In Back: ""Mortal fools!"

Speaker: "Mortal fools, we order you to depart this place.
This is the keep of Lord Kazakk.."

Voice: "The great, glorious, and indestructible Lord Ka-
zakk!"

Speaker (pauses and sighs before continuing): *“This is the
keep of the great, glorious, and indestructible Lord Kazakk,
slayer of men, ruler of continents...”

Voice: ""Do not overdo it."

Speaker: "'...who requires that you drop all your weapons
and money before us, turn and flee, and either leap from the
mountainside or run screaming to the lands of men.”

Voice: ' That is correct. Well done.”

The second voice, the one making all the corrections, is Lord
Kazakk.

The Lightning Zombies do not particularly want to fight but
have no choice; they must obey the orders of Lord Kazakk. If the
PCs wish to negotiate, Lord Kazakk will shout his conversation
from an unseen point at the rear of the chamber (from the stairs
up to the treasury, that is) but will not come closer. He'll give
ground on his negotiations far enough to allow the PCs to leave
the Keep with all their equipment and possessions intact, but he
will not let the PCs enter the treasury. If they want to do that,
they’l] have to do so by force. If the PCs ascend the steps, the
remaining Lightning Zombies (aside from Crackle and Lord Ka-
zakk) will have to attack.

Lightning Zombies (Lesser): NA 12 minus those already
killed/captured; AC 8; HD 2; #AT 1 fist, weapon, or special;
Dmg 1d3, by weapon, or special; MV 90’ (30°); Save F2; ML 7:
TT A; Int 11; AL N; SA lightning touch: 1d6 electrical jolt each
round after victim grabbed (Open Doors roll to break grip);
XPV 25.

As before, these Lightning Zombies have a variety of equip-

ment. The spokeswoman has a mace (1d6 damage); others carry
anything from a hammer and chisel (1d6) to a rolling pin (1d4
damage). Note that PCs standing in water will automatically re-
ceive the Lightning Zombies' lightning touch attack each round
they and a Lightning Zombie are standing in the same water.

This time, the Lightning Zombies cannot retreat. They will
fight until it is clear they are losing, at which point they will
either flee down the stairs past the PCs out of the Keep if possi-
ble, or else surrender and hope for the best.

Once the PCs defeat or break through the line of Lightning
Zombies defenders, Lord Kazakk will finally enter the fray. He
looks like a tall, handsome, brown-haired, grey-skinned human
with noble features and an arrogant, annoyed expression.

Lord Kazakk (Greater Lightning Zombie): NA 1; AC 6; HD
4; #AT 2 fist, weapon, ot special; Dmg 1d6, by weapon, ot spe-
cial; MV 120’ (40'); Save F4; ML 7; TT Special; Int 11; ALC; SA
lightning touch: 2d6 electrical jolt each round after victim
grabbed (Open Doors roll to break grip); XPV 125.

Kazakk carries a magical normal sword +1.

Kazakk will fight the heroes for four combat rounds. If he has
not inflicted more damage than he has received by the end of that
time, he will try to flee. If the way is open for him to 1un out
through the caves, he will; otherwise, he will leap into the pool and
swim down to the bottom, waiting there for a full day (the amount
of time he figures it will take the humans to sack the place and
leave). Since he doesn't need w0 breathe, he figures this is a safe
place to hide. At the end of that time, he will sneak out of the
Keep, leaving it forever as a place too dangerous for him!

The PCs can choose to ignore him after he jumps into the
pool, to outwait him, or to go in after him using spells such as
water breathing.

If after four rounds of combat Kazakk has hurt the party more
than the party has hurt him, he will conclude that he is winning
the fight and stay on to the bitter end, convinced that he cannot
lose.

23, The Treasury
Assuming that the PCs win the fight, either defeating Lord
Kazakk or driving him off, they can enter the Treasury chamber.

This room of the cave has been arranged as a bedchamber.
In it are a new, sturdy wooden bed draped with animal skins,
a new wooden chest, a new wooden chest of drawers, and a
framed picture set atop a new wooden table.

The PCs can investigate all the items in this room at their
leisure.

Bed and Animal Skins

The bed is of good, heavy construction; evidently one of the
Lightning Zombies retained some carpentry skills. It is worth
perhaps 10 gold pieces if the PCs care to carry it on their backs all
the way to Darokin City.
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Wooden Chest

This box contains 500 pieces of silver—ancient coins bearing
unreadable symbols on one side and a sphinx on the other. The
PCs can spend these in Darokin as standard silver pieces. But if
they take the time to look for a collector of rarities, they'll dis-
cover that these coins seem to belong to the long-lost and nearly
forgotten Nithian culcure and are actually worth ten times theit
face value (i.e., 500 gp not 50 gp).

Chest of Drawets

Inside the drawers are the remains of fine clothing, once care-
fully and lovingly folded for storage but now faded and brittle.

Atop the chest is a mitror-frame made of two vertical wooden
bars. The mirror itself is a silvery disk 2’ in diameter; it can easily
be lifted out of its makeshift frame. Curiously enough, on the
back of the mirror are straps that allow the thing to be used as a
shield!

If the PCs know from Crackle that there is someone inside the
shield, they may choose to speak to the shield (“'mirror, mirror,
onthewall..”). If so, thespiritinside the shield will come to the
surf:ace and answer; see “‘“The Mirror-Shield of Rheddrian™ be-
low. The same will occur if the PCs start to leave the chamber
without taking it along.

Framed Picture

The picture is an oil pamting of a dark-haired, noble
young man, a fair-haired, delicate-looking young woman,
and a dark-haired male child.

The man is the spitting image of Lord Kazakk, except that
his expression is gallant and his skin is not gray. He wears a
velvet doublet of a style which was popular two centuries
years ago.

The woman is very beautiful, with long blonde hair and
green eyes, but she has a slightly melancholy expression. She
looks more like a debutante than a pioneer and wearsan ele-
gant green gown of the same period.

The boy looks exactly like Crackle, with dark hair and eyes;
his expression is an idealized adult look of determination. He
wears an outfit identical in style and color to the one the man
wears.

A brass plaque affixed to the frame of the picture identifies
this trio as Baron Alexander Corran, Baroness Lillian Corran,
and young Edgar Corran.

If the player characters ask, tell them that this painting is
about the samesize as the object removed from the wall of room
#14 of the tower. It is worth a modest 100 gold pieces, but under
their agreement the PCs are not supposed 10 claim family heir-
looms such as this. Nonetheless, Jeddarin Corran will be so
pleased at its recovery that he will pay a reward equal to its worth
if they bring it back safely to him.

The Mirror-Shield of Rheddrian

The characters have now accomplished their mission; they've
gotten rid of the significant dangers of Corran Keep. Oh, yes,
there are still some sprackles around, and some ploppéds to help
make the PCs’ lives interesting for as long as they remain in the
vicinity of Corrao Keep, but Jeddarin Corran’s men-at-arms
should be able to cope with these minor nuisances.

Up to this point, the adventure will appear to have been fairly
straightforward. However, the characters’ liberation of the
Mirror-Shield of Rheddrian will complicate matters, eventually
having an enormous impact on the fate of the world.

At some point, the being inside the Mirror-Shield will at-
tempt to communicate with the PCs. This will ficst happen un-
der any of these circumstances:

(a) When a PC addresses the being in the mirror,

(b) When the PCs attempt to leave the mirror behind, ot

(c) When the PCs discuss (in the mirror's presence) how
much they can get for the mirror if they sell it.

When the being in the mirror decides to address the PCs, the
following will happen: the mirror-like surface will become
cloudy and cease to reflect whatever is before it. Then, the face
of aman—black-haired, with a short beard and mustache, intel-
ligent eyes, creases of worry in the brow, and light green skin—
will “swim” to the surface. The mirrorlike sheen of the disk’s
surface will return and the background of the mirror will reflect
whatever is before the mirror, but the face will remain. It speaks:

Greetings. Please don’t be startled; I won't hurt you. In
fact, I need your help... help to get free of this prison. My
name is Rheddrian... and unless I am freed, I fear that this
world of yours may be destroyed.

After an introductory statement like that, the PCs will doubt-
less want to ask this fellow a few questions. Here are the ques-
tions they are most likely to ask, with his answers; DMs can
improvise his answers to other questions. Even if they don't ask
all these questions, he’ll eventually provide most of these an-
swers anyway—except for the *“Why should we help you?” an-
swer, which he will not volunteer unless asked.

What are you?

Rheddrian will attempt to explain the events described on
pages 6-7 in terms the player characters will understand.

Long ago, he says. he traveled on a great ship that sailed be-
tween the worlds. Something happened to the magics that kept
the ship aloft, and it fell from the skies onto this world. The
ship’s magics would not work properly here, so they were strand-
ed. The ship’s captain had to put down a mutiny of those who
wanted to use their powers to enslave the planet’s pink-skinned
primitives.

After sending out a message for help, the captain put all the
remaining crew to sleep so they would not grow old while awaie
ing rescue. Only one at a time would stay awake to keep watch
over the others and to protect the ship from tntruders, aided by
mechanical men. These armored knights were golem-like crea-
tures who would obey the orders of the crewmember on watch,
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help defend the ship, and make what repairs they could. They
agreed that each crewmember would stand a watch of two years
before waking his or her replacement.

Rheddrian slept for what he assumes where many years, only
toawaken to treachety. Most of his fellow crewmembers had van-
ished, while the rest had been murdered by the man on watch;
Rheddrian himself survived because of a spell of protection that
the murderer didn’t know about. The traitor had sold his serv-
ices as an alien wizard to one of the groups of pink-skins, people
from a place they called Blackmoor. He had let these men plun-
der the ship, not understanding that this would remove the pro-
tective wards that prevented the ship from exploding.

Rheddrian managed to regain control of the metal men and
used them to defeat the traitor and drive away the thieves, but
he was unable tostop the explosion. He doesn’t know what hap-
pened after that, but assumes that the explosion destroyed the
ship. He knows he slept a long, long time after the explosion,
and finally woke up to find himself here in Lord Kazakk’s trea-
sury. Kazakk would never talk to him and ignored everything he
said. He learned the PCs’ language by talking to the small crea-
ture called Crackle—he adds that it was easier to learn than he
would have expected.

Crackle described the object Rheddrian is trapped in, and
Rheddrian says it seems 1o be a larger version of the object he
once used to communicate with his ship (if the player characters
ask, he will explain that the ship had many areas that thought
and spoke on their own). He does not know how he came to be
trapped within it, but assumes this must have been a fortuitous
side effect of the explosion.

If the player characters ask, Rheddrian will known nothing
about the nations of the modern world (they didn’t even exist
when he and his crew landed!). Nor will he recognize the local
landscape if they describe or show it to him; it’s simply changed
too much in the intervening millennia.

W hat's This About the World Being Destroyed?

Rheddrian says that the mirror-shield, the device which holds
him, is leaking dangerous energy. He believes that it was this
excess energy which created the Lightning Zombies; if the PCs
tell him about the other strange creatures of Corran Keep (the
sprackles and the ploppéds), he will theorize that the shield is
responsible for them as well. He thinks this energy could be
quite dangerous to the health of living people exposed to it, and
wants out so he can cast the proper spells to stop the energy from
escaping.

More importantly, Rheddrian says that he can still distantly
sense that some of the devices from his ship are still in operation;
he can feel them radiating energy. Somehow this energy has
been altered in ways he does not yet understand—perhaps com-
bined with otherforces native to this world. He strongly suspects
that the missing devices will have effects on their surrounds sim-
ilar to those of the mirror-shield, but far more deadly. It’s al-
most, he says, as if they’re draining the life-force out of this
world... and the process is accelerating. But he has no idea
where the devices are, can’t feel a direction... and he can’t even
begin to look for them while he’s trapped in this thing.
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How can we free you?

That’s the tricky thing. He has an incomplete but intuitive
understanding of the way this device works (he’s had a very long
time to think on it, after all). He thinks he can only be freed if
one of the characters will willingly trade places with him. It's
only for a short time, he assures them; if he cannot find someone
to take the PC’s place inside the shield within three days of their
reaching civilization, he will trade places back with the PC and
resume his imprisonment here. The PC has nothing to lose, he
says.

Why should we help you?

Rheddrian has no gold or treasure to offer them; he says that
he only had his jumpsuit and personal possessions with him
when the energy blast trapped him in this device. He says he has
a timepiece they could have which is probably like nothing the
PCs have ever seen (he’s right! it’s a space chronometer worth
200 gp; a curious wizard might give as much as four times that
forit). He also has some coins of his people; he has no idea what
they would be worth here (nothing, except for curiosity value).

But, he says, they will earn his friendship, and he will owe
each of them a favor, especially the PC who temporarily takes his
place. If he ever achieves power or fortune, he will not forget the
people to whom he owes his freedom. He says he is a man of his
word, and that he wants only to eliminate the danger of his
ship’s devices and then return to the existence of a normal man.

Other PC Lines of Inquiry

The PCs have practically no way to prove or disprove Rhed-
drian’s story. The most learned scholars will recognize the name
of Blackmoor but know almost nothing about it except that its
knowledge of science was very great and that it blew itself up in
the ancient past. The idea that Rheddrian has been trapped in
the mirror for some 4,000 years should surprise the PCs, while
the hint that his ship’s devices are capable of such mass destruc-
tion should give them pause for thought.

The PCs can use detect magic to discover that the mirtror
shield really is a magical item, butare unlikely to discover that it
is actually an artifact.

If the PCs Agree to Help

If the PCs agree to help Rheddrian, and one of their number
volunteers to trade places with him, the following events will
take place.

The volunteer must hold the shield facing him or her, speak
Rheddrian’s name, and concentrate on drawing him from the
shield. There will be a crackle of energy and bright light from
the shield. When it clears, the PC has vanished and Rheddrian
stands in his or her place; the PC’s face is now reflected in the
mirror.

Rheddrian in the flesh is a man of average height who
looks just as he did in the mirror. He wears a smudged and
oil-encrusted garment that, to the PCs, looks like a one-piece
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combination of trousers and long-sleeved shirt. He also wears
black boots and a black belt. His skin is a light, pleasant
green in color.

He sways a little on his feet, then smiles, checks to see if
he’s real, and wirns to you. *'Thank you, friends,” he begins.
“You will see that | am true to my word.."" Then he looks
startled and folds over, collapsing as if someone just hit him
in the stomach. He’s suddenly surrounded by a bright, radi-
ant golden light.

The strange aura is so glorious that it affects the PCs’ minds.
All PCs within 60’ must make Saving Throws vs. Spells (with no
bonuses from Wisdom scores, spells, or magical equipment).
Those who fail ate paralyzed with awe for a total of three full
turns; those who make their rolls are unaffected. It's important
for the DM to note that Rheddrian has no idea what’s happen-
ing to him; he’ll say so if asked. Finally, after two combat
rounds, the fit seems to pass.

After lying helplessly in agony on the ground for a minute
ot two, Rheddrian seems to regain control of his arms and
legs and staggers to his feet. He's grown about a foot, shred-
ded his jumpsuit and butsting his boots. He’s still surround-
ed by that wonderful golden glow and looks confused.

“Something’s happening,* he says dully, and vanishes—
taking the Mirror-Shield with your friend wapped in it with
him!

He’ll be gone for several hours; once the other PCs have recov-
ered from their paralysis, let them do as they wish during this
time. No amount of shouting or spell-casting will let them fig-
ure out what has happened to Rheddrian and their comrade.

What Happened to Their Friend

Take the player of the trapped character aside and explain to
him or her what the character sees. A moment after Rheddrian’s
disappearance, the PC finds himself or herself looking down on
the mountains from an altitude of what seems like miles. Rhed-
dtian then clutches the shield to his chest with the mirror-face
against his skin, so the trapped PC can’t see anything except
Rheddrian’s dirty garment. Rheddrian won'’t answer his or her
attempts to communicate.

The PC sees several changes of light-intensity, as though
Rheddrian were moving from lighted rooms to darkened ones.
Then, after several minutes, the mirror is pulled away from
Rheddrian’s chest and wrapped in a blanket. Afrer that, nothing
happens for many hours.

Finally, the blanket is unwrapped. Rheddrian, looking hag-
gard and still a little confounded, has the Shield; he isin a rat-
infested jail cell, and standing beside him s an weak, stooped
old man. The cell is illuminated by the light that continues to
pour off Rheddrian.

Rheddrian addresses the PC, saying that he isn’t exactly sure
what’s happened, but can’t talk about it now. He says, “It’s
time to free you, as I promised. I'm sorry for the delay; it took
me a while to learn how. This poor wretch has agreed to take
your place for the time being, for it will earn him his freedom
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and prolong his life.”

Rheddrian will hold the shield before the old man and speak
his own name, and a moment later the PC finds himself or her-
self standing in this stinking cell with Rheddrian.

In the unlikely event that the PC refuses to cooperate, then he
or she will remain trapped in a mirror and out of the campaign
until such time as he or she agrees to be freed. Whenever this
occurs, Rheddrian will return with the mirtor to the cell de-
scribed above and perform the same ceremony.

Back With the Other PCs

Seconds after freeing the PC from the mirror, Rheddrian will
teleport the two of them to wherever the other player characters are
at the time. Note that it may startle the other PCs to be awakened
out of a sound sleep by the sudden reappearance of their friend and
the glowing Rheddrian in the middle of the night.

Rheddrian is a being of few words right now. He shoulders his
shield and says: “I apologize for what has just happened. Some
day, pethaps, when I understand it all better myself, I can tell
you what it meant. For now, accept this as partial thanks... and
know that I do remember the favors I owe you.” He gestures; a
medium-sized wooden chest appears at his feet; and then he dis-
appears again.

The PC is reunited with his or her friends... and the chest,
when opened, proves to be full of gold—exactly 500 gp per PC.
Oddly enough, the gold piecesall seem to be brand-new and are
smooth, featureless disks; none of them bears the stamp of any
nation or mint. Point this out to the player characters, since it is
unusual.

What Just Happened, Really?

It will be some time, if ever, before the PCs discover what just
happened here. The following information is for the DM only;
player characters should not learn these details until the adven-
ture is over (see page 70).

Rheddrian was a mortal when the engines’ enetgies fused his
life-force into the Mirror-Shield, but these energies didn’t leave
him a mortal. Through accidental means, he became an Immor-
tal. While trapped within the shield, he did not realize that he
had been changed.

When Rheddrian was freed by the PCs and emerged from the
Mirror, his Immortality immediately caught up with him. His
mortal body was replaced by a similar Manif estation Form body
(see Codex of the Immortals, Book One in this boxed set, for
details). Awash with energy and with vast knowledge of magic
spells crawling through his head, he was confused. Instinctively,
he fled through use of his spells... which is good, because just
before he teleported away, the Immortal monitors of the city of
Pandius noticed him and sent a pursuit party to find him and
bring him in. They appeared far over the PCs’ position seconds
after Rheddrian left and began a systematic search for him.

It wasn’t too long before Rheddrian discovered that someone
was chasing him, someone with powers similar to his. Managing
to throw off his pursuers, he used his magic to analyze the
Mirror-Shield and determine that the method he used to escape
the device would work for others. He teleported from city to city
until he found a prisoner dying of old age and abuse. He ap-
peared and offered the prisoner a way of escape if he would
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agree to be bound in the device; the old man readily agreed.

With his new-found Immortal powers, Rheddrian created a
considerable quantity of gold from thin air, and gave half to the
PCs. He kept the other half, under the impression that it would
be useful to him; he still did not know his true abilities as an
Immortal.

Then, knowing that the pursuing Immortal might catchup to
him atanytime, Rheddrianfled... heading out into space in the
hope that it will throw off his putsuer and give him time to learn
what has happened to him.

If the PCs Won't Help

If the PCs refuse to free Rheddrian, whether it’s because they
don’t trust him, he’s not offering enough, or some other reason,
allis not lost.

If they decide to sell the Mirror-Shield upon returning to civi-
lization, they will be able to find a magic user who’ll gladly give
them 1,000 gold pieces for it; he can be bargained up toa steep
2,000 gp if they wortk at it. The events described above will occur
to that magic-user instead of the PCs, though the characters will
not know this.

If the PCs decide to keep the Mirror-Shield without freeing its
prisoner, let them cart it around for awhile; it will eventually be
stolen by a thief. The PCs will wake up one night in their camp
or theit inn rooms and find that their packs have been ran-
sacked; most of their gold and (as an afterthought) the Mirror-
Shield will be gone. The events of Rheddrian’s release will occur
to the thief instead of to the PCs, but the characters will not
know this.

Final Notes
Jeddarin Corran

If the PCs succeed in their mission of clearing out the Keep,
and young Noriad Cotran is not killed in the process, then Jed-
darin will pay them the agreed-upon amount and transport
them back where they came from. Jeddarin’s stone masons and
carpenters will soon be on their way to the Keep, where they will
make it livable again. Asan added bonus, word of the player
characters’ efficiency will spread as Jeddarin recommends them
to other patrons in the Darokin/Glantri area.

If Characters Die Here

If characters die in the course of this adventure, they will
probably become Lightning Zombies under the control of the
DM. If a character dies and is not raised within ap hour, he or
she will reawaken at the end of that hourasa Lightning Zombie
with no knowledge of his or her previous life. The only way to
prevent this is to carry the body more than one hundred yards
away from the mirror-shield before the hour elapsed.

A Lightning Zombie must obey another Lightning Zombie if
the latter wears the body of someone who commanded him or
her in life; otherwise he or she will be free-willed.




Crackle and Captured Zombies

The fates of Crackle and any captured Lightning Zombies are
up to the PCs. Naturally, it is a bad thing to kill someone who
has surrendered, but PCs may feel justified in doing so because
the Lightning Zombies are undead.

If the PCs do notkill al! the Lightning Zombies, the sutviving
Lightning Zombies will agree to leave the Keep and seek their
fateselsewhere. In all probability, they will travel north through
the mountains and reach Glantri, where they may end up in the
guard of some eccentric wizard-prince. Should the Immortal
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Nyx, patron of the undead, learn of their existence she will be
very interested and will look out for their welfare thereafter.

Crackle, on the other hand, wants to accompany the PCs back
as far as civilization, where he will go his own way. The PCs may
bump into him during some fucure adventure; he will still look
like a gray-skinned nine-year-old. Future appearances by Crack-
le are at the discretion of the DM; he might make an interesting
NPC who pops up occasionally every few years.
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e adventures in this chapter are for medium-level player
Pharacters—those from Gth to 15th experience levels, aver-
aging around 11th level.

Since it is unlikely that the party used in Phase I will be of
high enough level to proceed directly into Phase II, a DM who
wishes to use the same group of player characters in both should
run them through several other adventures before Phase 11 be-
gins to give them a chance to earn the levels needed to survive.
Alcernatively, the DM could adjust the characteristics and abili-
ties of all their opponents in these adventures downward.

The two adventures in this chapter assume that the DM has
some knowledge of the Known World setting. At the very least,
the DM should be familiar with “Appendix 1: The D&D®
Game World” in the D&D® Rules Cyclopedia. It would also
help the DM to be familiar with the Dawn of the Emperors
boxed set and the HOLLOW WORLD® boxed set, but this not
absolutely necessary to running this adventure; the background
information provided here should be enough.

Background Information

As revealed in the section entitled **About This Adventure,”
for the last several years, three groups of Immortals have been
forming up sides and deciding how to eliminate one another.
Their interactions had no effect on the adventure for Phase I,
but their activities begin to be very important to the PCs starting
now.

One group, the Fellowship of the Star, is led by Rad. They are
determined that Rad be able to continue his work with the
magic-sapping artifact The Nucleus of the Spheres (the altered
engines of Rheddrian’s ancient starship). Their mortal followers
are concentrated in Glantri, Thyatis, and the Heldann Free-
holds.

Opposed to this group is Ixion's Ring of Fire, which is just as
determined that Rad should be deprived of his dangerous toy.
Mortal followers of these Immortals are concentrated in the em-
pire of Alphatia.

Unknown to the other two, there is yet a third group whose
existence has so far gone unsuspected: the Brothethood of the
Shadow. These Immortals of the Sphere of Entropy want to keep
the Fellowship of the Star and Ring of Fire at each other’s throats
for as long as possible so that both will exhaust themselves in the
struggle.

Tactics of the Fellowship of the Star

Rad, in his Mortal Identity of Etienne d’Ambreville, con-
tinues to study the dangerous artifact known as the Nucleus of
the Spheres and the strange energy it emits, the Radiance.

It's obvious to him that his enemies in the Ring of Fire plan to
use the vast magical might of the Empire of Alphatia against
him. The Nucleus of the Spheres is currently buried deep be-
neath Glantri City, the capital of the Principalities of Glantri, a
nation that has more magic-users for its size than any other in
the Known World—except Alphatia,

Rad anticipates an Alphatian assault on Glantri to decimate
his mortal followers and seize possession of the artifact. His re-
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sponse is to intensify his study of the Radiance in hopes that he
will learn enough to protect his followers and defeat his enemies
when the time comes.

Rad's most important ally in his efforts to buy time is Vanya,
who is secretly setting up the Thyatian Empire, traditional ene-
mies of Alphatia, to blunt Alphatia’s anticipated assault against
Glantri. Vanya is influencing the emperor of Thyatis to be more
reactionary and less tolerant, so that the empire will denounce
and oppose any action that Alphatia takes. Simultaneously, she
is urging her devoted followers in the Heldann Freeholds to
forge an alliance with Thyatis, so that Alphatia will have an un-
expected enemy in the north if war should actwally erupt.
Vanya's actions are sectet; currently, no one knows she is on
Rad’s side.

Rafiel and Rathanos, Energy Immortals whose main interests
lie in the acquisition of knowledge, are spending most of their
time studying the Radiance with Rad. However, Rafiel is also the
patron of the Shadow Elves; as such, he has been urging them
that the time has come at last for them to seize power in the land
of Alfheim. If his plan is successful, Glantri will gain an ally in
the troubles ahead.

Ka is not active at all on the Known World. He remainsin the
Immortal city of Pandius, where he and Korotiku argue on be-
half of Rad’s cause and make sure that Ixion does not gain any
more support for his group. So far, popular opinion remains
mixed, with most Immortals waiting to see how things'come out
on Mystara before committing to either side.

Finally, there are Asterius and Eiryndul, both of whom are
having the time of theit Immortal lives. Eiryndul, a renown
troublemaker, divides his time between Alfheim and Norwold,
stitring up mischief in both to prevent their being used effec-
tively against Glantri. Asterius, meanwhile, has returned to his
mortal skills as a thief and acts asRad's eyes and ears. He travels
the Known World watching for signs of the interference from
the Ring of Fire.
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Tactics of the Ring of Fire

The Ring of Fite has only four members, but since three of
them are Hierarchs, it is still a most potent group.

Ixion, the ringleader, spends most of his time in Pandius,
pressing for formal action to be taken against Rad and trying to
gain more members for his clique. Without Ixion's continual
presence, Ka and Korotiku between them might gain yet more
allies for the rebellion, delaying what Ixion sees as certain vic-
tory.

Rad is greatly relieved to thus hold the enemy *king” in
check. However, the truth is that Ixion’s plans are more subtle
than Rad guesses. Ixion may be “in check,” but what Ixion
knows and Rad does not is that Ixion is not the most dangerous
member of the Ring of Fire.

Rad assumes Valerias, Ixion's mate, is of little strategic use in
any intrigue which does not involve passion and romance. He’s
wrong. For the last several years, Valerias has been setting up
Mortal Identities in all the important nations of the Known
World and Hollow World and gaining influence there.

For instance, realizing that the Empire of Thyatis could be
used as a shield between Alphatia and Glantri, Valerias has
spent much of her attention in Thyatis City. In her Mortal Iden-
tity of Helen Ledamiades, she has become a popular figure in
society, hosting wild parties and frequently acting as patron for
the city’s lavish gladiatorial games.

She has sparked romances between the most capable of the
Thyatian military officers and mortal women of her choice (of-
ten Alphatians)—romances which have led officers to defect to

foreign lands, to form strong bonds with Alphatian families, or
to lose all interest in military matters. She has introduced new
types of decadence and self-indulgence into the courts of Thyatis
and allies such as Karameikos, and the habits she is introducing
are becoming very popular. The worst of these is her populariza-
tion of the use of zzonga-fruit, an Alphatian fruit which causes
its users to become drowsy, unambitious, and eventually inept;
she has particularly pressed it on the military officers ameng her
guests.

In short, while Vanya influences the rulers of Thyatis to be-
come more reactionary and aggressive, Valetias is deftly remov-
ing the very backbone of Thyatis’ military might and
bureaucratic efficiency... with neither aware of the other’s activi-
ty. And this is only the most successful of the many plots Valerias
has been conducting under the noses of the Fellowship of the
Star.

Ilsundal, patron of the elves of Alfheim, is regretfully influ-
encing his followers to gird themselves for war. The immediate
pretext is increased activity atnong the humanoids of the Broken
Lands, but once Alftheim is ready for conflict he plans to sabo-
tage their alliance with the Glantrians and ally them with the
Alphatians. He's not aware that Rafiel is doing something sims-
lar with the Shadow Elves, far below, nor is Rafiel aware of hss
activities.

Ironically, Ixion’s least powerful ally is also the most impor-
tant for his success. Alphatia, a patron of the Alphatians, has
been working directly to bring the Alphatians to bear on the
Glantrians. Normally a gentle Immortal, she realizes that Al-
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phatia cannot survive without its magic, magic which Rad's
studies are leeching away. The desperation which this realization
causes her has made her the most vehement of Rad's opponents.

Using a variety of Mortal Identities, she has been spreading a
lotof propaganda. In the wake of Alphatia’s 2000th anniversary,
she has been inspiring writers and poets to remember the origins
of their people in their works. Since Glantri was founded by an-
cestral enemies of the Alphatians, this helps stir up old hatreds
that had long been nearly-forgotten.

In addition to supposed past sins, there is plenty about
modern-day Glantri to upset the Alphatians, and she takes
pains to see they are reminded of them all. First, the Glantrians
forbid clerics within their borders, which infuriates clerics every-
where and gives her a pretext to have her own clerics speak out
directly against them. Second, the Glantrians claim that their
School of Magic is the premier source of magical wisdom in the
world... a claim which everyone in the nation of Alphatia be-
lieves to be a dirty lie. Third, she circulates disturbing rumors
that the Glantrians have discovered some sort of new magic
which enables them to actually steal away the power of Alpha-
tian wizards—a highly-disturbing thought for a nation which
depends on its magic as much as does Alphatia.

The clerics of Alphatia are surprised to hear such a litany of
hatred and intolerance from their normally mild and temperate
Immortal. A few refuse tospread the calumny, but most believe
that she knows best. So, slowly, she poisons the minds of the
nation of Alphatia—the nation with more magic-users than any
other on (or in) the world—against Glantri. The thoughts she
sets into motion will continue of their own accord... and it will
not be long before the average Alphatian spits at the mere men-
tion of Glantri.

~__

Tactics of the Brotherhood of the Shadow

The Brotherhood of the Shadows is made up of Entropic Im-
mortals who see a lot of opportunity in the upcoming conflict:
the more the war spreads and the longer it lasts, the more death
and suffering it will bring. Theirplan, then, is to help whichever
side seems to be weaker at the time. By helping to maintain a
balance of power, they will ensure that the war will be longer,

bloodier, and more devastating 1o all concerned.

The Brotherhood’s leader, Atzanteotl, negotiates with ‘“Boz-
dogan” (Loki) to borrow some of his followers, the Desert No-
mads of Hule, and have them gear up for a massive invasion of
the Known World from the west.

Alphaks, with his lust for mass destruction, waits impatiently
for the empire of Alphatia to take the upper hand so that he can
work against it; he makes no secret of his desire to destroy it and
its people utterly. However, he hates the Glantrians with equal
vehemence, so he plans to destroy all of them as well. Until
then, he contents himself with stirring up the humanoids of the
Broken Lands.

Hel, the third member of the group, really is neutral on the
subject and doesn't care which side wins the war in the end. She
enjoys seeing the changes that these events are producing, espe-
cially seeing dignified fellow Immortals at one another’s throats.
Hel has taken a novel approach to the situation: she has estab-
lished Manifestation Form identities with the names and ap-
pearances of long-dead heroes of various cultures. She then
pretends to be these heroes af ter they have achieved Immortali-
ty. She’s even been recruiting new clerics for these false Immor-
tals. Not only is this great fun (won't they be surprised when
they eventually discover that the Immortal they thought they
were following doesn't even exist and they've been helping the
cause of Entropy all this time), it's useful, as she is having these
brave young clerics attack the enemies of whichever side the
Brotherhood of the Shadow is helping at the time.

7

Tactics of All Three Groups

All three Immortal groups share one tactic in common.

As described in Chapter Five of Codex of the Immortals, Im-
mortals lose power when they lose followers. Therefore, if the
Immontals engaged in this struggle can deprive their enemies of
followers, they reduce the power of those enemies. In addition
to simply having their followers try to kill all of the other Im-
mortal's followers, they also try to have their clerics convert their
enemies’ followers; they also try to discredit and embarrass their
enemies so that mortals will not want to be associated with those
Immortals.
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What Does All This Mean?

From the perspective of mortal player characters, all this
means that the world seems to be going slowly but inexorably
mad.

The years prior to AC 1,000 were rich with adventure and con-
fusion; the fearless habits of adventurers guaranteed it. But
now, things are changing ominously. The efforts of the Immor-
tals described above are edging the whole Known World toward
war and confusion. To most folks, the hand of the Immortals in
these activities is invisible; all they know is that pressure is build-
ing up and the world as they know it is teetering on the brink of
disaster.

Between Phase | and Phase 11

Af'ter the Corran Keep adventure of Phase I and before Phase
II’s “Mystety in Aegos,” a year or two passes. It's up to the DM
to determine the exact timing, but allow enough time for the
PCs to reach high enough levels to be able to handle all that this
adventure throws at them. In most campaigns, “Mystery in
Aegos” should begin no earlier than the Spring of 1,005 AC,
when war breaks out, and no later than Spring 1,006 AC, when
Alphatia seals its borders (see Timeline).

Once again, it’s important to keep track of the passage of time
so the DM when know where the player characters are when the
events in the Timeline occur and how long it will take them to
hearabout them. Whenever possible, the characters should have
a chance to play through some of the situations described in the
Timeline. These events ate all adventure opportunities, and PCs
who live them will feel and understand first-hand the changes
taking place in the world. Once the PCs are ready, in the DM’s
estimation, it’s time to reintroduce Rheddrian and get the Phase
IT adventure going.

How the PCs Get Involved

Ifany player introduces a new cleric character after the events
of Phase I, the DM should suggest Benekander as a good Immor-
tal for that character to follow. Describe Benekander's “no Im-
mortal intetference” philosophy and alignment preferences to
the player (see his description in Chapter Two: Immortals of the
Known World in Codex of the Immortals). Don't let the charac-
ter know that Benekander is the Immortal name of Rheddrian.
If the player doesn’t want to run a cleric of Benekander, don't
force the issue; the adventure will work fine without this added
touch.

The Return of Rheddrian

On any occasion when the PCs are all together and between
adventures, they’ll be sent an anonymous note. The tone of the
note should be appropriate to their current professions and so-
cial standings; if they’re mercenaries, it will arrange a meeting
to discuss “employment opporwnities”; if they're heroes
known for their good wortks, it will request their help on a mat-
ter of some urgency; if they're nobles, it will suggest that theit
lands and families are in some dangerand that the letter-writer

can help them eliminate this threat. If the characters are a mix-
ture of the above types (or others), the note will take the tone
which the DM feels will interest them most.

The note has arranged the meeting for the private dining
room of alocal tavern called the Knight's Rivets. This tavern has
a reputation for excellent food, and the note specifies that din-
ner is at the note-writer's expense.

The PCs will reach the inn before the note.writer (in fact, if
they’re paranoid and decide to arrive eatly, they could be there
long before the note-writer). The inn's staff is hard at work cook-
ing for their private party; if the PCs check by stealth or spell,
there is no sign of tampering with the food or drink.

At the appointed hour. the food (which lives up to its rep-
utation) is served by the tavern keeper and his helpers. They
serve plates for every PC and retainer present, plus one addi-
tional plate for their absent host. Shortly after the tavemn
keeper and staff have left, the door into the private dining
room will open and a man will walk in. He looks to be about
30; he's of average height and a lean but muscular build; his
black hair is worn rather long, and he has a short black beard
and mustache. He wears a matched black velvet hat and dou-
blet sewn with red roses also made of velvet, black hose and
boots. and a red belt and full-length cloak. He wears only a
knife at his side and has no other weapons or pouches. He
looks like a well-to-do merchant with a flair for colorful
clothing.

Invite all the PCs who were on the Corran Keep adventure to
make an Intelligence check. Those who successfully make the
roll will recognize the man: he's Rheddrian, the being they freed
for inside the Mirror-Shield. But, unlike the last time they saw
him, he isn’t green-skinned, massive, or glowing with bizarre
energy; now, he seems to be an ordinary man.

Following are his words to the PCs. Make it as conversational
as possible, allowing interruptions or questions by the PCs;
don’t just read it straight through like a speech. His speech and
manner are those of an intelligent man. When he arrives he’ll
shake handsall around if the PCs aren’t suspicious and standoff -
ish, seat himself, eat and drink, and generally behave in a civi-
lized and relaxed manner.

"My friends! It's good to see you again. Please, sit. [ hope
the food here isup to its reputation.

“I've asked you to come here to discuss a matter of great
importance—to you, to me, to everyone. You might guess
that it involves the matters we discussed when first we met—
and you'd be right.

“Forgive me, though: first, I must cast a spell or two in
order to insure that we are not being spied upon by magical
means. Those of you who are knowledgeable in the ways of
magic” (he bows towards any magic-users in the party)

He’s telling the truth; he casts well-known vezsions of detect
magic, detect evil, detect invisible, and then a wizard lock on
the door.
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“There: that will assure us of a certain amount of privacy.
Now, we can get 1 business.

“First, a word or two of explanation. You will remember,
from when last we met, that I was trapped within that re-
markable mirror-like shield, and you were kind enough to
free me from that prison—a good deed for which I am quite
grateful.

““My stay inside the shield changed me, friends. I emerged
with all my abilites and mental facultes intact... and,
thanks to energy I absorbed while trapped, I acquired other
abilities as well—the ability to work magical spells, for exam-
ple.

“In the rime since we lastsaw one another, I've been leatn-
ing about this world of yours—Mystara, I think you call it. ]
| am convinced that it is the same as the one my ship crashed
| upon, lo these mariy centuries ago, but dozens of centuries of

age and catastrophe have changed it; it is very, very diff erent
| from the way | remember ir.

“Still, it’s a nice place. And since I don’t suppose I'll ever
find my way back home after all these centuries, I've adopted
tt as my new home. Also since we last met, I've used my new
abilities to become quite wealthy, fairly powerful, and very
well informed in certain areas.”

At this point, he becomes quite serious, looking between the

PCs to try to gauge their reactions.

“Now... I have asked you here because I need your help. I
told you last time we met that I thought dangerous forces
wete doing harm to the magical energy of this world. Now
I'm cerain of it.

“I've also seen strange changes in the acuvities of whole
nations. Clans and countries seem to be jumping and jerking
in strange, unpredictable directions, like chickens freshly be-
headed. I’m sure you’ve seen these changes as well.

“I sense that these political events are the result of power-
ful manipulators. People who are making eatire nations
dance on their puppets’ strings, people who don't care how
many thousands of people suffer and die.

“I think these two sets of events may be related. And I'll
tell you why.

“Through my researches, I've come to the coaclusion that
only beings of a certain level of power—you call them
Immortals—can utilize the remaining devices of my old ship.
In doing so, they are draining magical energyfrorn the world,
as I told you. If it continues, your world could be utterly
drained of magic.

“Think of it: a whole world with no spells, no magical
healing, no magical weapons or protection, and no magical
creatures either.

“Now, I don’t know why the Immortals are doing this.
Not all Immortals are good, as you know; perhaps you've al-
ready had the opportunity to observe the damage which an
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evil Immortal can cause with only casual attention. Others,
not necessarily evil, are indiffetent and careless, and through
their negligence they can destroy us as easily as the evil ones.

*Too much is happening in this part of the world too quickly
for it to be natural; only Immorsels could wreak so much havoc
in so short a time. But I don’t know which Immortals are doing
this, or why. All I know is that I want to see them stopped. 1
don’t know if that’s possible, but I've decided to use all my abil-
itiesand fortunes to find out what’s going on, tosee if there’s a
way. Maybe if we could find out why they’re doing this we could
find a way to convince them to stop it.

I cannotdo it all myself. Icannot be everywhere at once. |
need allies—men and women like yourselves. So I am here to
persuade you to join me. I need adventurers who can travel
the world, obsetve events in places where I think the Immor-
tals are most active, and accumulate evidence to prove or dis-
prove my theory.

“If you accept, ] must ask you not to speak of this mission
to your rulers... or even the Immortals you serve... until we
know who is doing what to whom. I do not ask you to sweat
to a permanent oath of secrecy! But please... for now... until
we are certain who is the enemy, who is the friend... keep this
association to yourself "

At this point, if not before, the PCs are likely to want some
answers. Have Rheddrian provide those answers from the infor-
mation immediately below; if the PCs ask questions not antici-
pated here, the DM should answer them based on Rheddrian’s
knowledge and motives.

Rheddrian actually doesn’t know any more about the Immor-
tals than a well-educated mortal does; though he is technically
one of them, he is not part of their community and does not
know any of them.

Rheddrian’s motives are sincere; he wants to save the world
and to counter the actions of the Immortals who are so callous
about endangering mortals.

He will not let the PCs know that he s an Immortal Heisin a
Mortal Identity body here and so is indistinguishable from true
mortals. This form is that of a 36th level magic-user.

Here are answers to questions the PCs are likely to ask:

What fone of the Immortals you oppose turns out to be
one I follow? “I will not ask you to follow anything but your
heart on such a matter. Perhaps we will end up as enemies. |
sincerely hope not. If this happens, and I cannot convince
you that my cause is still just, we will part ways peaceably and
not oppose one another for at least a full day—1I believe you
call such arrangemenss a ‘head start.” "

Why do you think there is danger to our families or proper-
ties? “'Now that war has broken out between the great em-
pires of Alphatia and Thyatis, mote and more nations will
become involved. It’s inevitable that innocent people will die
by the thousands, including perhaps those of your dominions
and your home towns. And the more out of contro! things

become, the greater the likelihood that no place will be safe.”

What happened when you wete tall and glowing? *'I was
assimilating the energy which the Mirror-Shield had be-
queathed to me. As you recall, it had some rather dramatic
effects upon me. But I am well recovered now, as you can see;
I’'ve even managed to change my coloration to look like
yours. Do you like it?”

That last answer, of course, side-steps the truth so that he will
not have to admit that he’s an Immortal. But it is not a lie.

What Does He Offer?

As for money... Rheddrian will provide the PCs an “expense
account”’ of 1,000 gp apiece, in advance, per investigation. This
should, he says, cover purchases of equipment, travelling ex-
penses, and living expenses; they’re free to keep whatever’s left
over. He can provide it in the form of money or gems, or any
combination of the two; they have only to ask. If they act sur-
prised at his willingness to give them all this in advance, he’ll
tematk that he trusts them. After all, they're trusting him by
agreeing to go on the missions, so it’s the least he can do to re-
turn the favor.

He has no interest in other treasures they might find in the
course of their adventures, taking the attitude that they’re the
ones going through the risks to gain them and so should be able
to keep them.

If the PCs haggle for more money, it will be obvious that
Rheddrian is perplexed. He says, “The more money you de-
mand, the fewer additional agents I can employ to help us save
the world. Must you let greed stand between you and this most
important goal?"

If the PCs persist, he will raise his offer ashigh as 2,000 gp per
PC, sadly remarking that the people of this planet wete not as
noble as he thought them. If that still isn't enough, he will
coldly state that he was looking for heroes to help save the world,
not greedy treasure-seckers; he was obviously mistaken in choos-
ing the PCs and apologizes for wasting their time—whereupon
he vanishes. If this event takes place, the PCs have blown it. The
DM can still run adventures taking place in the changing Known
World, but the PCs will not benefit from Rheddrian’s guidance,
and it will not be they who save the world from losing all its
magic. In fact, it is possible that because of their greed the world
will not be saved.

Clerics of Benekander

If any character is a cleric of Benekander, he orshe will receive
an omen a day or two before the preceding meeting. Benekan-
der will appear in his or her dreams and instruct the character to
take the course of action offered by *‘the man wearing the hat of
red roses.”" Later, when Rheddrian shows up for the dinner, be
sure to describe his clothing as mentioned above—particularly
the velvet cap with the velvet roses.
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On Toward the First Mission

If the PCs accept. Rheddrian will give them three days to get
their lives in order, He asks them to meet him back at this tav-
em’s private dining room at the end of that time.

Mystery in Aegos

On the appointed day, Rheddrian meets the PCs back at the tav-
ern. He brings along the expense money, in whatever form the PCs
wanted. In addition, he brings with him an interesting object—a
heavy black quarterstaff which he places in the party’s care.

Rheddrian's Staff

He says that any character who can use a quarterstaf f may use
it, but he wants it to accompany the PCs on all their missions;
the PCs must decide among themselves who carries the staff. If,
however, one of the PCs is a cleric of Benekander, Rheddrian will
give the staff to that character (the one who had the dream) in-
stead of asking the PCs to decide who will carry it.

It is, he explains, an artifact—something created by the Im-
mortals. It is part of a matching set; he has the other staff. He
says he doesn’t know which Immortal created it, but he does
know that it can be used to communicate between the current
possessors of the two staves. Therefore, the PCs can use it to
communicate with him at intervals.

To use it, he says, the wielder must meditate and then call
Rheddrian’s name. Instantly, Rheddrian will hear and be able to
hear what he has to say.

But, Rheddrian says, the PCs can only use it to call him once a
week; even then, the wielder should keep messages short (as
shortas ten seconds, if possible) because the Immortal creator of
the staff might feel it being used and come for it.

Thestaff can, of course, also be used as a regular staff; it does
more damage in combat than an ordinary staff and can also hit
creatures immune to normal weapons. Also, when the wielder
utters the phrase “'Shield me!” the staff activates a spell of pro-
tection from normal missiles.

What he doesn't tell the PCs is that the device is an artifact of
his own manufacture, and that he doesn’t want PCs to use it for
too long because orher Immortal monitors might detect the use
of Immortal magic and come to investigate.

This artifact, built with tules from Chapter Six in the Codex,
looks like this:

Rheddrian’s Svaff

Sphere of Energy

Minor Artifact: 60 Power Points. Four powers; one handi-
cap; one penalty.

Vessel: Black staff made of heavy enchanted ebony; ¢ tall.

Monctary Value: None apparent.

Weapon Characteristics: Weapon is + 1 to hit and damage,
and does 1d10 damage per strike.

Defense Power: Protection from normal missiles(as spell of
| same name). Cost: 20 TP per use.
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Information Power: Can be used to commune with the ar-
tifact's creator. Cost: 30 TP.

Activation of Powers: All that is needed to activate com-
munc is to meditate for a minute and then call “Rheddrian.”
To activate protection from normal missiles, the wielder sim-
ply says “‘Shield me!"”

Handicap: Saving Throw Penalty. The character suffers a
—2 penalty whenever attacked by fire magic.

Penalty: Forgetfulness. When the commune power is used,
the invoker suffers a 20% chance to forget one spell from
memotry; the protection from normal missiles power causes a
10% chance to forget one spell from memoty. Only mortals
are affected by these penalties.

Total Cost: 6O PP.

Naturally, the PCs do not know about the artifact's adverse
effects (and if the DM plays things carefully enough, they might
suffer those effects yet never learn about them). Rheddrian, be-
ing an Immortal, has never experienced them and so doesn’t
know about them himself.

Rheddrian will warn the PCs not to use the staff’s special
powers too often to avoid drawing unwanted attention from the
Immortals; he will not tell them that each such usage costs Tem-
porary Power. PCs who ignore his advice will find that the staff’s
powers stop functioning after a certain point if used repeatedly in
a single day; the DM must keep track of the artifact’s TP usage. In
such cases, its power will be fully restored two houts later.

Finally, of course, the PCs do not know that the artifact was
crafted by Rheddrian/Benekander htmself , and that there is no
matching staff—Rheddrian himself hears the PCs when they use
the commune spell.

The Mission

Rheddrian explains the PCs’ first mission:

“I am going to send you to a place where unusual activities
are taking place. From there, you are on your own for the
most part; just keep me informed of your movements and
activities, and I will warn my other agents not to interfere
with you.

“In general, I want you to keep your eyes open for a certain
set of clues—clues which, to my mind, indicate Immortal in-
tetference.

“First: drastic changes to a community or a society. Of
course, with war between empires, there will be changes. Try
to gauge which changes are likely to result from war and
which are not. Keep your eyes open for strange changes, un-
precedented ones.

“*Second: unusual activities by clerical orders or unusual
changes to the philosophies or opinions of clerical orders.

Such activity tends to mean that the Immortal is using his or
her clerics to achieve some goal; changes in doctrine show
that the Immortal is providing new, different ideas to his or
' her clerics... which can point us toward the Immortals we
seek.
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users live in this small community; the only spellcastets there ate
a couple of clerics.

Long ago, wizards of Aegos tried to make the island into a
haven for the breeding and creation of magical beasts and mon-
sters and eventually a zoo for the exhibition of such creatures.
But the effort was sabotaged by unknown parties (legend has it
that the saboteurs were rival wizards of the Alphatian monster
nation of Trollhattan). The breeding pens and zoo were opened
and the monsters fell upon one another; the few surviving mon-
sters fled into the island’s hills, and the Aegos economy was
ruined.

Later, the island became a vety dull and typical farming and
fishing island, though sometimes monstets still do wander out

“Third: watch out forunusual and unprecedented magical
spell abilities. The devices pillaged from my ship may inter-
act with the magic native to this world to provide them and
their mortal followers with strange, hitherto-unknown spells.

“Fourth: listen for the names of Immortals unknown to
you. When you hear of Immortals you do not know, ask for
their stories and philosophies. In many cases, these will turn
out to be local names for well-known Immottals you ate al-
ready familiar with; those you can safely ignore. In other
cases, the Immortals you hear of may be completely unknown
to you. This could mean that the unknown Immortal has
been drawn here to participate in the new activities of the

Immortals, or it may mean something more sinister than
that.

*“Other than that, I have no guidance for you. Act as the
heroes you are inall ways and [ can have no complaint of your
behavior.

“For your first investigation, I'd like you to travel to an
island called Aegos. Itis one of the four Alatian Islands off to
the southeast of the Isle of Dawn. The Alatians are properties
of Alphatia, so for goodness sakes try not to look like Glan-
trians, Thyatians, or Heldannic Knights while you’re there!

“The reason you're going is that one of my agents reported
to me that Aegos has recently lost the majority of its work-
force... and yet these men and women were not seen sailing
off to join the Alphatian armed forces. She wasn’t able to
find out anything more, but I want to know what happened
to all those people. It may be something entirely innocent,
and yet it may not.

“Remember that your mission is one of intelligence and
stealth. Please do not kill everything that offends you... at

least until you understand what it means.”’

About Aegos

Aegos is a large island, about 500 miles long, running west-
southwest to east-northeast; it is about 240 miles across at its
widest norch-south measurement.

The island has one area with fairly rich soil, to the southwest;
this area is thick with farmlands and pasturage for sheep and
cattle. The larger central and eastern regions are vety hilly, with
one large central body of water, Lake Aegos; they are nowhere so
friendly to farms o cattle, though sheep and especially goats do
well. The hills north of Lake Aegos have fair deposits of lead and
silver, so there are many mines there.

There are only two communities on the island—at least, ac-
cording to most maps of Aegos.

The town of Aegopoli, population 5,000, is on the southwest
tip of the island. It serves the shipping and trading needs of the
island’s farmers. It is the island’s capital and has many ware-
houses, shops, and taverns; there ate a couple of inns here, and
there is even a small school for the teaching of children in both
magic and academic matters.

The village of Selenion, population 200, is on the northern
shore of Lake Aegos, between the lake and hills to the north. It’s
the sole example of civilization for the miners of the area; it is in
most ways a bawdy, rough-and-tumble frontier town. No magic-

of the island’s hills to fall upon the human inhabitants.
The king is Heldeberan No-Man’s-Fool.

Heldeberan No-Man’s-Fool, King of Aegos

History: Born in Alphatia, Heldeberan chose Aegos to be
his home—and later took the kingship because he was the
highest-ranking resident of the island—because it was far
away from the intrigues of the Alphatian court.

Personality: Heldeberan is smart and witty. He hates being
king, and so delegates almost all the king’s duties to his ad-
ministrators and children; he prefers to spend his time doing
his magical researches. But he’s not a misanthropist: he likes
people and is a charming conversationalist who enjoys meet-
ing stwrangers from foreign lands.

Unlike most Alphatian wizards, Heldeberan does not hold
himself to be superior to non-spellcasters, and in his island
fighters and other non-magical people have the same rights
as magic-users and clerics.

Heldeberan claims to be a coward and always has an escape
spell or route handy, even when in places he considers safe.
He likes employing foreign mercenaries to under seke danger-
ous assignments, such as cleaning out monster nests from
Aegos’ central hills.

Appearance: 63" tall, skinny; common (copper-skinned)
Alphatian coloration; red hair and beard; likes colotful Al-
phatian silk robes in wild pattens, with yellow dominating;
appears to be 35 (actual age: 70).

Combat Notes: 36th level MU; AC 9; hp 50; MV 120’
(40'); #AT 1 dagger or by spell; Dmg 1d4 or by spell; Save
MU36; ML4; ALN. S9 118 W18 D11 Col3 Chls.

His son and heir is Prince Dromedon.

Dromedon, Prince of Aegos

History: Prince Dromedon was born and reared on Aegos.
Born without the gift of magic, he became a formidable
fighter. Though fighting and danger are his first loves, he isa
responsible nobleman and will be a much better ruler than
his father is.

Personality: For the most part, Dromedon is a thrill-seeker;
he likes riding, chariot-racing, and jumping off high{lying
sky-ships (only activating his boows of levitation when he is

dangerously close to the ground). Like his father, he has no
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prejudice against non-magical character classes.

Appearance: 62", strongly built; common (copper-
skinned) Alphatan coloration; red-haired and red-bearded;
craggy features, thick eyebrows. He likes to wear practical
commoners’ clothes but wears a diadem to indicate his rank.
He appears to be age about 35 (his actual age), which con-
fuses some people, since his father seems to be the same age.

Combat Notes: 10th level Fighter; AC 2 (Jeatherarmor +2
and Dexterity bonus), hp 40; MV 120’ (40'); #AT 1 nommal
sword +2; Dmg 1d8+4; Save F10; ML9; ALN. S17112W 13
D18 Co13 Chlo.

Magical Items In Possession: normal sword +2, leather
aimor + 2, boots of levitation.

“Newcomers, ¢h? Good to see some new blood about. If
you stay, that is.

“Not for me to talk about things here, you understand,
but I can tell you this: plenty of businesses have had to close
down, what with all the able-bodied hereabouss going off to
join the Army of Aegos, you understand. You might be able
to negotiate to open one of them closed businesses, as a tem-
porary worker don’t y’known, while the owner’s away. Or,
you can go where the big money is, in the Army, like most
everyone else.

*Either way, you'll need to talk to Prince Dromedon at the
King’s Mansion. He’s in charge of the work-force. Not for me
to talk about it.”

The two of them, Dromedon’s younger brothers and sistets,
and a number of servants occupy the King’s Mansion in the cen-
ter of Aegopoli. The Mansion is a two-story building made up of
green veined marble; its ground floor setves as the administra-
tive building for the island government, while the upper story is
the living quarters of the family.

Aegopoli

This adventure does not detail the player characters’ journey
from wherever they met Rheddrian 0 Aegos; the DM is free to
make it as exciting or uneventful as he or she chooses. Remember
that there’s a war going on, which might make it difficult for the
PCs to cross some areas—if their home is in one of the areas at war
with Alphatia, for instance, they may need to adopt disguises.

However they get there, once they arrive in Aegopoli they
find the town gates are open. Qut in the bay, a fleet of small
fishing boats is plying its trade. The town itself, though, looks
tired and empty; many of the shops are closed, and there are
signs natled to their doors. The signs read “‘Closed for the Sea-
son'’ or, more often, “‘Closed for the Duration.” If the PCs take
some time to make calculations, it looks as though half or two-
thirds of the town's population is missing.

The few people the PCs see are mostly of copper-skinned Al-
phatian coloration, though a few have been pale like the Thy-
atians (and, in all probability, like most of the PCs); a very few
are dark like the Pearl Islanders. In addition to the farmers and
shepherds outside of town, there are a couple of tavern keepers
to be found in town, plus messengers (always on the run be-
tween the grand house in the center of town and other buildings
in town), town guards (mostly too old or too young to be effec-
tive guards), and a fair number of soldiets. The number of el-
derly people and children is all out of proportion to the number
of youthful adults; in fact, it seems that the elderly outnumber
the young and vigorous by three or four to one.

Most of the natives do not appear to be curious about the PCs.
The people here speak both Alphatian and Thyatian, but are
careful notto use the lattersince the outbreak of the war. If aPC
addresses an islander (on the street, in tavern conversation, or
wherever) in Thyatian, he or she will look startled, glance
around to see if anyone is listening, and then advise the stranger
to use Alphatian “for the duration.” If asked about what’s hap-
pening on this dreary island, the locals will be downright chatty:

Eventually, if the PCs do not go looking for Prince Drome-
don, he will seek them out; news of a group of hardy-looking
adventurers travels fast in this town. Dromedon, described
above, will confront the PCs, his attitude friendly, his gaze ana-
lytical:

“So, foreigners, eh? Looking for work? There's work to be
had here. Two types of work.

“The town needs workers, as I'm sure you’ve seen. We
need temporary shopkeepers, town guards, fish-cleaners,
warehouse folk, that sort of thing. Payment is one gold piece
a month plus room and board, or three a month for town
guards, and we’ll keep you on a minimum of six months if
you work out.

“But if you're inclined toward work that’s more interest-
ing... maybe a little more dangerous... but cerzainly a lot
more rewarding... | can offer you local work in the Army of
Aegos. Now, it’s hard work, and you’ll be off at a site I can’t
talk about for a minimum of six months, during which you
can’t send mail off to your families or friends, but the pay is
good, a minimum of ten gold pieces per month, plus room
and board... perhaps much more, depending on your skills.”

If pressed, Prince Dromedon will not reveal any more details
about where the Army of Aegos is or what it is doing. He says
that the characters, if they want that work, must accept it sight
unseen. They would then be sworn into the Army of Aegos and
transported to the work-site, at which time their duties would be
explained to them.

If the PCs refuse the work, the Prince will coolly wish them
well during their stay on the island, and that conversation will
be over.

But if the PCs accept, the Prince will swear them in.

Joining the Armed Forces

The Oath of the Army of Aegos merely states that the person
taking the oath promises to protect the island and its people to
the best of his or her ability. Lawful PCs should consider this
oath binding and try to fulfill it as best they can while pursuing
the mission they came here for. And all the player characters
should understand that desertion under fire is considered an act
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of treasonand likely to result in their being condemned to death
in absentia.

Prince Dromedon will ask each character what the character’s
abilities are and ask the character to demonstrate. Then, he’ll set
the PC's pay rate as follows:

Base Rate of Pay: 10 gp/month
Each Experience Level Above Ist: +10 gp/month
Spell Use: +100 gp/month
Weapon Master: +100 gp/month
Character Has General Skills:
Engineering +25 gp/month
Healing +25 gp/month
Intimidation +10 gp/month
Leadership +50 gp/month
Military Tactics +25 gp/month
Tracking +10 gp/month

The pay rate is on a take-it-or-leave-it basis and not subject to
negotiation.

Never one to believe in wasting time, Dromedon tells the PCs
the name of an inn where they can put up for the night (at no
expense, of course) and that they're to be ready and waiting at
the town’s northeast gate at dawn for transportation to the work-
site.

Army PCs: On to the Work-Site

Atdawn the next morning, a small caravan of horses and wag-
ons is arrayed within the northeast gate. Prince Dromedon isn’t
there, but the caravan-master, a gray-bearded but hale man
called Scupper, has the PCs' names on a list, shouting them out
one by one and checking them off when the PCs arrive. PCs who
can ride will be assigned one of the small, tough caravan horses;
other PCs will have to ride on the wagons.

In addition to Scupper and the PCs, there are three other new
Army of Aegos recruits: a copper-skinned male fighter named
Stryl, a dark-skinned female fighter named Torkia Nuar, and a
light-skinned male cleric named Kelter Zerben.

Scupper is garrulous, but won’t discuss what waits at the end
of the caravan trip. He’s an old Alphatian Navy man, an ex-
cook who brags about the quality of his cooking but complains
that everyone else thought it was terrible. He’ll insist on cook-
ing each night for the caravan, and the PCs will learn that he /s
terrible.

Stryl and Torkia Nuar are not very talkative about themselves;
Stryl is from Archport in southeast Alphatia, Torkia is from Sea-
girt on Nuar, one of the Pear! Islands. The two of them have
been partners and travelling compagions for the past few years,
adventuring mainly in Norwold. That’s about all they say.

Kelter Zerben is friendly, talkative, and charismatic. He's a
fighter-turned-cleric from Darokin who'll gladly swap stories
with the PCs; for more on his personality and past, see the de-
scription below.

The caravan trip takes the PCs and their companions to
Pittstown; see the accompanying fold-out map for directions.
The teip itself takes twelve days of easy travel along a dirt road,

passing through farmland, pasturage, light forest, and hills. The
DM can gloss over details of most of the trip, so that these twelve
days will not stretch into an eternity for the players.

At some point about half-way to Pittstown, the caravan (and
PCs) will be attacked by wandering monsters: three trolls, de-
scendants of those who escaped from the old Aegos zoo. These
marauders will leap out from all sides at once, ensuring that all
the PCs and NPCs get o see some action.

This combat serves two purposes: it provides a little action to
break up the monotony, and gives the PCs a chance to see their
new comrades in action. Scupper’s only concern will be to pro-
tect the wagons. Stryl and Torkia will take a defensive position
back-to-back, leaving alone any trolls that don't come near
them and only fighting those that attack them first. Keleer will
charge into melee, interposing himself between the nearest troll
and whichever of the player characters he thinks the leastable to
defend himself or herself. This gallantry is both instinctive and
sincere, and will probably result in the PCs coming to think of
him as a trusted ally.

Trolls: NA 3; AC 4; HD 6+3; #AT 2 claws/1 bite; Dmg 1d6
(% 2)/1d10; MV 120’ (40'); Save F6; ML 10 or 8; TT D; Int 6; Al
C; SD regenerates 3 hit points per round; XPV 650.

Sneaky PCs: On to the Work-Site

If the PCs did not join the Army of Aegos, they should still be
able to find out about the caravan leaving for the ¢ast. Since the
tactics taken by the PCs to figure out what’s happening in Aego-
polis can vary widely, details of the PCs’ discovery are necessarily
up to the DM. In any case, the PCs will have no difficulty trail-
ing and tracking the caravan to Pittstown.

Kelter Zerben

If the PCs are part of the caravan, they will riot be able to
avoid seeing Kelter Zerben. It’s easy to think of this tall, strap-
ping man from Darokin as a fighter, because he carries a two-
handed sword and practices with it every morning. But he also
makes offerings and prayers to an Immortal at regular intervals
and meditates for spells each morning as well, making it obvious
that he's in fact a cleric.

Whether the PCs ask about his faith or not, he'll volunteer
the information that he’s a cleric of Balthac. The PCs will have
never heard of an Immortal named Balthac, which should set off
alarm bells in their minds if they paid any attention at all to
what Rheddrian told them.

Kelter will happily talk about Balthac and his philosophies, as
well as about Kelter’s own history and attitudes; see the boxed
description of Kelter, below.

If the PCsare following the caravan instead of being part of it,
Kelter is doing just the same thing from a little further off. He
notices the PCs before they notice him; the first they will see of
him is when he rushes to their defense during the troll attack,
which in this scenario will occur to the PCs instead of the cara-
van. Once the dust from the battle has cleared and introductions
been made, he and the players should compare notes, discover
that they're here for similar reasons, and join forces.
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Kelter says that not long ago an adventurer found an arti-

The Story of Balthac

PCs who are from Darokin or who are elves from Altheim
will have heard the story of Balthac at some point in their
lives and can correborate parts of the following tale.

According to legend, Balthac was a great hero of the region
that was later to become Darokin, famed as a dragon-slayer.
He lived in the time between the fall of Blackmoor and the
rise of modern nations. He and his companion, Sinan (a fe-
male elf), fought many great evils in the ancient world. His
career ended when he and his companion went up against a
gigantic red dragon called Calor, who was ravaging the area
that is now north-central Darokin, Both Balthac and the
dragon died in the battle that followed their meeting, but
Sinan sutvived. She buried Balthac in a large cairn, leaving

fact that enabled her to travel back in time. A great admirer
of Balthac, she joutneyed back to just after Balthac’s fatal
battle with the dragon, raised him from the dead, and
brought him back to the future with her. Uneasy with the
idea of being treated like a legend, Balthac changed his name
and continued his dragon-hunting career. He recently gained
Immortality as the patron of warriors who travel about de-
fending those who cannot defend themselves; the adventurer
who brought him back from the past, Lady Lillich, is tiow the
head of his new clerical order. His symbol is a sword cleaving a
dragon’s skull.

The cruel truch, which neither Kelter nor the PCs know at

present, is that there is no Immortal named Balthac. Lady Lillith
(Lillian Cotran) is a servant of the evil Immortal Hel, a member
of the Brotherhood of the Shadow. Hel fabricated ‘the spurious
end to Balthac’s story and created this clerical order so that she
would have a corps of mortal minions who would do her bidding
without realizing they were serving Entropy. Clerics of Balthac
arc actually clerics of Hel, although they are not aware of this;
Lady Lillith is careful to send them on missions that appear to
help people at the time but which actually have side effects that
in the long run leave them worse off than they were to begin
with.

another over the bones of Calor whose skull still had Camb,
Balthac's elvish sword, imbedded in it.

Sinan went on to become a great hero in her own right,
eventually perishing centuries later defending Alfheim from
an evil lich. Both she and Balthac are revered as great heroes
who died defending their people.

That's the legend as most people know it. Balthac's battle
with the dragon is a favorite folkeale in Darokin which every
child born there grows up knowing; elves of Alfheim keep
Sinan’s memory alive in honor of her sacrifice. But the cleric
Kelter Zerben has additional details, details which the PCs
have never heard before.
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Kelter Zerben, Cleric of ‘“Balthac”

History: Kelter, who is in his mid-twenties, was born in
Corunglain, a city of Darokinnear the Broken Lands. When he
was 18, he joined the army of Darokin and was assigned to Fort
Nell, a dangerous fortress situated between Alfheim and the
humanoid-inhabited Broken Lands.

On a mission to repel orcish raids into Darokin, Kelter was the
sole survivor of a hard-fought clash between soldiers and orcs. As
he lay wounded, he heard the voice of Balthac commanding him
totravel northeast into the mountains and hear Balthac’s word.

Kelter travelled for weeks into the mountains, suffering
near-starvation and continuous attacks from orcs, before
finally finding his way to the site from whence the voice beck-
oned—Balthac’s cairn. The voice told him to rejoice; that he had
been found worthy and chosen to setve as one of Balthac’s clet-
ics; that he, Kelter Zerban, would be sent around the world to
right wrongs beyond the concerns of the army of Darokin.

Weeks later, the starving Kelter found his way back to Fort
Nell and made his report. His commander looked at his de-
pleted physical condition and listened to his story of becoming a
cleric of a figure out of old fairy tales—a story Kelter couldn’t
corroborate because, as a 1st level cleric, he didn't have any
spells yet—and kindly gave him an honorable discharge.

Since that time, Kelter has wandered the world: fighting
monsters, protecting the innocent, and promoting honorable
conduct wherever he goes.

If Kelter is with the PCs as part of the caravan, he’ll tell them
that he has come here to find out what’s happening to the peo-
ple of this island; if they're the victims of some monster, he in-
tends to slay it.

If Kelter is following the caravan and discovers the PCs doing
the same, he’ll tell them the truth (as he knows it): Balthac com-
manded that he come here and find out what strangeness is
afoot, because if there is evil here, it must be destroyed.

Personality: Kelter is brave, strong, heroic, gallant, and naive.
In some ways, he’s probably the nicest person the PCs are ever
likely to meet; it’s a pity he and they are going to wind up on
opposite sides. His goal is to making the world a better place for
everyone. He takes pride in the fact that, though a cleric, he can
wield swords, and seeks to learn swordsmanship from every
fighter he meets. Though he has given no thought to romance,
he is certainly not immune to it, and may be attracted to female
adventurers who are courageous and resourceful.

Appearance: Just over 6’ tall, clean-shaven, with black hair
and brown eyes. He has a compact and muscular build and is
tanned from being outdoors in all kinds of weather. He wears
dark brown and black clothing; on the tabard he wears over his
armor and on his belt buckle are the sword-shearing-a-dragon-
head symbol of his order.

Combat Notes: 7th level Cleric; AC 1 (plate mail, shield, and
Dexterity bonus); hp 25; MV 90’ (30'); #AT 1 two-handed sword
or by spell; Dmg 1d10+2 or by spell; Save C7; ML10; AL N.
S17113 W15 D14 Col2 Chi6.

Clerics of Balthac have the special ability that they can use
swords and daggers; they receive a + 1 bonus to their attack rolls
when using two-handed swords. However, they do not gain

spells until they reach third level. Clerics of Balthac must be
Neutral or Lawful.

At the Work-Site

On midday of the twelfth day of travel, the caravan comes
in sight of their destination. Scupper announces, “Welcome
to Pittstown. Hope you enjoy it. You'll be here awhile "

This small town at the base of Aegos’ central range of hills
is surrounded by a stout stone wall. It doesn't look as if the
town has been here long; all the buildings are new. Most of
them are unexceptional single-story dwellings and ware-
houses, but one stands out and will catch any newcomer's
eye.

The strange building in the centerof town is circular and at
least five stories in height and a hundred yards in diameter; it
is built all of white stone. Large entrances can be seen at the
four cardinal points of the compass; a steady line of basket-
laden donkeys led by men issues from the east entrance. The
donkeys head out the town’s east gate and off into the hills.
There is also a line of returning donkeyswith empty baskets.

The arriving caravan from Aegopolis is greeted with enthu-
siasm. Oddly enough, there are no old people or children
here; evetyone is youthful and hardy. The workers here are of
both sexes and of every human race. There are also many
dwarves and gnomes (a race the PCs may not have seen be-
fore) in the town; they and the humans seem to be getting
along marvelously.

The arriving caravan is greeted with enthusiasm by bypass-
ers as it heads through town towards the large circular build-

ing.

If the PCs are not part of the caravan, they will be able to see
the preceding from the distance. They (and Kelter) will have to
sneak into town (probably at night) to find out what’s going on
in the giant building.

The Giant Building

The giant disk-shaped building turns out to be a single
huge room inside, the roof held up by tall columns at regular
intervals. Yourfirst thought upon entering is that you've nev-
er been in such a noisy place in your life: donkeys bray, ma-
chinety clanks and whines, and workers shout to be heard
above all the din.

In the center of the unpaved floor is a pit, or shaft, heading
straightdown into the earth. The shaft is big (about 30 yards
in diameter) and surrounded by a chest-high railing punctu-
ated with metal gates.

Above the shaft, a series of enormous pulleys hangs from
the ceiling, trailing a taut metal chain down into the depths
of the pit. The pulleys seem to be powered by machinery up
in the ceiling, for some of them are rotating, sending chain
down and bringing chain up.

Around the perimeter of the pit lie three large machines on
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the bare rocky floor. They are shaped like rigid centipedes
with legs on four sides instead of just underneath and with a
conical drilling device where the insect'shead would be. They
are about ten yards (30') long and have hatches and windows
on the sides.

Near the eastern doorway of the building there s a small
corral where many donkeys carrying baskets, and their hu-
man handlers, wait patiently.

As the PCs watch, the following strange events take place.

i A grinding and rumbling noise comes from the pit, slowly
getting closer and closer; nobody seems to be alarmed by this.
Eventually one of those centipede machines clambers its way
up out of the pit and rumbles over until it is beside the don-
key corral. Hatches open and hot, sweating gnomes spill out,
running over to where other workers have cool drinks and
food waiting for them on tables. A big hatch on the side of
the centipede machine opens up. and rocks and ore come
spilling out. Donkeys are brought over and their baskets
loaded with the stoney rubbish. When a donkey's baskets are
full, the donkey is led out of the building. Eventually the
entire load is cleared away.

Then something occurs which does cause a stir among the
| whole crowd. Something comes into view at the end of the |
chain down in the pit; it looks like a round-ended cylinder
with windows. As people hop to and push a drawbridge-like
device over the pit’s edge, the cylinder reaches the top and
hales. A hatch opens in the side and five people, Alphatians
by the look of them, emerge and walk along the drawbridge
to the pit's edge. They look a little dizzy and stretch their legs
as if they’ve been confined for a long time.

If the PCs were not with the caravan and therefore have no
business being here, it will not much matter; all this activity
takes place through the day and night; there is no “still time."
Furthermore, so many people come and go through this place
that they won't question new faces suddenly showing up, mak-
ing it easy for the PCs to sneak in and investigate.

PC Assignments

If the PCs are part of the caravan, read out the following text:

No sooner have the people riding in the cylinder gotten
clear than a burly fellow who seems to be a foreman wanders
over and confers with Scupper. Then Scupper calls out all
your names as well as those of the three who came on the
caravan with you. “You lot will be going down to the Site in
Car #4, which just came up,” he announces, pointing to the
cylinder which just arrived. "It leaves in just a few minutes,
so you'd better go ahead and get your gear stowed aboard.
I'll be going along with you... and maybe then you'll get an-
swers to some of your questions.”

The inside of the cylinder has weighted chairs mounted with-
in spherical frameworks; no matter which way the cylinder is ori-
ented, the chairs remain upright. Along the walls of the cylinder
are rigidly-mounted boxes, one per person, in which the PCs can
stow their gear.

Sneaky PCs

If the PCs aren't part of the caravan, their best bet to see
where the cylinders go is to pretend to be an official group. The
foreman will take them at their word and pack chem off in the
next available cylinder; it'll take a week or so before the officials
in Pittstown compare notes enough to realize that someone went
below who shouldn’t have, giving the PCs that much lead time
to investigate.

The Descent

Once the PCs are in the cylinder and ready, give them the
following description.

Several minutes pass. Nothing happening. Then suddenly
the cylinder begins its descent with a jerk. Stryl jumps and
letsout an oath; Torkia Nuar laughsat his discomfort; Kelter
admonishes him for his language.

The cylinder sways as it descends, but then the swaying
gradually ceases and the ride becomes smoother.

Through the windows, you can see that the pit darkens;
there are no lights outside to see how fast you're sinking.
From his pack, Scupper pulls out an oil lamp and lights it
before you are plunged into complete darkness. Then he
grins and says, “‘Now we have quite a long ride. About a
day’s worth, in fact. Hope you brought some cards or dice.
We're well stocked with food and drink, and there's a strange
gnome device in the back of the car that'll serve us as an
outhouse—or inhouse, in this case.” He laughs at his feeble
joke, as you resign yourself to a dreary journey.

Player character who got aboard under false pretenses will
have the cylinder entirely to themselves; the DM should have
some fun describing the devices they find inside and play up
their fears concerning their destination as the hours intermina-
bly pass.

The descent will continue downward hour after hour. The
temperature increases, until it is barely tolerable; Scupper and
the other NPCs will shed themselves of all clothes except gar-
ments constituting the bare minimum of decency.

From time to time, through the windows, the PCs will scc one
of those gnomish caterpillar-machines. Lighted from within so
that their glowing front-windows look like shining eyes, these
devices crawl along the shaft's walls. From time to time they stop
to grind away rocky projections with their nose-cone drills,
catching the debris in nets.

Every hour or so, the chatn—and the PCs' cylinder—passes
through a short metal tunnel attached by metal posts to the sides
of the shaft. Scupper, if asked, says that these tunnels stabilize

the chain so that it does not swing wildly and crash into the sides
of the shaft.
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Scupper’s Answers

If the PCs ask questions of Scupper, he'll answer most of
them. If the PCs don’t ask all the right questions, have one of
the three NPCs ask them instead.

Scupper’s answers to questions the PCs are likely to ask are as
follows:

W here are we going?

"Down," Scupper answers, grinning. ‘‘Way, way down. A few
years back, an Alphatian sky-ship skipper named Haldemar
found a place beneath the earth—a big place; bigger than Al-
phatia itself. Where people lived. And Alphatia’s going to own
ic. All of it.

“For the last several years, we’ve been digging this shaft down
to the new world. One day, not too far in the future, we’ll have
cars on cables roaring up and down, carrying troops and trea-
sures up to Alphatia, carrying colonists and governors down to
the new wotld. Alphatia’s already the richest empire on Mystara;
with our new colonies, we're going to be twice as rich.

*“And folk like you, soldiers and retainers who get in before
the wuth is revealed to the world, will have a good deal coming.
You'll have early choice on land to colonize, for instance. The
Empire won't forget your efforts.”

W hat's this new world like?

“Oh, no. Better if you wait and see it for yourself. Words
can’t do justice to it.”

If the PCs have already been to the HOLLOW WORLD® set-
ting in a previous adventure, it should already be obvious to
them where they’re headed.

Also, if the existence of the Hollow World has already become
public knowledge, then Scupper won’t be so secretive about
what the “new world” looks like.

W hat are we going to do there?

“*Lots of things. Some of you will be guards and warriors. We
need guards for the town and warriors to conquer the savages
who surround it.

“*Some of you will be sailors. We have a growing sky-ship navy
down below... but we aren’t the only ones. Those evil , treacher-
ous Heldannic Knights are down there, too, curse them. They
have their own sky-ships, and plans to conquer all the primitive
tribes of this world and make them slaves. Naturally, we're try-
ing to enslave them first, for the glory of Alphatia and empire!

“Some of you will be teachers. If you're skilled with weapons
and tactics, you'll be teaching the savages how to do things the
Alphatian way. They're citizens of the empire now, and they’re
going to have to fight to protect it along with everybody else.

“Don’t worry, young 'uns. If there's something you know
how to do, we'll find you someone to do it to down below.”

W ho built this thing we're riding in?

**Dwarves and gnomes, mostly. The dwatves are from Denwarf-
Hurgon, the dwatf capital of Stoutfellow, in Alphatia. The
gnomesare from an interesting place called Serraine, a gnome city
of no fixed address.” He chuckles to himself, but won’t make any
explanations about Serraine (if the PCs have encountered Ser-
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raine, the flying gnome city from PC2: Top Ballisea, then they
won’t need any additional answers on that subject).

*“We have four chains going now. Each one has two carson it,
one at each end. A car will go from the surface world to the new
world, and its mate at the other end will go from the new world
to the surface world. Then, the chain’s direction reverses, and
the cars come back to where they started.

“Those gnomes, they're trying to engineer a new type of con-
veyance. This one’ll go all the time in the same direction. Each
car’'ll have to pass through some kind of thingy at each end to
help it stay attached to the chain when the chain passes through
the pulley.  don’t know how it works, but the gnomes say it'll
work all right. When that's done, we can have bigger cars arriv-
ing every hour or so... and then we’ll really begin moving troops
in and treasure out.”

Why don’t Alphatian wizards just teleport there?

“Don’t they wish! Ha! They would if they could, but magic
don’t work the same down there. Some spells just won't go.
And no one seems 1o be able to get from the world above to the
new world below by means of magic. Something between the
two worlds keeps it from happenin’... and I'll describe that a
little further down.”

Break at Midpoint

After about sixteen hours of travel—and card-games, and
dice-games, and sleeping, and singing led by the off-key
Scupper—a faint red glow can be seen coming from below.

“Comingin to Midpoint,” Scupper announces. **A chance to

stretch your legs."”

Through the windows, the PCs can see what looks like an
enormous pool of lava filling the entire shaft below. Just as they
begin to worry, the cylinder begins shuddering as it starts to
slow. Finally, about 100 feet above the lava it descends to a stop
beside a large platform which leads to a large lighted cavern cut
into the rock beside it. The following details of this strange way
station are keyed to the map on page 42.

1. Pladorm

This broad shelf was cut into the stone by means of disinte-
grace spells, a fact which will be apparent to any experienced
magic-user in the party who looks carefully at the surrounding
stone. The edge overlooking the lava-filled shaft has a high,
sturdy railing to keep people from falling in accidentally.

2. Drawbridges

At each of these four points an extendable drawbridge (like
the one the player characters saw at the top of the pit) extends
out to enable passengers from the cylinders to diserbark with-
out falling into the lava below.

Once the PCs are safely on solid ground again, Scupper tells
them they have an hour or so to stretch their legs, enjoy the cool
air, get something fresh to eat and drink, and have a look about.

3. Caterpillar-Tunnellers

Several gnomish caterpillar-tunneller devices are at rest on the
platform, and the PCs will see others come and go during their
stay, crawling all over the shaft walls grinding away at the rock.
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4. Cavern

The cavern houses a village-sized community, one which is
obviously set up to provide services to people travelling from the
Known World above to the Hollow World below and to serve asa
base for gnomish caterpillar-tunnellers stationed here.

The air in the cavern is cool and refreshing, vety different
from the hot air the PCs suffered through during the trip down;
it is obvious that the cavern is made more comfortable through
magic.

5. The Plaza

The area of the cavern closest to the platform is the Plaza, an
open area filled with chairs, benches, and tables, surrounded by
vendors of juices, wines, and food. Despite the exotic location,
the goods are all very inexpensive (the vendors are government-
supported). For a few copper pieces, the PCs can refresh them-
selves with the local goods.

6. Dwellings

Behind the Plaza are small buildings and tenements which
setve as the homes of the humans, gnomes, and dwatves which
operate Midpoint.

7. Lava

Over the edge of the platform, about 100’ below, is a lava lake
entirely filling the shaft. It might provide the PCs with food for
thought if they happen to notice that the chain which carries
their travel cylinder heads straight down into the lava.

The Rest of the Trip

All too soon, it's time for you and your fellow travellers to
load back into the cylinder and recommence the descent.
Scupper asks everyone to shut and fasten down their win-
dows, and then checks to make sure they’re all shut correctly.
He then hands out cheap leather bags, one per person. He
won't say what they're for, but announces, “If they become
necessary, you'll know what to do with them.”

Finally, he sits down in a chair, muttering to himself “'I
hate this part* To the rest of you, his only advice is **Hold on
tighc!”

Suddenly, the cylinder jerks into motion and plummets
100 feet, bringing your heart into your mouth. You hit the
lava pool seconds later at high speed and immediately sink
into the fiery depths. The temperature inside the cylinder be-
gins to rise rapidly and the air becomes vety hot and stuffy.

The cylinder continues to sink in the lava for what seems
like an eternity, downward and downward. Then something
very strange happens. You begin to feel dizzy and have an
odd sensation of weightlessness. You actually begin to float
free unless you hold on to your chairs, which isn't easy, con-
sidering that all the chairs are rotating at random in their
spherical housings! You begin to wish you hadn't eaten that
snack at Midpoint as your stomach rebels...

At this point, all the PCs (and NPCs) must roll less than or
equal to their Constitution score on a twenty-sided die or else

they'll need to use those bags Scupper passed out just before
they left. What’s more, no spells or magic items will work to ease
their discomfort—they are now in the World-Shield, which
completely negates all magic of any type.

After only a few minutes, the queasiness eases. Oh good;
perhaps you’ll all have time to get comfortable before you
roast to death or suffocate. You begin to feel your weight
again, and your chairs gradually swivel atound until they all
face the same way. Oddly enough, the cylinder seems to have
reversed its direction during all this; it’s now rising instead of
falling. Your speed is also slowing down; perhaps the cylinder
is beginning to reach bottom.

Then, the last thing you'd expect to happen, happens.
The cylinder pops out of the lava, and you're back at Mid-
point!

Actually, although this is Midpoint it is not the Midpoint the
characters have just visited, as Scupper will helpfully explain to
them: ““The one we stopped at on the way down is Midpoint
Up, on the other side of the lava. [t may feel like we're going up,
but then evetything's turned atound down here—in fact, we’re
still going in the exact same direction we were before.”

After a short stop at Midpoint Down to grab some ftesh air
and let the cylinder cool off, Scupper shooes everybody on board
one last time. The rest of the trip is another sixteen hours of
travel, this time “upwards.” The PCs will have plenty of time to
sleep during this final stretch of the trip.

Emergence

At the end of the long, weatying trip, the travellers in the
cylinder will see light far above; gradually, this rather reddish
light will become brighter and brighter.

Finally, the PCs’ cylinder is hauled up out of the shaft, to the
top of a set of pulley machinery identical to that which they saw
on the istand of Aegos... but these are standing in the open air,
not in a building.

The PCs, looking out through the windows, will see that they
are in a small walled town surrounded by what looks like jungle
or tropical rain forest. The sun overhead is at high noon; it’s a
funny blood-red color, not yellow like the sun they’re used to.

They’ve come to a land that is new to them...

Within minutes, the PCs, their NPC companions, and their
gear will be off-loaded.

Scupper will lead the PCs and the NPCs to the barracks which
will be their new home; here he'll introduce them to their new
commanding officer (Lt. Stolander) and they’ll be assigned
bunks and shown where to stow their gear. They'll also meet
their messmates and generally be shown the ropes.

Haldemar and Alphatian Neatharum

For DMs who own the HOLLOW WORLD® boxed set, this
would be a good time to review the information given there
about the Neathat Tribes and the Azcan Empire. DMs who
don't have access to the boxed set can make do with the infor-
mation given here and in Appendix 1 of the D&D® Rules Cyclo-
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pedia. The mapson page 42 and 45 show the town of Haldemar
(the PC’s current location) and Alphatian Neatharum (the area
of jungle under Alphatian control). The PCs will probably be in
this area for some time and will be able to learn the following
facts about the place through talking with NPCs and from ex-
perimentation of their own,

History of the Region

In the year 2,000 AY (1,000 AC in the Thyatian calendar),
Prince Haldemar of Haaken, an Alphatian adventurer and ex-
plorer who had been missing for several decades, reappeared in
the skies above Alphatia, still commanding his flying ship, the
Princess Ark.

Haldemar had been famous for his voyages to little-known
places, but his final voyage was clearly his greatest discovery.
While attempting to fly over the south pole, he had inadver-
tently flown inside one of the two great polar openings in Mys-
tara’s crust. His sky-ship had crashed when it passed through the
anti-magic aura which protects the Hollow World, but Halde-
mar managed to have it towed and sledded to a region where
magic worked again.

Flying around in the Hollow World, Haldemar learned that
he was not the first human of the Known World to discover this
place. The Heldannic Knights, a group the Alphatians had paid
litle attention to in the past, were alteady here, conquering
lands and making alliances as fast as they could.

When he eventually returned to Alphatia, Haldemar told
Empress Eriadna of the Hollow World and was commanded to
remain quiet about his discovery. The Empress then set about to
exploit Haldemar’s discovery for Alphatia’s benefit. She discov-
ered soon enough that some force—an anti-magical barrier of
lava located at the exact center of Mystara’s crust, soon termed
the World-Shield—prevented magic-users from using teleport
spells to reach the Hollow World. Those who tried either failed
altogether (if they were lucky) or tended to wind up half-way
(i.e., in the lava).

Knowing of the difficulty involved in sending sky-ships
through the polar openings, she decided that Alphatia’s access
to the Hollow World should be from Alphatian soil. She con-
tracted dwarves from Denwarf-Hurgon in Alphatia and gnomes
from the flying city of Serraine to burrow a hole from Alphatian
territory straight down into the mainland of the Hollow World.
Over a period of a very few years, they designed the devices and
provided the labor necessary to make a shaft 1,200 miles deep. ..
stretching from the island of Aegos to the jungle lands of the
Neathar.

The first drilling mechanisms of the Alphatians emerged in
the lightly-forested area of the Nogai Neathar tribe. The Nogai
are a tribe of Stone Age men, similar to our own world’s Cro-
Magnons; they are accomplished hunters, trappers, and furriers
who live in small forest villages and trade with the mountain
elves 1o the north and the other Neathar tribes in the other di-
tections. They treated the newcomers with suspicion but not
hostility, and the first tunnelling explorers from Alphatia had
quite a tale to take home.

Soon after, more wunnelling devices arrived; Alphatian wiz-
ards emerged, and the subjugation of the Nogai villages began.
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In the time since then, the Alphatians have built a town to
house and protect the mechanisms which soon will be carrying
more and more people and resources between the Known World
and the Hollow World. The town was named Haldemar in honot
of the Alphatian “discoverer” of the Hollow World;; it promises
to be a big city some day.

The expanding nation under Alphatian domination is named
Alphatian Neatharum. Since the area’s initial conquest, the Al-
phatian rulers and their reluctant Nogai subjects have been un-
der attack by their neighbors, including the Valgrai Neathar and
the Azcan Empire.

Rules for the HOLLOW WORLD® Setting

There are many differences between the Known World and
the Hollow World; some obvious, some so subtle the PCs may
not even notice them.

First, of course, the sun never goes down. It hangs, red and
even a little malevolent, at high noon forever and forever. The
little town of Haldemar has many porches and awnings to pro-
vide its residents with as much shade as possible.

Second, magic doesn't work quite right. Many spells do not
work here at all. Whenever a PC tries to cast one of the following
spells, the spell vanishes from memory as if it had been cast but
produces no effect:

Spells of Holding, such as hold petson and hold monster.

Spells of Charming and Commanding, such as quest, geas,
and all the charm spells.

Spells of Divination and Communication, such as know align-
ment, speak with dead, commune, ESP, and contact outer
plane.

Spells of Summoning, including any spell which summons up
any sort of monster.

Spells of Immortality, including raise dead, raise dead fuily,
and reincarnation.

Spells of Inssantaneous Transportation, including word of re-
call, travel, dimension door, teleport, summon object, teleport
any object, travel, and gate.

Magic items which simulate these spell effects also do not
work.

Generally speaking, the only way for PCs to find out which
spells do not work is by trial and error. Of course, they could
always befriend an Alphatian spellcaster who has been down
here a while and can give them useful advice.

There is absolutely no way for them to know that these prohi-
bitions do not affect spells cast by Immortals; Rheddrian’s staff
functions normally throughout their stay.

Third, the directions of east and west are reversed on maps of
the Hollow World; this can be vety confusing to newcomers until
they get the hang of it.

PC Assignments

The PCs are assigned to the Army of Aegos, one of the five
military groups stationed here; its prime responsibility is the se-
curity of the town of Haldemar and conquest of surrounding
tribal areas. The Army of Alphatia, by contrast, s made up
largely of Nogai conscripts with Alphatian officers; their job is to
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guard against attacks by the Azcans. The Navy of Alphatla flies
the sky-ships which fend off the occasional attack by the war-
birds of the Heldannic Knights; they also do most of the explor-
ing for other areas to conquer. The Dwarven Corps of Engineers
(nicknamed “‘The Pliers”) hail from Denwarf-Hurgon and ate
in charge both of new construction and of maintaining the
shaft. Finally, The Yardarms (‘“Two Arms and One Yard High"')
are gnome engineers from Serraine who keep the wall crawlers
and cylinder-transpott system in good repair,

The PCs' immediate commander in the Army of Aegos is
Lieutenant Stolander. Stolander is probably lower in experience
levels than they are, but he’s been with the Army longer and is
an Alphatian magic-user.

Stolander

History: Born in the Alphatian capital of Sundsvall, Sto-
lander is a minor nobleman and the fifth son of a moderately
wealthy family; this means that none of the family's wealth
was likely to settle upon him, so he determined to make his
career in the military.

Personality: Loud, fond of complaining, and short-
tempered. However, in spite of his annoying manner he is
fair in his orders and arbitration and will seand by his men
when they have done right and someone of higher rank
thinks they’ve done wrong.

Appearance: Tall, lean, bony; common (copper-skinned)
Alphatian coloration, with brown hair and hard-looking
brown eyes.

Combat Notes: 5th level MU; AC 7; hp 15; MV 120’ (40');
# AT 1 dagger or spell; Dmg 1d4 + 1 or by spell; Save MUS;
MIL.6; AL C. S14113 W10 D15 Col0 Ch1l2.

Spells Carried: 1st level: magic missile, shield. 2nd level:
invisibility, levitate. 3rd level: create air.

Magical Items In Possession: wand of lightning bolts, 20
charges.

The NPCs they arrived with—Stryl, Torkia Nuar, and Kelter
Zertben—are assigned to the Army of Alphatia, where they teach
the natives how to fight with Alphatian weapons in the Alpha-
tian fashion.

If the PCs sneaked down to the city, they’ll arrive without
proper papers and will be temporarily assigned to work with the
Nogai. It will take about a week and a half for the officers down
here to learn that there are possible spies in their midst, giving
the PCs that much lead time to accomplish their mission.

Communication With Rheddrian

If the PCs use the Staff of Rheddrian to contact their patron,
he will be amazed and gratified to hear of their advenwres.

He says, “The mere fact of the existence of the Hollow World
makes your mission worthwhile. I never suspected that such a
vast place could exist beneath our very feet. | will have to look
into it further... especially since the presence of troops from an
unknown world might have a big effect on the war. But I don't
see that any of this reflects the activities of any
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specific Immortals. Stay with this assignment for another week
or two and keep your eyes open for Immortal interference; if you
don’tfind any by the end of that time, then go ahead and make
your return to the surface; perhaps my next assignment will be
more fruitfnl "

Events

While the PCs are assigned to the Army of Aegos, they’ll be
involved in a number of events which will exercise their abilities.
These events are optional; the DM should run the PCs through
those he or she thinks will prove interesting. Some of these
events will take place whether the PCs are present or not.

Conquest of Nogai-Ta

On a routine exploration mission to the south of Haldemar,
the PCs’ squadron, led by Stolander, comes across a riverside vil-
lage of the Nogai, the local Neathar tribe. Standing orders are
that uniw of the army should capture such communities when
and where the units find them, so Stolander orders the PCs to
spread out, then charge the village.

The idea is to capture Nogai for “re-education,” so the PCs
will be encouraged to defeat as many as possible without killing
them.

The Army of Aegos squadron consists of Stolander, the PCs,
and four low-level soldiers:

Soldiers (Army of Aegos) (4). Combat Notes: 1st level
Fighter; AC 4 (chain mail and shield); hp 8; MV 90’ (30');
#AT 1 normal sword or crossbow; Dmg 1d8 (sword), 1d6
(crossbow); Save F1; ML8; AL N.

The Nogai forces include thirty warriors carrying stone-
headed weapons; twenty are male, ten are female. When half of
them have fallen in combat (dead, immobilized by magic, or
knocked out using Non-Lethal Combat rules from the D&D?®
Rules Cyclopedia), the rest will surrender, as will the remaining
20 or so Nogai non-fighters in the village.

Nogai Wartiots (30). Combat Notes: 1st level Fighter; AC
9; hp 8; MV 120’ (40'); #AT 1 spear or short bow; Dmg 1d6
(spear or short bow); Save F1; ML10; AL N; XPV 10.

If the PCs are defeated, the Nogai will stake the survivors out
on ground where they know great lizards frequently wander.
The PCs will have time enough to work on their bonds... but
before they have had a chance to flee the area, they will be as-
saulted by a dinosaur. Thiscreature, alarge carnivore that moves
on two legs, is not the fiercest reptile to stalk the jungles of the
Neathar, but the Nogai will have taken all the party’s weapons
and armor, which considerably evens the odds.

Dinosaur (Land Carnivore, Large) NA 1; AC 6; HD 6; #AT
2 claws/1 bite; Dmg 1d3/1d3/2d4; MV 120’ (40°); Save F3;
ML 9; TT Nil; Int 1; AL N; XPV 275.
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The Nogai will have abandoned their village by the time the
PCs return to it, taking the PCs' gear with them. If the charac-
ters want to recover the Staff of Rheddrian and their other
equipment, they will have to go looking for the vanished Nea-
thar, who have fled far away. The DM can, if he ot she wishes,
expand this into a major quest set against the backdrop of the
HOILOW WORLD®? setting.

Theft and Disappearance

Within a “week” (seven sleeps) after the PCs’ arrival in
Haldemar, a startling theft and set of disappearances will take
place.

Kelter Zerben, the cleric of Balthac who came down to the
Hollow World with the PCs, has disappeared. The PCs will have
seen little of him since arriving in Haldemar, but they may have
noticed that he seemed very troubled by the Alphatians’ treat-
ment of their Neathar ““subjects* Still, he does not seem at all
like the deserter type to them. Even more curious, three gnomes
have also disappeared, and four of the centipede-shaped tunnel-
ling devices. The officers in charge question evetybody associ-
ated with Kelter, including the PCs, since they arrived here with
him.

Though the PCs will be assigned to search in the area around
the town of Haldemar, they will find no trace of Kelter.

Attack of the Heldanners

About a week (another seven sleeps) after the odd disappear-
ances, the town of Haldemar is attacked by Heldannic Knights.

The Heldanners arrive in a flotilla of a half-dozen flying
ships. A bare three rounds before chey arrive, Lieutenant Stolan-
der, who spotted them while out on patrol, comes running in
from the forest, shouting “Heldanner alert! Attack on the way!
Everybody to battle stations! Get those sky-ships aloft! Prepare
to repel invaders!”

If the DM prefers, it can be the PCs who spot the attack force
on its way and have to rush back to town in time to give warning.

In the last-minute scramble before the Knights arrive, the PCs
will find themselves closest to one of the town’s flying ships
struggling to cast off; its captain will yell for them to get aboard
as her crew weighs anchor. This ship, the Tipsy Tyrant, is the
first (and only) defending ship to get aloft before the fitst of the
Heldannic warbirds clears the walls... and it’sup to the PCs and
the ship’s crew to defeat as many enemy vessels as possible, lest
the town of Haldemar be destroyed.

The Tipsy Tyeaat. Small sailing (flying) ship. Officers:
3 (Captain, 1st Mate, Pilot). Sailors: 10. Matines: 25. Cargo
Capacity: 100,000 cn. Move: 360’ (120') Flying, 90" (30°)
Sailing (Cruising Speed = 24 mph flying, Max Speed = 72
mph flying). Hull Points: 180. AC 8. Weapons: Two ballis-
tae, one catapult. This cargo ship has been converted for
troop transport but still retains its fill cargo capacity.

Marakaz (Captain). Combat Notes: 10th level MU; AC 9;
hp 30; MV 120" (40°); #AT 1 spell; Dmg by spell; Save
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MU10; ML10; AL N. S10 116 W13 D12 Col3 Chl4. Spells
Carried: 1st level— charm person, magic missile, sleep. 2nd
level— detect invisible, levitate, web. 3rd level— fly, fire-
ball, protection from normal missiles. 4th level— dimension
door, ice storm. Sth level— telekinesis, teleport. Magical
Items In Possession: wand of lightning bolts, 20 charges.
Marines (25). Combat Notes: 1st level Fighter or Elf; AC 4
(chain mail and shield); hp 8 (6 if Elf); MV 90’ (30'); #AT 1
normal sword or crossbow (humans) or spell (Elf); Dmg 1d8
(sword), 1d6 (crossbow), or by spell (if Elf); Save F1 or E1;
MLS8; ALN. Spells Carried (if Elf): 1st level — magic missile.
Sailors (10). Combat Notes: Normal Man; AC 9; hp 4; MV
120" (40'); #AT 1 dagger; Dmg 1d4; Save F1-1; ML5; AL N.
And the Player Characters.

cure light wounds ( X 2), light, cause fear (reverse of remove
fear); 2nd level: bless, blight (reverse form of bless), silence
15/ radius, resist fire; 3td level: cause disease (reverse of cure
disease), curse (reverse of remove curse), striking; 4th level:
cure setious wounds, dispel magic; Sth level cure critical
wounds. XPV 4000.

Marines (Heldannic Knights) (22). Combat Notes: 2nd level
Clerics; AC 2 (plate armor and shield); hp 10; MV 90’ (30');
#AT 1 sword or spell; Dmg 1d8 + 1 (bonus from Strength) or
by spell; Save C2; ML11; AL C. Equipment Carried: plate ar-
mor; normal sword; burning oil (4). Spells Cacried: 1st level—
cure light wounds (often cast reversed) ot cause fear (remove
fearteversed): 50% chance of each. XPV 30.

Sailors (9). Combat Notes: Normal Man; AC 9; hp 4; MV
120’ (40"); #AT 1 dagger; Dmg 1d4; Save F1-1; ML3; ALN.

Heldannic Warbirds NA: 6. Small (flying) galley. Offi-
cers: 1 (Captain). Rowers: None. Sailors: 9. Marines: 22. Car-
go Capacity: 40,000 cn. Move: 360’ (120') Flying, 90" (30')
Sailing (Flying Speed = 24 mph). Hull Points: 90. AC 8.
Weapons: Two catapults (one bow, one stern). This galley has
been refitted for flying use; it has no rowers or rowing oars,
cartying extra marines instead.

Captain (Heldannic Knight) (1). Combat Notes: 10th level
Cleric; AC —1 (suit armor and shield); hp 45; MV 90’ (30");
#AT 1 sword or spell; Dmg 1d8 + 1 (bonus from Strength) or
by spell; Save C10; ML11; AL C. Spells Carried: 1st level:

Equipment Carried: dagger; burning oil (2).

The Heldannic forces are heavily armed with kegs of burning
oil; they are under orders to set fire to the entire town.

Five unengaged Heldannic ships can drop enough burning ol
to torch the entire town. Unfortunately, the drydocks are the
warbirds’ first target, and only the PCs’ ship gets off the ground
in one piece. This means that if one Heldannic ship can keep the
Tipsy Tyrant engaged, the rest can destroy Haldemar. Or,
looked at from the player characters’ point of view, if the crew of
the Tipsy Tyrant can engage more than one enemy ship at a
time, some of Haldemar can be saved.

Captain Marakaz is no fool; she will quickly assess the situa-
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tion and suggest that anyone capable of bringing an attack to
bear on one of the other ships should do so without delay. She
will turn over command of the Tyrant to whichever PC has
struck her as the most competent (the DM should choose one
who could not engage a ship by himself or herself) and 1y forth
to attack one of the warbirds in single combat. For every one of
the Heldannic ships the PCs and Marakaz can engage, 20% of
the town will be spared. Eventually the Knights will be routed as
Alphatian sky-ships out on patrol at the time of the attack see
the flames and come hastening back.

If any of the Knights are taken prisoner after the fight, they
will boast that they were able to inflict so much damage because
of a traitor in the Alphatian ranks. If the PCs question them
further, they will learn that some time ago the Knights received
omens from their Immortal patron, Vanya, that they should be-
lieve everything theyheard from a man dressed in black bearing
as his symbol a sheared dragon’s head. Sure enough. only a few
daysago such a man wandered out of the jungle up to a Heldan-
nic encampment (if the PCs ask, his description fits Kelter Zer-
ben’s).

To their delight, the stranger told them everything they need-
ed to know to launch this attack against the hated Alphatian
interlopers, including the town’s layout, patrol schedules, and
troop strength. To their amusement, he asked them to promise
not to hurt any of the Neathar, only their Alphatian overlords;
they readily agreed, since they have plans to subject the tribes-
people themselves once the Alphatians are destroyed.

Only now will the full extent of the damage from Kelter’s
plan become apparent. Not only is the outpost badly damaged,
but during the fighting all the Nogai conscripts deserted. The
few Alphatian warriors who noticed their flight assumed they
were merely getting out of the way of the burning oil, but in
rettospect it becomes clear this was a premeditated mass deser-
tion; reconnaissance flights show they have completely left the
area, and the remaining tribes seem to have gone with them.

Thete is worse yet to come.

The Disaster

The town of Haldemar is in serious need of help and rein-
forcement right now, after all the damage it suffiered during the
attack. A few hours after the flying galleon attack, what feels
like an earthquake shakes what's left of the town. To the horrot
of all watching, the Pit collapses shut, sealing their only link
with the world above.

The PGCs, and all the other surviving folk of Haldemar, are
now trapped. The Heldannic Knights can be counted on to re-
new their attack, and Alphatian Neatharum is surrounded by
the now-hostile Neathar on one side and Azcan Empire (ever-
vigilant to increase its tertitory) on the other. It is therefore vital
to get word to the surface of what has happened below, to
let them know there are survivors in need of reinforcement or
rescue.

The PCs will be assigned to one of the two parties sent out to
try to reach the upper world. One group will use one of the few
remaining centipede-ctawlets to try to burrow its way through
1200 miles of rock. This approach is recommended for DMs
who do not have access to the HOLLOW WORLD® boxed set
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or those who want to wrap up this stage of the adventure
quickly. The journey will be as grueling as it is tedious, but af ter
months of work they should be able to emerge somewhere near
Pittstown.

Gnomish Centipede-Shaped Tunneller. Small Mechanical
Vehicle. Normal Crew: 4 (Pilot, Co-Pilot, Drill Operator,
Rock-Catcher). Cargo Capacity: 50,000 cn (cargo is normally
rock shaved away by the tunneller’s drill mechanism; the car-
go bay can be converted into passenger ot food storage space).
Move: 90’ (30°) while tunnelling, 120’ (40°) otherwise. Hull
Points: 80. AC 4. Drill does 2d8 damage to living targets.

The other group will be dispatched in a sky-ship (pethapsun-
der the command of Captain Marakaz, if she survived) in a des-
perate attempt to use Captain Haldemar’s escape route via the
hole in Mystara’s south pole. DMs who have the HOLLOW
WORLD set are encouraged to develop suitable adventures
along the way. Eventually the ship will either have to land or it
will crash as it enters the pole’s anti-magic field; from here the
PCs and their comrades will have to abandon ship and walk
through the icy wastes until they reach the outer world. Eventu-
ally, after many adventures, they should be able to make their
way back to Alphatia with considerably more experience than
when they left.

Catching Up on the News

Once the PCs reach the surface again, by whichever route,
their first priority should be to deliver their message to the Al-
phatians (after all, the sutyivors of Haldemar are counting on
them). They will be taken to Sundsvall for a personal audience
with Empress Eriadna herself. She will commend them for their
heroism, even if they originally reached the Hollow World by
subtetfuge; player characters who are citizens of the nations with
which Alphatia is currently at war will be given safe passage
wherever they choose.

From one of the Empress's advisors, they will learn more
about what caused the shaft's collapse and the fate of their ex-
friend, Kelter Zerban.

Several weeks af ter the shaft suddenly collapsed, construction
workers clearing away the ruins of the disk-shaped building in
Pittstown were startled when a lone centipede-tunneller
emerged from the rubble-filled pit. While they watched in won-
der, its hatch opened and an exhausted Kelter Zerben climbed
out. He shouted for them to help as he began to drag survivors
from Midpoint Up—sixteen in all—from the cargo bay. In the
tesulting confusion of dealing with the dehydrated sutvivors,
many of whom were in bad shape, Kelter slipped away.

The story, as authorities questioning the sutvivors later pieced
ittogether, seemed to indicate that Kelter believed that Balthac,
his Immortal patron, had ordered him to travel to the Hollow
World in order t rescue the Neathar from being enslaved and
exploited by the Alphatian colonists. He had therefore arranged
an attack on the outpost by Heldannic Knights—an attack de-
signed to cover the captive Neathars’ escape and prevent the Al-
phatians ftom being able to give pursuit. He had also convinced




three gnomes to help him by stealing centipede-crawlers and us-
ing them to honey-comb the walls of the shaft along its weakest
points, the idea apparently being to prevent Alphatia from rein-
forcing its colony.

However, as far as the survivors could gather from his bab-
blings, Kelter sincerely believed that when the shaft collapsed
Balthac would prevent anybody in Midpoint Up or Midpoint
Down from being harmed by magically transporting them to the
surface. When he saw the caverns collapse and his accomplices
ctushed to death along with hundreds of innocent people, he
was horrified. His Immortal appeared before him, mocked him
for a fool, and revealed that he (ot she; Kelter’s mutterings were
not vety clear on this point) was a minion of Entropy and chat all
Kelter’s deeds had been unwittingly done in the service of evil.

Apparently the shock was more than Kelter's mind could
take. In a frenzy, hesearched through Midpoint Up and rescued,
often at great personal risk, the pitiful handful of people still
alive. He then managed somehow to keep them alive all
through the 600-mile journey up the ruined shaft. The whole
way, they said, he alternately cried out for forgiveness or cursed
the name of his false patron and swore revenge. Upon reaching
Pittstown he slipped away, and has not been seen or heard from
since, despite the best efforts of the Empress’s intensive network
of spies.
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Once the PCs communicate again with Rheddrian after hear-
ing this story, he will be very excited by their news. He says,
“Clearly Kelter was a pawn used by some Entropic Immortal in-
terested in foiling Alphatia’s plan to add new resources to the
war, We must find Kelter if at all possible and find out exactly
what ‘Balthac’—clearly a false name—revealed to him. If you
hear any word of your ex-associate, you should let me know at
once.”

Final Notes

Remember to record all the time the PCs spent in the
Hollow World, checking it off on the calendar. When the PCs
return to the outer world, they’ll have the opportunity to learn
which Timeline events took place while they were below-
ground. Rheddrian will congratulate the PCs on their good work
so far, pay them whatever he owes them (probably adding a
healthy bonus, considering all they've been through), and ad-
vise them to go about their normal activities while he ponders
the impott of what they’ve just told him. He tells them to keep
his staff for now so that they can communicate with him if they
hear news they chink he should know.
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S5 Phase III: The Great War

) »is is an adventure for mid- to high-level player characters—
[ A}ose from 16th experience level on up.

DMs wishing to run the player characters from Phase II through
this adventure should first run many of the sideline adventures out-
lined in the Timeline (pp.72-92) to give them the chance to gain
the extra levels they will need to face the challenges of this adven-
ture’s climax. Alternatively, he or she could adjust the numbers ap-
pearing and Hit Dice of their opponents, although this in not
recommended for the climax of this adventure.

As with Phase I and II, knowledge of the nations of the
Known World setting will be helpful to the DM in fleshing out
the background. Since the two main encounters of this phase
take place in Darokin and Glantri, GAZ 3: The Principalities of
Glantriand GAZ 11: The Republic of Darokin will be useful. At
the very least, the DM should be familiar with the descriptions
of these countries appearing in Appendix 1 of the D&D® Rules
Cyclopedia.

Background Information

By the time Phase Il actually begins, the following events
should be in place:

First, the war between Alphatia and Glantri (and their respec-
tive allies) should be well advanced, and it should be clear to any
casual observer that Alphatia is winning. Phase 1l can com-
mence at just about any point in the Timeline that suits the
DM’s campaign. In most cases, it will begin sometime between
Spring AC 1,007 and Winter 1,008.

Second, by now the PCsshould either be dominion rulers or
on the verge of acquiring dominions. In the course of the adven-
tures they play in between the end of Phase II and the start of
Phase 111, the PCs should have the opportunities normally given
to heroes as they reach higher levels—the opportunity to be-
come more involved in the politics and grand events of nations,
the opportunity to impress and ally themselves with great rulers,
the opportunity to tule dominions and found dynasties.

Between Phase 11 and Phase 111

After the events of the “Mystery in Aegos™ adventure in
Phase II, Rheddrian will not have sent the PCs on a mission for
some time—possibly for months or even years. That doesn’t
mean that he is out of touch with them, merely that they've
been busy with more immediate affairs, such as protecting their
homes or families from harm. He tells them to keep the Staff of
Rheddrian for now, and to keep their eyes open for evidence on
the unusual activities of Immortals.

Meanwhile, the PCs should be living the lives of heroes in a
world of war.

It’s impossible for this adventure to predict all their individ-
ual interests and goals. PCs tend to come from different coun-
tries, have different alignments, and decide on different
objectives in the course of their careers; the adventure can't fore-
see what all of them will be. We can predict that the PCs will be
adventuring to check up on things for Rheddrian and (especial-
ly) to reduce the damage being done to their homelands by the

war, Remember that even in campaigns that do not play out all
the events in the Timeline as adventures, those events still take
place, as the Immortals’ war marches inexorably toward a con-
clusion.

How the PCs Get Involved

Rheddrian does not launch the PCs into the finale of this ad-
venture. That's something for them to do themselves.

Rheddrian will periodically ask the PCs if they- have heard
anything about Kelter Zerben, the cleric they met in the “Mys-
tety in Aegos’ adventure. He thinks Kelter is the key to discov-
ering which Immortal(s) are behind the war, and without that
information he and the player charactershave no chance of stop-

ping it.
The First Clue

The PCs will hear word of Kelter Zerben. The first rumor they
hear of him marks the date of the start of this adventure.

At some point when two or more of the PCs are together ina
market or fair, the characters will pass a stand where a struggling
artist sells quick charcoal portraits and tries to drum up business
for full-color portrait work.

Several of her sketches and paintings are up on small frames
on her stand, so that passersby can gauge her skill, which is con-
siderable. And one of the pieces of art is a full-color painting of
Kelter Zerben. In the painting, Kelter's expression is dark and
somber; his face is lined, his eyes shadowed by pain. His clothes
are all black, head to toe. Most importantly, he’s noticeably old-
er in this painung than when the PCs knew him.

The PCs will see the painting and undoubtedly want to know
more about the man they have been looking for since their ad-
venture on Aegos.

The artist is a young woman named Akatrina. She’s Trala-
daran, from the Grand Duchy of Karameikos. For the past few
years, she's been traveling all over the Known World, paying her
way by painting portraits of local dominion rulers and wealthy
merchants. Akatrina is that rarest of creatures, a helpful NPC;
she's quite willing to tell the PCs what little she knows about the
man she painted.

A few months ago she was in Thyatis City, capital of the Em-
pire of Thyatis, doing a commission for Anaxibius, the empire’s
most famous gladiator. Anaxibius has been running a school for
fighters since the war began, a kind of training ground to tough-
en up young Thyauan nobles for field command. Akatrina was
hired to paint a portrait of Anaxibius's partner, Demetria (in
fact, his fiancee the Princess Stephania, the emperor’s eldest
daughter and second in line to the throne). Between sessions,
the young artist liked to spend her “off time" watching the
fighters practice.

One day a burly drunk staggered into the school and told
Anaxibius, “They tell me you're the best fighter in this whole
empire. Teach me. [ have to kill an Immortal, and [ need to
know every trick there is.” Anaxibius gestured for some of his
students to throw this impious drunk out, and to everybody’s
surprise the fellow easily defeated the lot of them in seconds.
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Turning the episode into a training exercise, Anaxibius ordered
his best students to expel the intruder, only to see them beaten
one by one. Finally Anaxibius himself dueled with the stranger,
disarming him with an old arena trick. Everyone present expect-
ed the ex-gladiator to kill the man on the spot, but to their sur-
prise he offered to teach the stranger if he in turn would help
train others at the school. The stranger, who said his name was
Fortnell, accepted.

Fortnell became Anaxibius’ studentand the school's most de-
manding trainer. Respected for his ability with the two-handed
sword, he was nonetheless unpopular with the staff and stu-
dents. He would never talk about his past and was too dark and
driven; whereas the other trainets would unwind and fraternize
at the end of the day, Fortnell would head for the nearest tavern
and get drunk every night. To his credit, he never drank during
the day and was dead sober during his lessons, but his nightly
binges quickly earned him the nickname of “Drunken
Fortnell.”

If Fortnell was a taskmaster at his work, he was absolutely ob-
sessed with mastering his own lessons from Anaxibius. A very
good fighter when he arrived, he quickly became even better,
until he was capable of holding his own against the great Ana-
xibius himself. After that he thanked the gladiator forhis train.
ing, turned down all offers of a permanent position, and left the
city.

If the PCs ask the right questions to elicit them, Akatrina does
have a few more odds and ends of information. She once over-
heard Fortnell talking to Anaxibiusabout his need to “kill them
all in order to stop them spreading the same kind of lies | once
did”’ —whatever that meant. She ako doesn't think Fortnell was
his real name, since it sometimes took him a minute to recognize
it, especially when drunk. From his accent, she’d guess he was
Datokinian, not Thyatian; she’s sure from his training that he
was once in some army. Finally, if asked why she painted his por-
trait, she say he had an interesting face and she thoughtit’d be a
challenge to capture that haunted expression. If they're clever
enough to ask, she's willing to sell them the painting for 300 gp;
it'll be an invaluable tool for tracing his steps (by showing it to
people and asking *“Have you seen this man?").

More News of Fortnell

The PCs now have the critical clue they need to find Kelter
Zerben’s trail. How they choose to follow up on the clue, how-
ever, isup to them. If they share their discovery with Rheddrian,
he’ll be quite excited and promise to find out all he can. Within
a short time—perhaps a week or two—they’ll hear about iso-
lated attacks on wandering clerics and paladins, all of whom fol-
low a Darokinian Immortal named Balthac. With Rheddrian’s
help, they can sort out a pattern and trace “Fortnell’s” move-
menws; it soon becomes evident that he’s launched a one-man
war on the Order of Balthac. In each case, according to witness-
es, he challenged the cleric(s) bearing the sword-shearing-a-
dragon’s-head symbol to either abandon the faith of their false
Immortal or face him in mortal combat; to a man they refused
and died in the ensuing fight.

Just two weeks ago he burned down a new temple to Balthac

in Selenica, a town in the south-east corner of Darokin. If the
PCs travel there and ask around, they will gain the following
information. After Kelter/Fortnell had fought and slain all the
clerics, he told the temple setvants that their faith was in a false
Immortal who would cause them to do evil deeds and then
abandon them. He also told them that he himself was doomed
for the evil he's unknowingly done in Balthac’s name, and that
he was going ‘'to end it where it had all began.” The last any of
them saw of him, he left Selenica heading north-west along
Aengmor’s northern border.

Finding Kelter Zerben

Kelter Zerben, also known as Drunken Fortnell, isheaded for
the Cairn of Balthac, the site where he first became a cleric of
Balthac. The PCs have several clues to help them figure this out,
One is the pseudonym “Fortnell”': attentive players may recall
that he told them he was a soldier stationed at Fort Nell, an
outpost in north-central Darokin, just before his conversion to
Balthac’s service. Another is the remark he made in Selenica
about returning to “where it all began'* and the story he told
them on Aegos about becoming a cleric at Balthac's cairn. Or, if
they wish, they can simply follow his trail and should be able to
overtake him before he reaches his destination. Once they have
at least an approximate idea of where he’s going, the meansand
method they use to catch up with him are up to the players.

If the player characters have access to magical means of trans-
portation, such as a teleport spell or handy flying carpet, then
they should be able to get to Fort Nell or the Cairn of Balthac
before him. They might even warn the high priestess, Lady Lil-
lith, of his approach; if so, she will do her best to ease any suspi-
cions they may have about her and her order and attempt to
recruit theiraid in defending Balthac's shrine against this “'mad-
man." There is a slight chance (Intelligence check) that any char-
acter who saw the portrait of the Corran family in room 23 of
Corran Keep will recognize herasLillian Corran (see the charac-
ter description on p. 55).

If the player characters do not race ahead of Kelter but instead
follow his trail using notmal means (i.e., on foot or by horse-
back), they will overtake him shortly before he reaches the Cairn
(assume that he was badly injured in the fight at Selenica and
holed up for a while until his wounds healed). He makes no
attempt to conceal his tracks, so finding which way he went will
be easy, even for those without the Tracking ability.

It is important, however, that the DM takes into account the
events of the Timeline as Kelter and the PCs transverse this terri-
tory. Northern Darokin is in chaos, as Altheim comes under the
control of the Shadow Elves and Thar’s humanoids raid across
the countryside. The PCs are likely to encounter many wander-
ing bands, some of them hostile and others desperate. Suggest-
ed encounters include:
® a war party of Broken Lands humanoids, who will attack
(these attacks may take the form of ambushes, raids on camp-
sites, or even setting off avalanches or forest fires if the party
seems too tough to assault directly);
® abadly-mauled Darokin patrol from Ft. Nell, who will warn
them of danger on the road ahead;
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® refugees from Alfheim, who might beg them for help;
® Shadow Elves from Aengmor, who are hunting down Alf-
heim refugees.

If the PCs have the chance to question members of any of
these groups as to whether they saw anyone answering Kelcer’s
description pass this way recently, they each have the following
information:
® the humanoids say that such a man slew one of their war-
parties on this road only three days ago.
® the Darokin patrol say that they saw him and warned him of
the trouble ahead, only to have him reply he expected to die
anyway and only wanted it to be in the right place and for the
right cause.

e the elven refugees say he gave them almost all of his food and
his only blanket but would not let them accompany him, saying
he was cursed and would only bring them bad luck.

® the Shadow Elves saw such a man but ignored him, since he
was clearly not an elf and hence none of their concern.

Confronting Kelter Zerben

When the PCs do catch up to Kelter Zerben, how he reacts to
them depends largely on how they act toward him. If they at-
tack, he will defend himself. If they accuse him, he will confess
to being responsible for the disaster at Haldemar and Midpoint
and say he is now trying to atone for what he did. If they ask him
what he’s up to, he'll explain.

Even the densest of characters should remember that killing
Kelter isn't their goal; their goal is to get the information only
he has. If they provoke a fight with him and kill him, they lose
their only chance to gain that critical information.

Assuming they don't kill him, he’ll tell them what they want
to know. His words and tone are anguished, and he’ll insist on
drinking the PCs' wine or his own while he tells his tale.

“You want to know what happened to me, in the great
shaft between Aegos and the world below? You shouldn’t.
You should leave me now. What I know is going to kill me. If
you hear it, it might kill you, too.

“Thought you were ghosts at first. I see a lot of ghosts,
these days... all the people who died because I betrayed
them: Scupper, Torkia Nuar, Stryl, Lt. Stolander, all of you...
1 see them in my dreams every night.

“Why did I do it? Because I was a fool, that’s why. Balthac
told me to, and like a good little soldier I obeyed. I mean, if
you can’t trust your own Immortal, who can you trust? At
least that’s what I thought then....

‘' Anyway, Balthac told me strange tidings about Aegosand
commanded that [ investigate. I did... I joined the army
there, as you did, and went down into the world below, the
world of the eternal sun... I told Balthac what I'd found, and
he said the Alphatians were doing an evil thing by enslaving
the Neathar. He told me to arrange a raid by their enemies,
the Heldannic Knights, as a distraction while the Neathar es-
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caped and fled far away, where the Alphatians would never
find them. Then I was to weaken the shaft so that it would
collapse, cutting off Haldemar from reinforcements. Balthac
told me that at the moment of collapse, the men and women
of the two Midpoint stations would be magically teleported
to safety....

“So I did as I wastold. Gave the Knights the information
they needed to launch a small raid. Picked a time for it when
most of the Neathar would be outside the city and the rest
could easily slip away in the confusion. Watned the Neathar
when to make their break for freedom. Recruited Doblan,
Popolor, and Agnesia, three gnomes, to help me destroy the
shaft. We each took one of those tunnelling machines and
used them to honeycomb the rock on all sides of the shaft,
weakening it for hundreds of yards in all directions....

*“When we thought it was ready, I prayed to Balthac, and he
came. He appeared before me as a ball of light and told me that
I had done well; that all of Haldemat’s people were already dead
and that when the shaft collapsed the folk of the Midpoints
would join them. When 1 protested in hotror, he laughed and
told me that there was no Immortal Balthac, that he was just an
avatar for an Immortal of Entropy. I'd been serving the cause of
Entropy all those yeats, and I never knew it. 1'd killed all those

“I raced for Midpoint to try to warn the people there, but
seconds later there was a tremendous explosion. 1 don’t know
how I survived, but somehow I did. I spent a day searching
through the ruins of both Midpoint Down and Midpoint Up
until I was sure I'd found everybody still alive. Then I got them
up to the surface; 1 don’t remember that part too cleatly.

“I knew what I had to do. I had to destroy the clerical order
of Balthac. To do that, I had to be able to slay any cleric of
Balthac who opposed me... so I learned to fight, better than |
ever had befote. I keep offering them the chance to renounce
Balthac or die, but they won't believe me that there is no
Balthac and all choose death before dishonor. They seem to
think I'm mad. I guess maybe I am, a little.

“It's almost over now, though. I’m on my way to the Cairn
of Balthac itself, where I intend to challenge and slay the cler-
ics, then burn the temple down. Balthac died cutting off the
head of an evil dragon, and the way I see it the Order of Bal-
thac is like a dragon; if I can cut off its head it'll die. I don’t
expect to survive, but if I can stop others being corrupted like
I was, it'l] be worth it. At least I'll have that honorable death
she promised me, so that I might atone for all the terrible
things I've done.”

poor people, and for no good reason....”

Kelter breaks down at this point and buries his face in his
hands. Presently, he will get his grief under control and con-
tinue,

““The false Balthac promised me great rewards if I would
willingly serve her. Her? Yes; her form changed after that
laugh—and I hope I never hear a laugh like that again—and
became that of a beautiful woman, jet-black on one side and
snow-white on the other. She told me that since I had left,
the Order had built a great temple at Balthac's Caitn, where a
whole new generation of Clerics of Balthac were being train-
ed, fools like me who would run about the world believing
they were doing good when in fact all their deeds only
advanced the cause of Entropy. If I joined her, she'd see that
replaced Lady Lillith as the head of the Order.

“There's more. She said I should join the cause of Entropy
because the other Immortals were locked in a war over an
artifact—a thing that had the power to destroy all the magic
tn the world. She and other Entropic Immortals were working
behind the scenes to prolong the war, secretly helping theit
foes to destroy one another... and that when the warwasover,
Entropy would be the most powerful force among the Im-
moruals, ushering in a new era of death and corruption. And1
and my fellow clerics of Balthac were blindly helping to bring
this about....

“I could stand no more. I refused her offer, and waited to
die. Instead, she whispered in my ear, ‘You have served me
well. I will let you live to see the sun again. You will die as
Balthac himself died, in the same place and in the same way.’
Then she was gone.

Kelter’s new statistics are as follows:

“Drunken Fortaell” (Kelter Zerben)

History: Kelter's history since he last saw the PCs is given in
his stoty, above. He is no longer a cleric; he abandoned *‘Bal-
thac's" service once he learned that Balthac was really evil. He
started over against as a fighter and has done a great deal of ad-
venturing to reach his current experience level; he also continues
to train hard to improve his combat abilities and is now a Grand
Master with the two-handed sword.

Personality: Kelter a bitter, angry man who cannot forgive
himself for believing ““Balthac” and bringing about the deaths
of innocent people in Midpoint. He is driven to avenge his hon-
or and to destroy the temple of Balthac. He wants to die, but not
until he has achieved his mission; until then he will defend him-
self vigorously if threatened.

Appearance: Kelter is now in his late 20s or early 30s. He is
still about 6' tall, with thick black hair; his face is ill-shaven,
showing several days' stubble. His skin is still tanned but his
brown eyes are now surrounded by shadows and haunted
thoughts. He was in good shape before; he is now in excellent
shape. He wears black garments not adorned with any other col-
or; the surcoat he wears over his chain mailis black, and even the
chain mail has been washed with black, so that it is the dullest of
dark grays. He carries a normal sword and two daggers in addi-
tion to a well-used two-handed sword.

Combat Notes: 15th level Fighter; AC 1 (chain mail + 3 and
Dexterity bonus); hp 72; MV 90’ (30'); #AT 1 two-handed sword
+2 or normal sword +1, +5 vs. undead; Dmg 3d6+7 or
1d8 +3/ +7; Save F15; ML11; AL N. S17 13 W15 D14 Col2
Ch11. His Weapon Mastery skills given him a bonus of +8 to hit
and enable him to deflect up to three blows aimed at him per
round OR stun victims he hits.
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Kelter's plan of action at this point is simple: he intends to go
to the temple at the Cairn of Balthac and burn it to the ground.
The PCs will probably want to join him, now that his story has
made it clear that the Order of Balthac needs to be stopped.
They should also be alert to the possibility of learning more
about the artifact the false Balthac mentioned; perhaps temple
records will give some clue to its location (if the PCs do not think
of this, Kelter will suggest it).

If the PCs foolishly kill Kelter before he was able to tell his
story, they will have no idea that information about the artifact
is located at the temple. Kind-hearted DMs might decide that
Kelter wrote down the preceding story to explain the reasons be-
hind his vendetta and carried it with him so that if he lost one of
his duels the cleric of Balthac who killed him might find it, read
it, and be inspired to carry on his quest. The document will pro-
vide enough detailsof his first visit to the Cairn for them to have
a good idea of its location.

The Temple of Balthac

Assuming that the PCs and Kelter Zerben join forces, they
will have no trouble reaching the Temple, especially since hu-
manoids give it a wide berth (the clerics there consider them tar-
get practice and react with enthusiasm to their rare forays into
the area). If the PCs sneak up on and reconnoitering the site,
they will be able to see the general layout of the temple grounds
and will be able to figure out the purpose of each building. The
absence of regular patrols means that the party will have no trou-
ble sneaking into the main temple.

The Temple of Balthac is nestled in a small dale in the
mountains. The temple itself is a large rectangular building
made of stone, built in archaic fashion with a colonnade all
around. The windowless exterior walls are decorated with
bas-relief carvings representing the heroic feats of Balthac’s
mortal life. There is only one door, which is closed: a great
bronze valve depicting Balthac’s nemesis, the great dragon
Calor. The doorway faces a large heap of stones, an artificial
mound about 30" high—according to legend, Calor’s burial
place. Three wooden buildings stand on the eastern end of
the dale; two which seem to be barracks or dormitories and
one large one which, judging from the smells and noises that
issue from it, contains a kitchen, mess hall, and practice room
for the clerics-in-training to learn weapon skills.

The following descriptions arte keyed to the map on p. 55 of
the Temple of Balthac and i outbuildings.

1. The Temple

The main chamber of this temple is simplicity itself: a
large, bare room with a high ceiling. Airholes in the roof are
cunningly placed to provide fresh air without allowing rain-
water to drip in. In the center of the room is Balthac’s tomb,
an altar-like marble sarcophagus 4" high and 7' long. Catved

on its lid is the image of Balthac, lying asif asleep, his hands
resting on the hilt of his two-handed sword.

There are always two clerics of Balthac in attendance here at
all times:

Clerics of Balthac: NA 2; AC 5; Sth level Clerics; hp 20; #AT
1 two-handed sword or spells; Dmg 1d10; MV 90 (30'); Save
C5; ML10; TT Nil; Int 10; AL L; XPV 300. Spells Carted: 1st
level: cure light wounds, protection from evil. 2nd level: bless,
hold petson.

These two will attack Kelter on sight (he has become something
of a legend in their order), drawing their weapons and moving to
interpose themselves between him and whichever room the high
priestess is in at the time (see below). They are among the highest-
ranking members of the Order, since (a) the cult is very newand (b)
Kelter has been killing its most active members. They have no
quarrel with the player characters and will warn them not to inter-
fere with their attempss to deal with the Apostate.

2. Temple Office

This room is as cluttered as the one outside is empty.
Shelves piled with scrolls in neat piles line the walls; in the
center of the room is a large desk with a comfortable chair. A
delicate stained-glass lamp with a continual light spell on it
rests on the desk, filling the room with gente rainbow-
colored lights.

This is where Lady Lillith, the high priestess, spends most of
her time; there is a 50% chance she will be here when the PCs
enter the temple. She is a very orderly person and keeps good
records, so it will only take them a few minutes to locate any
specific item they want. The scrolls of greatest interest are re-
cruitment records listing all currentmembers of the order of Bal-
thac (Kelter will want this to see if he’s missed anybody), a map
showing the location of all branch-temples (ditto), ““The Legend
of Balthac™ (the version Kelter told them in Phase II; see p. 37),
and, in alocked drawer of the desk, a scroll with three read mag-
ic spells on it and Lillian Corran'’s diary.

This last and most valuable find contains entries from the year
822 to the present, neatly written in the same handwriting. If
the characters take the time to read through all of it, they will
learn that “‘Lady Lillith” and Lillian Corran are the same person
and that she has been a nosferatu (Glantrian vampire) for most
of the past two centuries. For more on the diary’s contents, see
the “history”" section under her character description and the
section entitled *“What Lillian Corran Knows" below.

3. High Priestess’s Chambers

Unlike the sparse main room, this chamber is cozy and
comfortable. Beeswax candles in sconces illuminate the beau-
tiful tapestries of city scenes which cover the walls. A large
poster-bed with closed drapes rests in the center of the room,

and an ornately-carved wardrobe stands in one corner.
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The three tapestries are of very fine workmanship and are
worth 300 gp apiece. Any character who has been in Darokin
City has a chance (Intelligence check) of recognizing them as
scenes of how the city would have looked a few hundred years
ago. The wardrobe 1s full of dresses made to fit a tall, thin wom-
an; they are modern in style, made of fine fabrics, and worth
about 20-50 gp each. Clearly, whoever wears them prefers cool
colors, as they are all shades of blue, green, and yellow. The bed
is both elegant, with red velvet privacy curtains, and comfort-
able, with goose down mattress and pillows. The bed functions
as the nosferatu’s coffin; beneath the mattress the frame is filled
with dirt. The entrance to the sectet escape tunnel (#4) is hidden
in the floor panel of the wardrobe.

If the high priestess is not in the temple office when the ad-
venturers enter the temple, she will be here (50% chance of ei-
ther). Since she is a.nosferatu, she can be active day or night;
although she dislikes sunlight it will not destroy her as it would
an ordinary vampire.

Lady Lillich (Lillian Cortan)

Histoty: Born in the year 795 AC, Lillian was a society belle
who at age 17 fell in love with and married a young Darokin
noble named Alexander Corran. When he achieved his baro-
nial status in 821, he took his wife and their 9-year-old son
with him 1nto the rugged mountains of northern Darokin
where he was building his own castle—Corran Keep. The
city-born Lillian was not cut out to be a pioneer and slowly
wilted in this desolate spot. The grief of seeing her husband
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inexorably losing his war with the local humanoids and her
son’s sudden death in a skirmish caused her to withdraw into
herself and begin to waste away. She would undoubtedly
have died with her husband in the final sack of Cotran Keep,
but shortly before that event she was spotted by a vampire-
like creature from neighboring Glantri. Struck by her now-
ethereal beauty, the creature swooped down upon her as she
walked the parapets and carried her off to his home, where he
transformed her into a creature like himself .

Forced to setve her murderer, Lillian became a palace ser-
vant in the vampire-haunted Glantrian principality of Bolda-
via. Eventually, about thirty years later, her master discovered
that a rival prince, Etienne d' Ambreville, had gained control
of an artifact of great power. He decided to wrest control of
the artifact from him, but proved no match for d'Am-
breville’s magic and was destroyed.

Free at last, Lillian stayed on in Glantri, establishing her-
self in Glantri City. She watched the Great School of Magic
being built over the site her former captor had said hid
d'Ambreville’s artifact. Over the years, she patiently gath-
ered information about the artifact and its powers. She stud-
ied in the Great School to learn about the nature of magic
and the multiverse. Increasingly, she found herself fascinated
by Entropy, the Power which animates all the undead races. A
century ago, she became a cleric of Hel, one of the Entropic
Immortals. In Glantri, where clerics of any type are forbid-

den, she had to keep her new vocation a secret.
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In the years since, she has setved Hel faithfully. Her most
recent task was to organize the false cult of Balthac. As high
priestess of the order, she alone knows that there is no Im-
mortal named Balthac and that his clerics are really unsus-
pecting minions of Hel.

Personality: Lillian is fascinated with Entropy, the force to
which she owes her continued existence. She sees it not as evil
and destructive but as a cleansing force which calms and qui-
ets the chaos of life. She is cultured, intelligent, and gentle;
an odd combination for an undead cleric of Entropy. She is
quite dangerous, since she seeks to spread what she sees as
Entropy’s “gifts” (i.e., the peace of death) in any way possi-
ble. Even after all these years she has a soft spot in her heart
for her long-dead family, especially her son.

Still a city dweller at heart, she is looking forward to the
time when she finishes this assignment and can return to
Glantri City or Darokin Town.

Appearance: Lillian is a tall, thin woman, with very beauti-
ful features and long blonde hair. Her skin is pale, but it is
not clear from either her appearance or her manner than she
is undead; she looks like an elegant courtly lady rather than a
creature of the night. She has green eyes.

Combat Notes: 9-HD nosferatu and 9th-level cleric; AC
— 3 (base AC 2, Dexterity bonus, magical bonus); hp 36; MV
120’ (40'), flying MV 180’ (60’); #AT 1 bite, weapon, or spe-
cial; Dmg 1d4 (bite), 1d10 +2 (two-handed sword), or by
spell; Save C9; ML11; AL N; XPV 2,300. Immune to normal
non-silver weapons, sleep, charm, hold; regenerates 1 point
per round; animal-form abilities like vampire. S10 116 W17
D16 Co9 Ch17 Languages: Darokin, Alignment (Neutral),
Glantrian, Elvish.

Unlike vampires, nosferatu drain blood, not levels; they
are unharmed by sunlight, although they find it painful and
avoid it when possible.

Spells Carried: 1st level: cause light wounds, darkness,
fear. 2nd level: bless, hold petson, resist fire. 3td level: con-
tinual darkness, cure disease, speak with the dead. 4th level:
animate dead, cause serious wounds.

Magical ltems In Possession: two-handed sword +2, ring

of protecion +3.

-

Whatever the PCsdo, if they enter the temple they will con-
front Lady Lillith at some point. Unless they deal with the two
clerics guarding Balthac’s tomb quickly and quietly, she will hear
the scuftling of melee and come to investigate. She will appear
in the doorway of whichever room she is currently in, order her
guards to stop fighting, and demand to know who the inttuders
are and why they are profaning this holy place.

Lillian is clever enough to realize that if Kelter got this far,
then he’s probably capable of killing them all, especially if his
new-found friends are of comparable level. Therefore she will
try to talk them out of attacking, referring to Kelter as “this
poor, misguided man"’ in an attempt to convince the PCs that
his story is the deranged hallucinations of a madman. She will
bargain with them: restrain Kelter, leave this site without doing
it or its inhabitants any further harm, and she will tell them any-
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thing they want to know.

If the PCs attack her, she will flee through the escape tunnel;
she has not survived 200 years by sticking around to defend lost
causes.

If at least one of the player characters recognizes her from the
portrait in Corran Keep and addresses her by her real name, she
will be caught off-guard and lose her composure. She will be
thoroughly distracted if they tell her about Crackle, the Light-
ning Zombie youth who animates the body of her dead son; the
PCs may be surprised at her desperate urgency to know where
she can find him. If they ate clever enough to use this as a bar-
gaining chip, she will tell them all she knows. If they negotiate
shrewdly enough, they may even be able to blackmail her into
calling the whole congregation together, admitting the truth of
Kelter’s charges, and disbanding the Order forever.

What Lillian Corran Knows:

Two groups of Immortals from the Sphere of Energy and their
allies and mortal followersare currently locked in a struggle over
an artifact which has the power to change the way magic works.
There is no Immortal named Balthac; Lillian set up the church
of Balthac at the orders of her Immortal patron so that Hel
would have a way to manipulate well-intentioned people into
furthering the cause of Entropy. In het decades of sif ting rumors
concerning the Radiance, Lillian has learned that it is hidden
somewhere under Glantri City; that it seems to be under the
control of Etienne d’ Ambreville, the most powetf ul magician in
Glantri:; that Etienne and his friends are sometimes able to cast
highly unusual spells, presumably as a result of their work with
the object. She believes its exact hiding place is known only to
Prince Etienne and that it can only be reached through releport
spells. She suspects it to be somewhere under Glantri City, prob-
ably directly beneath the Great School of Magic.

4. The Tunnel

Only Lillian knows of this secret escape toute; it leads from
the wardrobe in her bedchamber to a cave in one of the nearby
hills, She has a spare coffin, along with a change of clothes, a
good book, and a 200 gp *“emergency fund” hidden in the exit-
cave.

S. The Barracks

Each of these buildings is sparse and functional, contain-
ing 40 simple wooden bunk beds. Each bed has a wooden
chest at its foot. A few tables with chairs around them com-
plete the room’s furnishings.

In the daytime, these buildings will be empty. At night,
about 30 people sleep in each building (there are more beds
than people due to the losses Kelter has been inflicting on the
organization). The chests provide a place for the tramees to store
their armor and weapons while sleeping.
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Balthac’s Clerics-in-Training (normal men and women): NA
1d6 (daytime), 30 (nighttime); AC 5 (daytime, chain mail) or 9
(nighttime); HD 1-1; #AT 1 two-handed sword; Dmg 1d10; MV
90’ (30') (daytime, in armor) or 120’ (40') (night) ; Save F1-1;
ML7; TT Nil; Int 10; ALN; XPV 5.

6. The School

This large two-story building serves as a school for clerics; its
ground floor is divided between a kitchen and mess room, while
the upper floor is a single huge room used for weapon-training
and theological lectures. During the day 50 clerics-in-training
will be here with three instructors, while five more trainees will
be doing kitchen duty. At night this building will be unoccu-
pied.

Instructors (Clerics of Balthac): NA 3; AC 5 (chain mail); 5th
level clerics; 20 hit points; #AT 1 two-handed swotd ot spell;
Dmg 1d10 or by spell; MV 90’ (30'); Save C5; ML 9; TT Nil; Int
12; ALN; XPV 300. Spells Carried: 1st level: cure light wounds
% 2. 2nd level: bless, hold person.

Balthac’s Clerics-in-Training (normal men and women): NA
55; AC5 (chain mail); HD 1-1; 5 hit points; #AT 1 two-handed
sword; Dmg 1d10; MV 90’ (30'); Save F1-1; ML 7; TT Nil; Int
10; AL N; XPV 5.

Note that these are the residents of the barracks described
above; theywill either be encountered in the barracks at night or
in the training hall during the night, but not both.

7. Calor’s Caira

This rocky mound stands about 30’ high; it is made up of
small boulders, probably weighing about 20-30 lbs each,
piled one atop another. Legend says that the bones of Calor
the dragon lie buried within.

Hel's Revenge

Once the PCs have gained the information or records they
want—either through stealth, combat, or negotiation—they'll
be ready to leave the complex. As they are leaving, or as Kelter
begins setting fires to the complex, they'll have an encounter
they would probably rather have missed.

A glow appears before you; in the center is a beautiful
woman, half-black, half-white—the Immortal Hel. As you
stand speechless, she addresses you in a mocking, amused
voice: “So, little mortals. Once again you interfere in my
plans. You call yourselves heroes; let's see how you fare
againsta real challenge.” With that, she gestures, and things
start to appear—winged men 8’ tall with storklike legs, bird-
like faces, and sharp, wicked-looking talons. Hel smiles and
adds “'If you manage to defeat my little pets, I have another
treat for you—after all, I promised Kelter, and it wouldn't do
to go back on my word now, would it?"" With that she disap-
pears, and you find you can move again—just as the creatures
let out horrid screams and move to attack.

These are Screaming Fiends; there is one for each of the player
characterplusone for Kelter, if he isstill with them. Naturally, if
they're still alive the clerics and clerics-in-training will come
charging out from the barracks or training hall to see what's
causing all the ruckus. The trainees will move to join the PCs,
but the older and wiser clerics will order them to keep clear; this
is the PCs' fight.

Screaming Fiends: NA varies; AC 0; HD 10***¥¥*¥¥%. L
50; #AT 2 claws/2 talons/1 bite; Dmg 1d4 (% 2)/1d8 (x2)/
1d6; MV 120 (40°), flying 180" (60'); A-M 25% ; Save IM! or
MU 36; ML 10; TT B; Int 1d6+14; AL C; SA Call Other (15%
chance of success), Control Undead, Enhanced Reflexes (+2 to
surprise and individual initiative), and Swoop (double damage
when swooping down on a target from above, useable once every
three rounds); XPV 8,500.

Considering these monsters’ ability to call up others of their
kind, the PCs could well have a protracted, bloody battle on
their hands.

There's worse to come: if and when the PCs gain the upper
hand over the Screaming Fiends, a far more deadly foe claws its
way up out of the ground into their midst. The dragon Calor has
heard Hel's call and risen from the dead to wreak havoc again,
sending the stones of its cairn flying like pebbles (Dexterity
check to avoid being hit; those who fail take 2d10 points of
damage from the boulders).

The creature which erupts from the ground isa skeleton. ..
the skeleton of the largest dragon you've ever seen: Calor,
Balthac’s Bane. Its bones are the brown of things long buried
in the ground. Buried in its forehead nearly up to the hile is
the two-handed sword that originally killed the beast. Al-
though it has no internal organs left, you can see flames roar
to life in its throat as it prepares to breathe on you.

If Kelter is still alive, he will abandon whatever he is doing
and charge the skeleton-dragon, seeing it as his last chance for a
heroic death. Should the player characters use magical means to
flee (for example, teleport), they will elude the Screaming
Fiends, but Calor will track them unerringly, catching up with
them an hour, a day, a week later (whenever Hel thinks would be
least convenient).

The skeleton-dragon's statistics are similar to those of a giant
red dragon, except that Calor can turn invisible at will (re-
appearing when it attacks), cannot be hurt by normal or silver
weapons or by fire damage, and gains hit points when hit by
lightning bolts (at the rate of 1 hp per point of darnage the spell
would normally have inflicted). The first time the creature is hit
by such an attack, it will be obvious that the healing is taking
place as broken bones re-form and severed pieces regenerate.
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Skeleton-Dragon of Calor: NA 1; AC —8; HD 20****; hp 160;
#AT 2 claws/1 bite or breath; Dmg 1d12+2 (X 2)/4d8 or fire
damage equal to monster’s remaining hp; MV 150’ (50') ground or
360" (120") flying; Save F36; ML 12; TT special (sword Camb); Int
12; AL C; SA invisibility (as ring), unhurt by normal and silver
weapons of fite attacks, lightning heals damage; XPV 9,575.

Camb: Elven two-handed sword + 3, +5 vs. Dragonkind, in-
telligent (no communication), talent of extinguishing. Evenun-
dead, Calor is still a dragon, so Camb’s full +5 bonus does
apply if a PC can wrench it loose somehow (this takes a successful
Open Doors roll and will cause Calor to focus its attacks on the
character attempting it).

Baithac to the Rescue

It’s highly likely that the PCs, weakened by a tussle with the
clerics and a protracted sttuggle with the Screaming Fiends, will
be in a very bad way once the dragon arrives on the scene. Fortu-
nately for them, help is on the way.

Unknown to Hel, Balthac was a candidate for Immortality at
the time of his death centuries ago. His sponsor, the Immortal
Terra, was saddened by his death and decided to reward his self-
sacrifice by making him a titan; he has served her ever since.
Terra's attention has been drawn by Hel's appearance at the
shrine, and she is very, very angry to see the mockery Hel has
made of Balthac's legacy. Accordingly, she sends the real Balthac
to aid the PCs by battling the dragon once again. He will arrive
three rounds after the dragon claws its way up out of the cairn.

Above the sounds of battle, you hear a loud, hollow
“boom!” fiom inside the temple, the sound of stone hitting
stone. The great bronze door slowly swings open, and a giant
of a man wearing antique armor stands in the doorway, light-
ly carrying a familiar-looking two-handed sword. Balthac has
risen from the tomb to join the battle!

Balthac. Combat Notes: Titan; AC — 3; HD 15¥*******, hp
100; MV 150’ (50'); #AT 1 two-handed sword; Dmg 1d10+8
(vs. Calor) or 1d10 +6 (vs. non-dragon enemies); A-M 25%;
Save IM1; ML12; AL L. S18112 W13 D16 Col7 Ch16. Magical
Items in Possession: Sword *“Camb** (artifact-strength replica of
original)—Elven two-handed sword +3, +5 vs. Diagonkind.
intelligent (no communication), talent of extinguishing.

With the arrival of Balthac, the tide should turn in the player
characters’ favor. He will fearlessly attack Calor until one or the
other of them is dead; any of the Scteaming Fiends that remain
alive when the skeleton-dragon falls will prudently flee by tele-
porting away. If Balthac is slain in the fight, his body and all his
equipment vanish. If Balthac and the PCs triumph, then he will
praise them for their courage and fighting ability before turning
to give a short address to his erstwhile clerics. These poor souls
meekly submit to the rebuke he gives them for not being able to
tell good from evil and promise to disband the cult of Balthac
forever. If Kelter has been slain in the fight with the dragon,
Balthac will pick up his body and lay it to rest in the tomb before
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vanishing in a blinding flash of light. If Kelter is still alive, the
ex-clerics will ask him to lead them in battle against the human-
oid hordes overrunning Darokin as a way of makin g up for their
mistakes. In any case, the PCs have won an important victory,
gained a vital clue, and are now ready to move on to the adven-
ture’s climax.

The Finale

The PCsnow know that the war devastating the Known World
is the result of several groups of Immortals stuggling over con-
trol of a dangerous artifact. They know that Immortals of Entro-
py are taking advantage of this quarrel to wreak havoc on hapless
mortals. They also know that the artifact is hidden somewhere
in, or under, Glantri City. They should be able to reason that if
they could destroy the artifact, the reason for the war would dis-
appear. If they communicate their discoveries to Rheddrian, he
will be delighted and arrange to meet them in Glanzri City.

Getting to Glantri City

Getting to Glantri City from Darokin would normally be a
straightforward and relatively easy journey... but these are not
normal tmes. The Darokin-Glantri border has suffered more
from the war than any other area; consequentially, the trip is
likely to be full of dangers.

From the Temple of Balthac, the PCs have several routes they
might follow. They could take the direct approach and head
straight across the Broken Lands, fighting their way through the
humanoids they would encounter. They could try to skirt the
Broken Lands' eastern border by heading north up into
Ethengarian lands and then cutung westward toward Glantri.
Or they could head south and west and ty to make their way
through the area surrounding the Darokin Crater. In any case,
they will have a long, hard journey with many encounters along
the way; the DM should see the Timeline to know who they can
expect to find where.

If the PCs have been in Glantri before, they will find that it
has been greatly changed by the war. The countryside is criss-
crossed by humanoid raiders, refugees from the south, army pa-
trols, and wandering monsters conjuted up by Alphatian
commandos. The war has caused a lot of old prejudices to break
down as well. Clerics are now not only legal butin great demand
as the aftereffects of plague continue across the land. Merce-
naries of all kinds are being hired in anticipation of an invasion
from Alphatia; even dwarves are welcomed. The PCs will have
no difficulty in getting by border guards and patrols if they an-
nounce their intention of signing on once they reach the capitol
(if they announce they’re Alphatian spies here to carry out some
sabotage, that's a different story).

Glantri City, once they reach it, has the look of an armed
camp. Its walls are manned by vigilant guards, its inns full of
soldiers. Most of the gondolas that once plied its picturesque
canals have been pressed into service as the city stockpiles food in
anticipation of a siege. Refugees are everywhere; some of the
grand houses have been converted into shelters for survivors of
the southern principalities destroyed by the meteor and human-
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oid invasion. The PCs will be challenged as they approach the
gates, but will be admitted if they say they are here on "war
business."

The School of Magic And Surrounding Sites

The map on pp. 61 shows the area of Glantri City in the vicin-
ity of the Great School of Magic. Places marked on the map in-
clude:

1. Cieadel

This is a red stone fortress with three bronze doors; the central
tower is covered with shiny brass plates engraved with dragons.
About 400 Glantrian soldiers are stationed here, along with
high-ranking officers, their families, servants, and guests.

2. Tower of Sighs

This black, sinister tower acts as the prison of Glantri City; it
is also the headquarters for the City Watch (police) and Glantri's
spy network.

3. House of Ministers

This blue stone building is headquarters for all government
officials and home to the Glantrian bureaucracy. The Glantrian
national treasury is also located here; a site reputed to be so well-
guarded that it is virtually thief-proof (i.e., it would be beyond
the ability of any of the player-character thieves to break into it).

4. Parliament

This elegant building made of white marble is decorated with
decorative turrets, gargoyle rainspouts, and statues of noted
Glantrian heroes and statesmen. Its roof is covered with thin
sheets of silver and gold. This is where the Glantrian House of
Lords meets and holds their votes.

5. Amberhouse

This building is made entirely of amber-colored stone. It is
the townhouse of the d’Ambreville family, and the permanent
residence of Charles and Isabelle d’ Ambreville (Etienne's broth-
er and sister-in-law), the family’s representatives in Patliament.

6. The Gorevitch-Wioszlany’s Manor

This stylish if slightly sinister-looking manor house is the per-
sonal dwelling of Sir Boris, brother of Prince Morphail of Bolda-
via, Glantri's vampire-haunted principality.

7. Great School of Magic

This complex is made of dark grey stone covered with bronze
plates chased with silver; the bronze has long since turned green
with age. Atop the school are several towers, the highest of
which 1s home to Prince Etienne d' Ambreville, founder of the
Great School and the most powerful mage in all of Glantri.

This place is the center of magical learning of the western
world; it's where all Glantrian children with any magical ability
go to learn the craft. Unknown to anyone but the Grand Master
himself (or so he believes), it was built directly above the resting
place of the Nucleus of the Spheres, the artifact the player char-
acters have come here to destroy or deactivate.
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8. Alexander Plat:z

This is a broad open area paved with black marble. In the
exact center is the Belfry, a tower made of pink marble. This
tower contains a crypt holding the remains of Alexander Glan-
tei, the hero who gave his name to the nation. Also in the tower
is a device which chimes the time on the hour. At the top of the
tower, statues appear hourly; they wear clothes corresponding to
the weather expected that day. There isno doorway into the tow-
er. Covered bridges link the plaza to the Parliament Building
and the Great School of Magic; guards check passes at both sites.
Stairs rise up from the water level to make it easier for passengers
to get on board or disembark from gondolas.

The plaza is usually crowded with important Glantrians get-
ting their exercise or orating about current affairs. Around the
edges are numerous stairs leading down to the canals for easy
access to gondolas.

See GAZ 3: The Principalities of Glantri for more informa-
tion about these and other sites of Glantri City.

Rheddrian Arrives

Once the player characters are safely in Glantri City, it's time
for them to summon Rheddrian. He will ask them to meet him
in Alexander Platz, arriving via teleport a few minutes after they
do. He is wearing Glantnan clothing and carries the Mirror-
Shield in a large felt bag. He will be positively beaming with
pleasure:

‘'My friends, you've done it. Before Icame here, I doubted
that we could be so close to our goal, but now that I'm here
can feel the part stolen from my ship so long ago. It's defin-
itely somewhere in or near the city. Now all that remains is
the final part of our mission.

“'I suspect d'Ambreville has cast powerful spells over the
artifact to keep it hidden for so long. But my shield is actually
a part of the same ‘magic’ as his artifact; like calls to like, and
with it we can find what we are seeking.

"First, we must find exactly where the device is hidden. I

will use my shield to focus on the pull of its energy. Then, I
will try to open up a gate from here to there. Once we atrive,
it should be a simple matter to adjust the magics of the arti-
fact to stop it draining off the energy on which this world's
magic depends. Then we can all go home.

“So now we come to your part in all this. Simply put, |
want you to keep me alive long enough for me to complete
the work. Remember that we're dealing with enough energy
here to annihilate this planet and everything on it several
times over, so it'd be bad if 1 were interrupted half-way
through.

“Still, it's best to be prepared for the worst. If I'm knocked
out or killed, you'll have to carry on without me. I've cast a
spell on my shield so that it can help you alter the artifact if
anything happens to me. So listen, this is very important—
whatever happens in there, you mustn't stop or tuts back.
We'll only get this one chance, and if we fail—well, it's been

nice to have known you.”
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Rheddrian (Mortal Identity of Benekander)

Combat Notes: 36th level Magic-User; AC 9; hp 60; MV 120’
(40'); #AT 1 spell; Dmg by spell; Save MU36; ML8; ALL. S17
118 W15 D10 Col3 Ch14. Languages: All.

Spells Carried: 1st level-—analyze, charm petson, detect mag-
fc, magic missile, protection from cvil, rcad languages, read
magic, shield, sleep. 2nd level—continual light, detect evil, de-
tect invistble, ESP, invisibility, knock, locate object (X 2), wizard
lock. 31d level—claitvoyance, create air, dispel magic, fly, haste,
infravision, protection from evil 10’ radius, protection from not-
mal missiles, water breathing. 4th level—charm monster, confu-
sion, dimension door ( X 3), remove cuzse, wizard eye (X 3). 5th
level—conjure elemental, dissolve, feeblemind, passwall, tele-
kinesss, teleport ( % 3), wall of stone. 6th level—anti-magic shell
(% 3), lower water, move earth (% 3), projected image, stone to
flesh. 7th level—lore ( X 3), magic door, power wotd stun, sum-
mon object (X 2), sword (X2). 8th level—clone, force field
(% 2), mind barrier, permanence, symbol, travel (X 3). 9th
level—gate, heal ( X 3), immunity, shapechange (X 2), survival,
wish.

Magical Items in Possession: Mirror-Shield of Rheddrian.

The Mircor-Shield of Rheddrian (Ardfact)

Sphere of Energy

Major Artifact: 750 Power Points. Four Powers (one Attack
powert, two Information or Movement powers, one Transfor-
mation power). Recharges at a rate of 30 TP per turn (180 TP
per hour).

Vessel: A bright, mirror-shiny disk-shaped shield 2’ in di-
ameter; the straps attached to back are not artifact-quality.

Armor Characteristics: —6 to AC

Powers: Immortal Life-Trapping (Cost: 500 TP; note that
unwilling victims are not affected), Teleport (Cost: 50 TP;
users can teleport to any scene projected onto the mirror),
Lore (Cost: 70 TP; information gained is restricted to Beagle-
type technology), and Create Any Monster (Cost: 100 TP;
may be used to create sprackles, ploppéds, and lightning
zombies).

Handicaps and Penalties: Mortal users of the Mirror-Shield
will begin to glow the first time they evoke one of the arti-
fact’s powers. The second time the same mortal uses the arti-
fact, he or she loses one-quarter of his or her Constitution and
begin to suffer amnesia; roughly a fourth of his or her mem-
ory will be gone. A third usage reduces the Constitution score
and memory by another quarter and gives a distinct grey pal-
lor to the wielder'sskin. A fourth use tuens the character into
a Lesser Lightning Zombie; a fifith into a Greater Lighsning
Zombie. These effects can only be reversed by Immortal-level
magics.
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Getting to the Nucleus Chamber

Rheddrian gives the PCs metallic bracers designed to protect
them against what he calls noxious magical emanations of the
Nucleus (lethal radtation). Once the PCs have made any last-
minute preparations and are ready to begin, Rheddrian will pull
out theshield, set it facing outward against the side of the tower,
and begin.

In any other place but GlantriCity, such an obvious display of
magic would be a cause for concern, but here onlookers will sim-
ply assume that an instructor for the Great School of Magic is
conducting a demonstration for his students. If the PCs try to be
discrete, the DM should let them; it will not much matter.

Slowly an image of a cavern forms on the surface of the
shield. Just then, from the bystanders, a wizard with a spider
tattooed on his forchead walks up to Rheddrian. 'You've
done enough as it is, stranger... leave this place. Now!"’

The wizard is a mortal form of the Immortal Korotiku. Rhed-
drian, realizing he’s been caught, instantly uses the artifact to
teleporr the whole party through the gate (no save) before soar-
ing through the air with Korotiku in hot pursuit, as bystanders
applaud this wonde:ful display of magic. Meanwhile, the party
appears in the artifact’s chamber with Rheddrian’s shield, and
alone. From there on, they’re on their own. Rheddrian has his
hands full leading Korotiku away and will no longer be able to
respond to their calls.

The Nucleus of the Spheres Chamber

The map on p. 63 shows the chamber where th e Nucleus of
the Spheres is kept.

1. The Chamber [sself

The wall of this huge cavern appear to be made of black
stone which has been fused by great heat. The chamber itself
is about 500’ in diameter and spherical except for the flat-
tened floor. Stalagmites, stalactites, and natural stone
columns are illuminated by glowing globes which hang by
chains from the ceiling, filling the cave with light.

In the center of the chamber is a huge object unlike any-
thing you've ever scen—a box 60° long, 60" high, and 180’
long, made of some dull pitted gray metal. It looks very, very
old. Snapped-off ends of metal spars and rivess stick out in all
directions, as if this thing had once been torn from an even
bigger object. A strange gridwork seems to surround the en-
tire box, as does a glow which pulses and fades, pulses and
fades in regular five-second cycles. The air in this chamber
hums with energy, even at the low end of the cycle, causing
the hair on the back of your neck to stand up.

There are a few other items in the chamber as well: a statue
on a pedestal and a cluster of tables with what look like magi-

cal paraphernalia on them.
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This object is the Nucleus of the Spheres—the main engine
compartment of the Beagle. Originally a highly advanced tech-
nological device, it has become an artifact through the absorp-
tion of enormous amounts of this dimension's energies and the
meddling of Immortals. The Nucleus of the Spheres cannot be
harmed by any mortal attacks because it continuously draws
magical power from the Sphere of Energy, giving it a theoreti-
cally infinite number of hit points.

2. Giant Bronze Golem

On a pedestal stands a tall (24') bronze statue of a stern,
determined-looking man in archaic Glantrian dress. His eyes
gaze off into the future. Inscribed on the pedestal are the
words *‘Alexander Glantri / Still He Protects Us.”

This statue is actually a giant bronze golem Rad placed here to
guard the artifact. It will seem to be nothing more than a statue
until the characters touch any of the items in area 4 or try to
enter the Nucleus (area 5). Three rounds later it will animate,
announce ‘“‘The words of safety are not spoken. The intruders
must die,” and attack. There is no password: this is just Etienne’s
little joke to distract trespassers long enough for the golem to
win initiative in the opening round of combat.

Experienced characters will probably be made suspicious by
the lack of any obvious guards and the fact that wizards tradi-
tionally love to hide surprises in statues. If they attack the statue
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in a preemptive strike, it will animate and attack in response
even if they have not yet approached the artifact.

Giant Bronze Golem: NA 1; AC 0; HD 40**; hp 300; #AT 1
fist + Special; Dmg 6d10 + Special; MV 240’ (80'); Save F20;
ML 12; TT Nil; Int 13; AL N; XPV 20,750.

Special Abilities: Takes no harm from normal or silver weap-
ons. Immune to sleep, hold, charm, gases, fire-based attacks.
Anyone hit by the golem takes 1d10 additional points of dam-
age from the heat of the liquid fire which serves it as blood;
immunity to fire damage negates this additional damage. Any-
one hitting the golem with an edged weapon must Save vs.
Death Ray or take an additional 2d6 damage from spurting
“blood.”

3. The Grid

This metal framework completely surrounds the box; it
looks like the sort of grid the engineers build around towers
and large buildings they are repatring. It seems to be made of
copper tubing. Occasionally sparks tun up and down its
lengths.

This grid captures and channels the energy the artifact radi-
ates. It is attached by wires to the equipment at area 4 below.
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4. Rad’s Lab

This cluster of tables, cabinets, and equipment is clearly a
wizard’s laboratory—a rather strange wizard’s lab. Among
the mote unusual items are a ctystal ball attached to the
metal grid with a wire, two poles with electricity constantly
sparking between them, a 5’ square cube of black lacquered
wood, and a multi-colored globe suspended in mid-air overa
long table.

Touching any of this equipment will cause the giant bronze
golem to attack, as noted earlier. The PCs should be able to dis-
patch the guardian. Unfortunately, its destruction alerts Rad,
who will arrive within a few rounds. He will be cloaked by an
Immortal-level invisibility spell, so they will not be aware of his
presence. He will watch them silently to discover their purpose
in coming here, only appearing if they start destroying his labo-
ratory or enter the Nucleus (see area 5 below). Of coutse, there
are no “'wandering monsters,” so PC spell-casters can spend all
the time they need to regain new spells.

The PCs will discover the following if they examine the items
mentioned above more closely:

Inside the 5'-square open-faced cube whirls a miniature
tornado descending from a miniature rain-storm; if you listen
closely, you can hear the wind whistling and the sound of
rain. On the side of the box is a dial pointing to one of four
runes.

The runes are magical; they can easily be deciphered with the
help of a read magic spell. The fout runes read “Fire,” “Storm.”
“Flood,” and “Earthquake.” The dial is currently set at
“Storm.” If the setting of the dial is changed, the appropriate
conditions appear within the black box.

The weatherbox is Rad’s attempt to find ways to put to good
use some of the energy the artifact is soaking up. He hopes to be
able to spend all that energy in the form of natural disasters over
unpopulated areas—or if things go wrong, as a way to protect
himself and his allies against more poweful Immortals.

Hanging suspended in space directly above one of the
empty tables is a multicolored globe—mostly blue, brown,
and green. For such a small thing (it is only about a foot in
diameter) it has an impressive amount of detail. You can see
that the globe is hollow, with openings at the top and bot-
tom; you can even catch a glimpse of what looks like a tiny
red sun within. Even more impressive is the fact that you can
see motion—tiny wisps like clouds drift slowly across its sur-
face, and the whole globe slowly, almost imperceptibly ro-
tates.

Only one detail seems out of place. A small red disk hovers
over one spot on the globe, casting a ruby shadow on the sur-
facebelow. As the globe slowly rotates, the disk moves with it
to stay in exactly the same position in relation to the globe's
surface.

Characters who have some experience with maps will recog-
nize this as a three-dimensional representation of the world of
Mystara as it might appear from far, far above its surface. The
red circle isdirectly above the city of Sundsvall, capital of Alpha-
tia. The globe is not solid; if they try to touch it their hands will
pass right through it without doing any harm. The whole thing
is similar to an inctedibly complex illusion, but they will not be
able to dispel it.

The ctystal ball affixed to the adjacent table has a similar, but
much smaller, disk attached to its sutface. Unlike the disk on the
globe, however, the disk on the ctystal ball can be touched. If a
PC moves it, the disk on the globe will move as well. By experi-
menting, the PCs will discover that they can move the disk any-
wherte they wish on the globe by moving the disk on the crystal
ball.

This strange device is the "Doomsday Weapon™ responsible
for the destructive storm on Sundsvall in Winter 1,009 (see
Timeline). If the PCs moved through this adventure befote Fall
of the Year 1,008, then the DM should presume that Rad be-
came desperate even catlier than the Timeline indicates and
consequently began building the Doomsday Weapon eatliet. In
any case, the PCs will find the Doomsday Weapon ready to use
whatever the date they reach the chamber; if it is not yet Wintet
of 1,009, it has not yet been used.

The Doomsday Weapon does not glow the way the Nucleus of
the Spheres does, but it is an arufact assembled by Rad, Rafiel,
and Rathanos working together. It has an Armor Class of —20
and 750 hit points. It can only be damaged by weapons with a
+5 “to hit” bonus or spells of 5th level and higher. It makes its
saving throws against all attack forms as a 36th level magic-user.

Since the greatest danger to Glantri is the magical might of
Alphatia, Rad and his colleagues came up with this device inan
attempt to drain Alphatia’s magical energies while leaving those
of his allies and followets intact. The globe shows the world; the
ted disk is the pointer which shows whete the effect will wake
place. The crystal ball allows the user to move the pointer to the
place he or she wants drained of all magic.

When it became clear that Thyatis would have to withdraw
from the war and Glantri was doomed, Rad put his device into
operation, positioning it right over the Alphatian capital of
Sundsvall. To hishorror, it did not work in the way he expected.
Instead of simply draining away all Sundsvall's magic, the arti-
fact absorbed all the magical energy in the area and then re-
leased it again; the release took the form of a violent storm
which laid the city to waste, killing thousands of people—the
Empress Eriadna among them.

Although Glantri's situation is becoming despetate, Rad is
unwilling to use the device again until he finds a way to avoid
this unwanted side effect. He recently attempted to contact Ix-
ion and the Alphatians to negotiate an end to their quatrel...
only to be rejected by both. Ixion interpreted Rad’s offer as a
sign that victoty was near and ordered his followers to redouble
theit efforts, while Zandor, the new emperor, seeks revenge for
the attack on Sundsvall.

If the PCs ignote the Doomsday Weapon or handle it careful-
ly, proceed to the next encounter (area 5) when they resume
their explorations. If they tamper with the device ot attempt to

65



@ Phése I1I: The Great War

damage it, their actions cause Rad to appear in his Manifestation
Form to stop the PCs, which provokes Ixion's immediate inter-
vention. In this case, go to the section called Immortal Show-
down on page 69.

Should the PCs retutn later during the Immortal Showdown
and damage the Doomsday Weapon, read the following to the
players:

A huge surge of energy pulses from the Nucleus down the
grid and into the crystal ball, shattering it. The miniature
globe flickers, and the tiny red dot hovering over Sundsvall
suddenly expands to cover the whole continent of Alphatia.
As all present, including the two Immortals, watch in horror,
cracks appear across the surface of the continent and water
washes over the edges of the land. Alphatia is breaking up
and sinking.

ize the Nucleus in some way; everything attached to the grid
is pulled up against the huge grey box and slowly crushed.
Rad is slammed up against the side of the Nucleus of the
Spheres, where he lies pinned to the wall as if by a great
weight. You can see him being slowly drawn iato the device,
absorbed like a sponge soaks up water. He cries outin agony:

“What have you done to the Radiance? Don't you know
that my life-force is bound up in it? What have you done to
me?”

With a final wail, Rad vanishes from sight as he and the
Doomsday Weapon are sucked into the Nucleus of the
Spheres.

Rad’s frightening disappearance into the Nucleus provoked

This event immediately halts the battle beween Ixion and

Rad. With horror the two Immortals realize what is happening.
Proceed with Alternative Event #1 below.

Alternative Event #1

Ixion shouts at Rad “You fool! Look what you've done!”
and disappears. As you watch, there is a second surge of en-
ergy, even more powerful than the last. Itappears to magnet-

the permanent destruction of the Doomsday Weapon. Atl Im-
mortals with an interest vested in Alphatia rush to the help of
the sinking continent to save whatever can be saved. The PCsare
now alone with the Nucleus of the Spheres.

As if it had suddenly swallowed too much enezgy, the Nu-
cleus pulses even more ominously. Amber lights begin to
flash at various partof the chamber as an all too suave wom-
an's voice rises ftom everywhere: ‘Ten time-units before criti-
cal overload. Please activate emergency reroute sequence on
Master Console. Repeat: ten time-units before critical over-
load. Countdown begins: 600... 599... 598...." The voice
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continues to slowly counts off numbers as loud metallic

screeches echo throughout the Nucleus's chamber.

The Nucleus has reached magical overload. The PCs must
find the Master Console (room #10)and altertheartifact. If they
do, the countdown stops and Rheddrian finally appears. See the
section called Wrap-up on page 70.

If the PCsfail to reach thatgoal before the countdown reaches
zero, the whole chamber is flooded with radiation. All PCs im-
mediately suffer 6d6 points of damage and lose consciousness
(no save; Rheddrian’s bracelets will protect them from the dam-
age but not the shock). Alternation of the Nucleus happens au-
tomatically at the end of the countdown. Go to the Wrap-up
secnon.

5. The Tube Enttance

A metal tube 20’ in diameter and 30’ long sticks out of the
box at this end. The entrance to the tube is jagged and man-
gled, but looking down its length you can see it ends in a
circular door.

This is the only way into the heart of the Nucleus. Since the
engines were delicate and dangerous machines, only the ship’s
engineers had security clearance to enter this area. Even Rad has
not been able to find a way inside. However, Rheddrian’s
Mirror-Shield was once Benekander’ssecurity disk: holding it up
to the portal will cause the portal to dilate, allowing passage in-
side.

If Rad has already appeared to the PCs before this point, go to
the next encounter (area #6, the Engineering Chamber). If Rad
has not yet made his presence known, he chooses this moment to
do so; read the following boxed entry to the playets:

As you step into the tube, you bump into something that
feels like an invisible wall. You can’t feel any sort of door in
it; it seems to completely seal the entrance. Asyou are trying
to figure out how to get by this unexpected obstacle, the air
next to you begins to shimmer, then coalesce into the form of
an old man wearing crimson robes and an elaborate-looking
wizard'shat. He has a long white beard, shatp, pietcing eyes,
and a halo. He grins at you and says, “Going somewhere?”

Despite his light tone, Rad has judged the situation serious
enough to appear in his Manif estation Form—a serious mistake,
as will shortly become evident. The wall blocking the doorway is
an Immortal-level force field; although they cannot see it, it
completely surrounds the whole player-character party. No mot-
tal spell can pass through or harm the force field, leaving them
effectively trapped. They can only escape if Rad releases them.

Fortunately for them, Rad is mainly curious to know who they
are, how they found this place, and where they learned how to
open the portal. He’ll wait until the PCs have calmed down a bit
and ask them to explain. Eventually he should be able to get the
truth or a near facsimile thereof out of them. If so, at this point

he’ll release them from the force ficld and say “Let’s talk.”

Rad is, by this point, desperate. The war is going against him,
the Nucleus is beyond his control, and his people are in danger
of annihilation. He will therefore propose an alliance: if the par-
ty can alter the Nucleus to stop it from leeching power from the
Sphere of Energy, Ixion’s main complaint against Rad would
vanish. Rad’s allies Ka and Korotiku should then be able to ne-
gotiate an end to the quarrel that started the war.

If the party accepss, Rad lets the player characters enter the arti-
fact and carry on with their mission; in return they will help him
find a way to defuse the Doomsday Weapon and bring the Nucleus
under control. Proceed to encounter 6, the Engineering Chamber.
If the party rejects his offer or aces in a belligerent fashion, Rad
prepares to evict the party from the arufact chamber but will be
prevented from doing so by the atrival of another Immortal: Ixion
himself. Rad’s appearance here in Manifestation Form (as opposed
to his Mortal Identity form of Etienne d’Ambreville), his use of
Immortal-level magic in casting the invisibility and force ficld, and
his intent to meddle directly with mortals, have given Ixion the
excuse he’s been waiting for to intervene directly; see Immortal
Showdown (p. 69) for what happens next.

6. Engineering Chamber

The circular doot opens into a circular passageway which runs
40', ending in another circular door. As the last of you step
inside, the first door closes behind you, cutting out all noise
from outside.

The second dooropens as the party approaches it. Beyond lies
a huge room 100’ long, 40’ wide, and 40’ tall. The walls, floor,
and ceiling are all made up of solid machinery. The room is
dark, but arrays of blinking lighs and glowing panels flash mes-
sages in incomprehensible languages that seem to be made up
mostly of numbers.

As the player characters enter the main chamber, a humming
noise fills the air as 1' square panels set in the walls at 10" intervals
begin to illuminate the interior of the giant box. The PCs will not
be able to make sense of any of the messages flashing on the screens
without access to a read fanguages spell (if the party does not have
this spell, the DM should arrange for Rad to have left a scroll with
one lying around in area #4

According to dials, this chamber is filled with enough magical
energy to kill anyone who stays in it more than a few minutes, and
it's getting stronger all the time. The energy focused on this cham-
ber is so intense that it will cause 5 poinss of radiation damage for
each round characters remains inside the Nucleus. The braceles
Rheddrian gave them will absorb 50 hp each before burning out,
buying them a little time. Still, this should serve as added incentive
for the PCs to accomplish their sask as quickly as possible and get
out.
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7. Bones

Fused to the floor at this spot are a pile of blue, glowing
bones. Although they look almost human, subtle differences in
their contours reveal they actually belonged to some human-like
creature.

These are the bones of Ogdoban Treel, the crewman who be-
trayed the crew of the Beagle. He was slain millennia ago by Rhed-
drian’s Dbots (see next encounter). The energy which petvades this
place has affected his remains, wrning them into something with
the weight and consistency of steel.

8. Dbows

Panels in the wall silently slide open to reveal two niches, each
of which contains a 7'-tall suit of armor. The armor is made of
some strange black metal without joints. As you watch, they
come to life and step from their hiding places. They don’t look
friendly.

These are Dbots (Defensive Robots). Four thousand years ago
Rheddrian/Benekander programmed them to kill all intruders in
the ship. That program is still munning.

Dbots: NA 4; AC —2:; HD 24****; hp 150 each; #AT 2, Dmg
varies (any two of the effects listed below); MV 120 (40") ground,
480’ (160") flying; Save F16; ML 12; TT Nil; Int 9; AL L; XPV
14,250,

Weapon Systems: Each of these weapons is an internal mecha-
nism, not an external object which the PCs could take away.

Needler: Range 60'. This object shoow a poisoned needle; a vic-
tim hit with a needle must Save vs. Poisons or be paralyzed for one
hout. The needle iwelf does 1d2 damage whether the character
makes his ot her saving throw or not. Neutralize poison spells will
negate the paralyzation but not the damage.

Heavy Blaster: Range 360'. This object works like a staff of fire-
balls, doing 8d6 damage; it holds 5d4 charges,

Hand Blaster: Range 240'. This object works like a wand of fire-
balls, doing 6d6 damage; it holds 5d4 charges.

Light Grenades (Yellow) (3): Range 60'. Creates a 60'-diameter
effect like continual light but lasting only one tum. Characters
within range of effect when it first goes off must make Saving
Throws vs. Spells or be blinded for one round.

Smoke Grenades (Black) (3): Range 60’. Creates a 60’-diameter
effect like a continual darkness spell (continual light reversed) but
lasting only one wm.

Gamma Grenades (Red) (6): Range 60’. Targes within 30’ of
explosion must Save vs. Death or die; if they make their saving
throws, they take 8d6 radiation damage. Only organic tissues take
damage from these explosions; they have no effect on inanimate
objects. Note that the bracelets Rheddrian gave the characters, if
still functioning, may absorb some or all of this damage.

Sonic Grenades (Blue) (6): Range 60'. Emiws a damaging blast of
sound against all targets within 5' of explosion. Those within range
must make Saving Throws vs. Paralysis or sustain 1d4 X 12 damage

and be paralyzed for 12 turns. They do full damage to doors and
wooden structures,

Neuton Grenades (Green) (3): Range 60'. This emiws a cloud of
gas; characeers within 30’ of the explosion must Save vs. Dragon
Breath or sustain 1d4 damage and become paralyzed for 6 wirns.
This gas doesn’t affect construcss, machines, undead, or inanimate
objecs. It attacks through the skin, so characters won't avoid iw
effecw by holding their breath.

Tangler Gienades (Guray) (3): Range 60'. This grenade blowsup
to create an effect much like the web spell. Targets within 10’ of the
explosion must Save vs. Wands or be webbed and take 1d4 dam-
age.

The two Dbots will attack any and all intruders. They attack un-
til disabled or destroyed, even pursuing outside the Nucleus if nec-
essaty. The DM should note that attacks on or by the Dbots which
miss will hit somewhere else, blasting screens or shorting out instiu-
ments. The extra energy released in this melee inside the artifact
iwelf might tigger the Doomsday Weapon (cumnulative 10%
chance per round that a random spell or spell-like effect is triggered
in this room).

9. Stairs

Narrow circular metal stairways rise from four points in the
room to catwalks 10’, 20, and 30’ above the floor.

These stairways and catwalks provided the ship’s engineers with
access to the wall machinery at every point in this room. All these
years later they may prove handy in providing ways for characters to
temporarily escape or sneak up on the Dbots.

10. Master Console

In this area, six chairs with controls set in their armrests face a
battety of large screens, one in front of each seat. All six screens
are black.

If anyone sits down in one of these chairs, the screen before that
seat will flicker into life. Any one of these screens can be
used to alter the Nucleus to stop it from draining magical power
from Mystara. If the PCs touch any of the screens with their bare
hands, mysterious icons and runes will appear. If the PCs have ac-
cess to a read languages spell, they will be able to understand that
the ship’s computer is offering them five options: 1) Shut Down, 2)
Restart, 3) Hyper Mode, 4) Emergency Reroute, 5) Self Destruct.

If PCsselect entty #1, the computer voice indicate the shut-down
sequence cannot be initiated; the energy level is reaching critical
level; emergency reroute procedure must be initiated first.

If the PCs select entry #2, the screen beeps and the voice says
*Error—invalid choice. Please select another option."

If they select #3, the Nucleus goes into Hyper-Mode and
drains energy twice as fast. As it pulses faster, all mortal magic
is drained from the chamber of the Nucleus and magical items
become totally inert for a whole week. This event sets off the
destruction of Alphatia and absorption of Rad; see the “End-
ing the Duel" section below.

If the PCs select entry #4, a red light begins to flash near one
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of the screens. The voice says *‘Please display security disk now."
The PCs must hold Rheddrian's shield up to the screen. The
shield's Lore power can then be used to complete the Nucleus’s
reprogramming. If the PCs don't have the shield, the Nucleus
responds as in entry #5 below.

If the PCs select entry #5, the screens show an image of Bene-
kander with his name and rank; the voice requests his security
code (which the characters don’t have). Three rounds later an
alarm goes off and, at the rate of one per round, energy blasters
hidden in the walls start shooting lazer beams into the room to
destroy the “intruder”; each bearn does 6d6 damage. They will
stop when the PCs select entry #4 and display the Mirror-Shield
or when they exit the room.

If the PCs complete sequence #4, they will have successfully
stopped the power drain from the Sphere of Energy. The Nucle-
us will still draw its power from an outside source, but now that
source will be the negative energy on which Entropy feeds.

If the PCs activated the countdown by damaging the Dooms-
day Weapon at afea 4, their success with the alteration of the
Nucleus halts the countdown, and Rheddrian appears to take
them to a place of safety. If they fail, they suffer the damage
indicated in area 4 (6d6) and lose consciousness. In both cases,
go to the section called Wrap-up (p. 70).

If Rad and Ixion appeared and are still fighting their battle
and the PCs succeed in altering the Nucleus, then Rad is drawn
into the Nucleus of the Spheres, as described in Alternate Event
#1 (p. 66). If they fail the alternation during the Immortals’
battle, then run Alternative Event #2 (below) instead.

11. Repair Bay

This cotner of the room holds several large metal cabinets, all
of which are closed. These supply cabinets are where the ship’s
engineers stored tools and spare parts. Each is crammed full of
insttuments and high-tech components. The magical energy
which pervades the whole compartment has preserved them, so
they are all in working order. Some are of no use to PCs (they
can’t even begin to guess at the functions of things like solid-
state cifrcuits, voltage-meters, software-integrity checkers, and
the like). There is, however, one device here which the PCs are
likely to find useful:

Laser Welders: These 18” crystal and metal rods operate like a
wand of magic misstles with 20 charges remaining; each magic
missile is actually a destructive laser beam. There are three of
these devices on the shelves; they can only be recharged by
someone who understands the scientific principles involved in
their construction.

At this point, Ixion shows up. Rad has taken Manifestation
Form on the Prime Plane and cast Immortal-level magic at mor-
tals; this is all the excuse Ixion needs to intervene directly.
Whether Rad has reached an agreement with the PCs or decided
to oust them, read the following to the players:

The air flickers, and a 7’-tall man with flamelike hair and
fire whete his eyes should be appears, brandishing a huge
flaming sword. Glaring at Rad, he shouts in a deep, booming
voice that shakes the stalactites * You have broken the Law of
Immortals once again, Rad. I'll tolerate no more of this. Pre-
pare to meet your end, renegade! "'

The PCs’ Choices

If the party had made a deal with Rad, the latter shouts “Hut-
ry! Inside with you, while there’s still a chance! I'll hold him off
as longas I can to give you more time!” If, on the other hand,
they oppose Rad, then he will ignore them to concentrate on the
battle with Ixion. Either way, the two Immortals are locked in a
deadly struggle and cannot spare much time or attention for
mere mortals, leaving the PCs free to take any action they wish,

The PCs now have a number of options. They can enter the Nu-
cleus and attempt to carry out Rheddrian's mission. They can take
cover and wait to see the outcome of the duel, although this will
expose them to the occasional stray Immortal spell. Or they can join
in the battle on either side. Should an Immortal attempt to steike a
mortal for any reason, his Immortal opponent will denounce the
attack as “‘shameless and cowardly'’ and block it as best he can; thus
it is possible for exceptionally brave PCs to join in the duel without
being instantly destroyed. No mortal intervening in this batte
should come out in any kind of good shape, but opporwnities for
legendaty heroism and Immorrral gratitude for their sclfless sacri-
fice should be within the PCs’ reach.

Normally, a medium-level Immortal such as Rad would stand
no chance against a Hierarch as powerfwl as Ixion; Rad isable to
hold his own because he is drawing energy directly from the Nu-
cleus via the Doomsday Weapon. Some of Ixion’s attacks are ab-
sorbed by the Nucleus, from which Rad in turn draws power to
return just as deadly ablow. The result is a standoff between two
more-or-less evenly matched opponents (unless unbalanced by
the PCs actions). During the duel, the Doomsday weapon pro-
gressively suffers from magical overload and threatens to strike
Alphatia or the Known World.

If the PCs either damage the Doomsday Weapon or succeed in
altering the nature of the Nucleus during the two Immortals’
battle, Rad is drawn into the artifact as described in Alternate
Event #1 (p. 66). Otherwise the duel continues until one of the
two Immortals begins to emerge as the eventual winner, at
which point Alternate Event #2 intervenes.

Alternate Event #2

Suddenly all magic ceases in the chamber, including that
of the Immortals. A tall, dark figure steps out of the Nucleus
of the Spheres, near Rad. It is the shadowy silhouette of a
robed creature. Within its darkness, the twinkle of stars can
be seen. Two brighter ones mark the location of its eyes.

It says in low voice “‘Cease.”

Rad falls to his knees in absolute awe, while Ixion steps
back, his fiery brightness somewhat dulled.
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If PGs ate present at this time, they all make a Wisdom check
at —5. Those who fail instantly lose consciousness; those who
remain are totally paralyzed by awe and, at the DM's option,
may age 20 years or more as well.

The mysterious creature then adds in a voice that seems to
come from the other end of the universe “You've failed to
understand the nature of your privilege, Immortals. You
should take better care of those from whom you've risen, and
from whom you draw that which allows you to exist. Only
then will you know who We are.”

Then pointing at Ixion, the being says “‘Leave and learn.”
Ixion disappears and the creature turns toward Rad. It utters a
single word—“‘Come.”

Totally mesmerized, Rad stands up, and silently enters the
Nucleus. As Rad becomes one with the artifact, a surge of
energy pulses from the Nucleus, down the grid, and into the
crystal ball, which shatters.

The miniature globe flickers, and the tiny red dot hovering
over Sundsvall suddenly expands to cover the whole conti-
nent of Alphatia. As youwatch in horror, cracks appear across
the surface of the continent and water washes over the edges
of the land; Alphatia is breaking up and sinking.

The creature then follows Rad into the Nucleus, and a sec-
ond surge of energy, even more powerful than the last, mag-
netizes the whole artifact. The Doomsday Weapon is drawn
up against the huge grey box, crushing it completely.

The Doomsday Weapon is forever destroyed. The creature’s
return into the Nucleus alters it permanently to draw negative
energy, the source of Entropy's power. Rheddrian, having
shaken off Korotiku, makes a belated appearance just when
everything is over; go to the Wimp-up.

Wrap-up

Rheddrian returns the PCs, awake or unconscious, to what-
ever place they call home. He casts powerful Immortal-level
healing spells to cure any injuries and radiation damage they
may have suffered, recovers his shield, and quickly departs.

The week following the events described above will be totally
without magic; no spells or magical items will wotk (except
Immortal-level magics, of course), and magical creatures will
feel drained and unable to move. The day that things retutn to
normal, all of the PCs will have the same dream, wherever they
are at the time.

In this dream, the PCs are sitting around a banquet table eat-
ing dinner; the food and drink are the best they ever remember
tasting. Their fellow dinersare six Immortals: Ixion and Valerias;
Vanya, Asterius, and Rafiel; and Benekander. Benekander/
Rheddrian has resumed his original form, which they have only
seen once before, when they first rescued him from the Mirror;
he looks the same as Benekander as he did as Rheddrian, except
that he is a fioot taller and his skin is a pale but not unpleasant
green. A seventh Immortal, Thanatos, sis at the table but does
not eat, drink, or speak.
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The Immortals have come to reward the adventurers for their
role in saving Mystara. Part of the reward is information; they
have decided the PCs deserve to know what has been going on
and what was at stake, and so are willing to answer their ques-
tions (within reason!).

Play this encounter as naturally as possible, having the most
appropriate Immortal respond to particular questions. Ixion can
fill them inon the background of his quarre!l with Rad (which he
now very much regrets), Rafiel on Rad's work with the Nucleus,
Vanya on the progress of the war and the part various Immortals
played in it, and so forth. Asterius will explain the Brotherhood
of the Shadow's role. Now that the Nucleus of the Spheres is
drawing its power from the Sphere of Entropy, the three mem-
bers of the Brotherhood have suffered a serious loss of face (a
Major Stroke, see Chapter Five of the Codex for details), result-
ing in Thanatos replacing Hel as Entropy’s reigning Hierarch.
Thanatos, for his part, will merely silently nod in response. If
asked what has become of Rad, Rafiel will answer that he has
been absorbed by the Radiance but not destroyed; he thinks
they have not heard the last of his absent friend.

If Ixion is questioned about the dark creature which appeared
duringhis duel with Rad, he will admit that he suspectsit was an
Old One. Pethaps Rad was indeed close to discovering their se-
cret. There isno way to know now exactly what Rad’s true fate is.
Perhaps he will return some day. Perhaps not.

If any of the Immortals are questioned about the fate of any of
the dead heroes, the answer may come in the form of a question:
“Are you ready to give up your chance to Immortality, mortal?”’
If the PC agrees, then the Immortals praise his or her wisdom
and worthiness and will wish one companion back to life for
each PC willing to make this “sacrifice” (they will allow the PC
to pick which deceased character is to be revived). In fact, none
of these self-sacrificing PCs will lose their chance at Immoruality.
If they disagree, the Immortals will be disappointed and unim-
pressed, and the dead companions will not be returned to life.

And as to the righdfulness of the whole war, they'll answer
that both sides had legitimate reasons, but alas the Immortals
were not able to solve theit quarrel without harming many mor-
tals. They vow to find berter ways to sertle their disagteements in
the future. If the Old One appeared in the final encounter, it
will be clear from its words that this lack of concern with mortals
was the source of its displeasure with both Rad and Ixion and the
reason why the secret of the Old Ones remains undiscovered.

The Immortals will not sit and answer questions forever, and
there are some questions they may refuse to answer (for exam-
ple. “How can I become Immottal” will receive an evasive an-
swer at best). Allow each PC to ask at least one question, and
continue the conversation as long as the questions remain perti-
nent. They will not reveal any more about the fate of Alphatia
than that it will never see the light of day again.

Once the conversation begins to wind down, it's time for the
characters’ rewards.
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Wishes and Rewards

Valerias will ask each player character to name one reward he
or she truly desires. The seven Immortals will listen carefully and
choose a rewatd based on what each character requests. This
doesn’t mean that a PC will receive exactly what he or she asks
for, merely that the Immortals will use the request as a guide-
line.

A PC who asks for an excessive amount of wealth will be re-
warded by Asterius, who says, “'So much wealth could corrupt a
noble spirit; already you show signs of greed. Besides, there
must always be some treasure left for the taking, or the world
would be a dull place. But [ will grant you some wealth, that you
know comfort and pleasure from it.” And he will give the PC a
pouch full of exquisite gems worth 50,000 gp.

If a PC asks for a dominion, Ixion will tell him or her, **So be
it: I setyourfeeton the path to rule.” In the near future, that PC
will be placed tn a position to earn the rule of a strong domin-
ion. He orshe will still have to earn the dominion, but the value
or beauty of the dominion may be greater than one he or she
would have been able to earn otherwise.

Other reasonable requests will be similarly interpreted and
granted by the most appropriate of the Immortals present—
Vanya will grant fighting abilities or magical weapons, Rafiel
knowledge of spellcraft or magical items, Valerias any wishes re-
lating to personal characteristics or relationships. Hopefully no
one will ask for a wish appropriate for The Grim Reaper to grant,
but if someone does Thanatos will grant it (although with long-
term repercussions the reciptent might find disturbing).

Once the giving of gifts is over and the Immortals feel it is
time for the conversation to end, Rheddrian/Benekander will
say, “My mortal life, illusory as it was these last years, is at an
end; I am pleased to have spent some of it with heroes. Fare
well, my friends.”

Then he and his fellow Immortals will disappear, and the PCs,
collectively and individually, will wake up to a new world they
helped make possible.

B &

Special experience point rewards should be given to the PCs
for what they accomplished during the final encounter:

® Damaging the Doomsday Weapon: 100,000 XP for the

o %:gling the Nucleus of the Spheres: 200,000 XP for the

° g:rtlyaining conscious before the Old One: 10,000 XP per

° I[-’l(srpic interventton on an Immortal's side: 20,000 XP per
PC intervening

The End... and the Future

The PCs who asked for and received material objects in the
dream will find those treasures beside them when they awaken.
The others, who asked for less tangible rewards, will discover
them in the days and weeks to come.

PCswho later try toundertake one of the Paths of Immortality
(see Chapter Three of the Codex of the Immortals) will receive a
+ 5 bonus to their Arrival Modifier and Petition Modifier if they
seek the sponsorship of Benekander. PCs who sided with one of
the two Immortals in the final encounter will gain the same ben-
efit from any Immortal belonging to the appropriate faction.
Those PCs who actually saw the Old One without losing con-
sciousness gain an extra +5 with any Immortal.

PCs will receive the enmity of Atzanceotl, Alphaks, and espe-
cially Hel for their role in those Immortals’ humiliation and loss
of status, as well as the blow they helped deal Entropy. Thanatos
is well-disposed to them for helping him displace Hel, but that
should be considered a mixed blessing at best.

And in the upcoming years, the PCs will have a much-
changed world to explore and conquer.
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) Timeline—Years 1,004-1,009 AC >

hile the events of Phase I, Phase II, and Phase III of this
e ‘adventure are taking place, the world of Mystara isunder-
gomg important changes as a result of Immortal interference.

The following timeline reflects those changes. When running
the adventure, it’s important to keep track of how much time
the player characters spend at each stage and the time that passes
between adventures to know what's happening in the world
around them.

Not all of these events will touch the PCs’ lives; indeed, the
PCs may never hear about some of them. In other cases, how-
ever, the PCs will find themselves right in the midst of the
events described; DMs should feel free to improvise new adven-
tures around their responses.

The timing of these events has been deliberately left vague
(“Spring.” “Summer,” “Fall,* “Winter") in order to give the
DM more freedom to work them into his or her campaign.
Events that the DM thinks would not appeal to his or her players
may be deleted and new ones substituted to fit the feel of the
individual campaign world.

Getting the PCs to the right place at the right time will be
crucial for those mini-adventures the DM wants to run. There
are a multitude of devices the DM could use to achieve this end.
Clerics, druids, paladins, and the like could receive missions
from their superiors or dreams and omens from their Immortal
patrons directing them where to go or what to do; this would
put them in the path of greater world events. Likewise, other
PCs could hire on as body-guards for some travelling merchant
or potentate, become spies-for-hire for either or both sides of
the conflict, take up the life of bounty-hunters, be professional
investigators, become top militaty commanders or strategists,
sign on as mercenaries, of even continue their careers as un-
aligned free agents. An ambitious DM could even run through
this campaign for freshly created rookie Immortal PCs.

The point of all these mini-adventures is to allow time to pass
so greater events can happen. They also help the PCs gain expe-
rience levels and find bits and pieces of mysterious information
they can put together as months go by, slowly unveiling the
whereabouts and purpose of the Nucleus of the Spheres. Bene-
kander should only be used to bail out a party that has gotten
lost in the inextricable mess of world events, PCs who cannot
figure what to do next. A long-lasting campaign such as this one
should also include adventure opportunities not necessarily re-
lated to the main plot.

Year 1,004 AC

In the years between Rad and Ixion's quarrel (AC 1,000) and
the beginning of this timeline (AC 1,004), the various Immor-
tals of both factions have mainly worked at recruiting sup-
porters, both mortal and Immortal. Ixion’s Ring of Fire has
gained control of Alphatia and Alfheim; Rad's Fellowship of the
Star controls Glantri, Thyatis, and the Heldann Freeholds.
These four years mark an uneasy peace as the two factions ma-
neuver their mortal followers along the paths they want them to
take.

Now Ixion orders his followers to begin instigating the war he
believes Rad cannot win. Rad, who wants to gain more time to
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find ways to use the Nucleus of the Spheres defensively, tnes to
delay the outbreak of war as long as possible. The bottom line is
that the interference of the Immortals is finally coming to a head
and resulting in dramatic events.

Spring, Year 1,004: Thyatis's Revolt

News Events: Things have been very busy in Thyatis lately. In
recent months, the soldiers and sailors of the Thyatian army and
navy, who are normally pushy and arrogant, have been outdoing
themselves. On the Isle of Dawn, half of which is controlled by
Thyatis and half by Alphatia in an uncomfortable state of near-
peace, off-duty Thyatian soldiers have been more-than-
commonly aggressive toward off-duty Alphatian soldiers.

At the same time, Thyatian warships have been very confron-
tational toward ships of non-allied nations and have been ac-
cused of piracy against trade-ships from Norwold and other
Alphatian territories.

Meanwhile, in Thyatis City, the gladiatorial festivities are
more lavish than ever, the parties and festivals are being thrown
more often and with wilder abandon; all in all, it's a very enter-
taining place to be... until one spring day when everything goes
wrong.

On that date, an enormous riot takes place in Thyatis City.
The lower classes have for months seen a steady decline in the
quality of the free bread passed out every morning in the city,
bread which sustains the life of thousands of poorer Thyatians.
While the size of a typical loaf of bread has shrunk in half, the
loaves handed out have been only half-cooked and usually
swimming with maggots. Finally the city’s lower classes revolt,
storming the Coliseum during one of the gladiatorial games.

Significantly, the Thyatian legions inside the city are poorly-
trained and badly-led: they ate unable to put down the rebel-
lion. Far too many legions from other Thyatian cities have to be
brought in to quell the insurrection, but quell it they finally do.

Over the next few weeks, the scandal continues to worsen as it
is discovered that fundswhich were to be spent on the free bread
were being diverted to fund several senators’ nightly festivities,
notoriously decadent affairs. Additionally, many Thyatian offi-
cers ate charged with dereliction of duty or with incompetence,
especially those who appear to be addicted to the dangerous
zzonga fruit; they are executed.

Many of those convicted for embezzlement, bribery, and cor-
ruption break out of jail and leave for foreign parts, often in the
company of their paramours, women of foreign nationality.
Subsequent investigations of the Thyatian prisons reveal that
they are rife with corruption; dozens of jailers and military offi-
cers involved with the prison system are executed.

What This Means: Most of these events are results of the activ-
ities of the Immortals Vanya and Valerias in Thyatis City.

Several years ago, Vanya, in the Mortal Identity of a Keren-
dian fighter named Anya, became the lover and then advisor of
Emperor Thincol I of Thyatis, a self-made man. after her own
heart. He has since come to trust her shrewd judgment above
that of any of his other counselors. Anya has convinced Thincol
that a new age is at hand for Thyatis, when the empire can de-
feat its long-standing foes like Alphatia if only it can recapture
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the warrior-spirit and ideals of its founders. Hence, Thincol and
his officers are taking a very hard-line, militant stance against
Alphatia and that empire's allies. As a supporter of Rad, she's
done this to maneuver Thyatis between Alphatia and Glantri; if
Alphatia attacks Glantri, Thyatis will be in the way.

Meanwhile, Valerias has taken on a Mortal Identity of her
own. Some time ago. one of her clerics named Helena Leda-
miades was killed by a jealous lover. Valerias has taken Helena's
form and has made Helena's estate outside Thyatis City the so-
cial center of the empire. She has used seduction to set the em-
pire’s leading families at one another’s throats and inspired
many of the younger generation's most promising men and
women to throw away their careers for lives of passion. Through
the skillful use of blackmail, she has covered her tracks well; no
one suspects her to be anything other than the empire's most
fashionable hostess. .

Helena’s activities have led to the disintegration of the Thy-
atian military’s moral fiber, the increased corruption of the pub-
lic officials, and the increasing decadence of the city. As a
supporter of Ixion, she’s doing this to weaken Thyatis. Recog-
nizing that Thyatis will probably be used to insulate Glantri
from Alphatia, she is doing everything she can to make Thyatis
crumble from inside.

The bread revolt was not deliberately incited by an Immortal
but is a natural result, led by mortals, of Vanya’s and Valerias’s
interference.

What the PCs Can Do: The PCs cannot prevent this incident;
its foundations were laid years ago. However, if the PCs are in
Thyatis City when it happens, they can have an adventure just
surviving the riot. They can be caught between battling revolu-
tionaries and military forces, can fight to save the life of some
innocent (or guilty!) noble whom the crowd is trying to lynch,
can be hired or pressed into setvice by the Emperor in order to
quell the riots, or can just be in the Coliseum enjoying gladiato
rial games when the riots break out. If the characters ate Thy-
atian, they might tty to carry out an investigation into the causes
of the riots, which might eventually lead them to Helena’s door-
step.

Spring, Year 1,004: Alphatia’s Pride

News Events: Just as the Thyatian military forces have lately
been more pushy and arrogant than usual, so have the magic-
users of Alphatia. Alphatian travellers to other nations are con-
ducting more duels to demonstrate their magical superiority,
especially against Glantrian spellcasters. These duels are some-
times to the death.

Player characters in Alphatian-controlled territory will notice
that there is a much more gung-ho, Alphatia-is-the-best atti-
tude than ever before, and it seems to be empire-wide... but
there is no obvious origin for it.

What This Means: The Immortal Alphatia is causing her cler-
ics to incite this sort of fervor in the population. As a supporter
of Ixion, she is trying to make the anticipated upcoming war
between Alphatia and Glantri a “popular’ war—one strongly
supported by the whole population of Alphatia.

What the PCs Can Do: If the PCs spend a couple of weeks

looking into the matter, spying around Alphatian-controlled
cities, they will be able to discover that it is the clerics of the
Immortal Alphatia stirring up all this resentment. However,
these clerics will not discuss this matter outside their order. Even
if forced to reveal their motives, all they can say is that this is the
will of the Immortal they serve. However, this information is sig-
nificant to Rheddrian if the PCs relay it to him; it helps him
draw up his chart of which Immortal is helping whom.

Note that this event continues on far past its Spring 1,004
date, so the PCs can run across these clerical activities and
investigate them up to the point that Alphatia declares war on
Glantri.

Spring, Year 1,004: A Spy Perishes

News Events: Decades ago, an Alphatian elf named Troiki-
thus, loyal to Empress Eriadna, travelled to Glantri as her spy.
Pretending to be an elf from the Grand Duchy of Karameikos,
he ingratiated himself with the elven Clan of Ellerovyn and
established his identity as an vigorous, intelligent student of
magic.

Recently, he uncovered evidence of a secret order of magicians
studying a previously-unknown type of magic (the Radiance).
He also heard rumors that there were followers of Entropy
among the rulers of Glantri. He sent back a report to his Em-
press describing what little he knew and promising to find out
more. A week later, Troikithus's drowned body is found in a ca-
nal of Glantri City.

The princes of Glantri do some research into the background
of the popular murdered elf and discover that he was an Alpha-
tian with an assumed identity—in short, a spy. Alphatia re-
sponds by denying that he was a spy, saying that he took the
identity because of Glantri’s long-standing disdain for Alpha-
tians. Empress Eriadna protests his obvious murder, but with no
evidence on either side neither Alphatia nor Glantri is willing to
press the matter.

What This Means: Troikithus was definitely a spy for Eriadna,
placed in Glantri long before the current troubles started. He
worked long and well enough that he was finally able to guess at
the existence at the Brotherhood of the Radiance and accumu-
late bits of evidence of its existence. Unfortunately, he was no-
ticed by minions of one of the Brothers, the lich named Prince
Brannart McGregor, the ruler of the Principality of Klantyre.
Brannart ordered Troikithus silenced, and some of his undead
servants hunted down and killed the unfortunate eff. Rad didn't
know about Troikithus’s investigations, nor did the Immortal
have anything to do with his murder.

What the PCs Can Do: If the PCs are in Glantri in the early
Spring of 1,004, they might be able to prevent the murder. They
would come across the elf Tiroikithus as he flees the undead mon-
sters Prince Brannart has set upon him. Troikithus knows he is
not safe until he escapes from Glantri, so if the PCs are to save
his life, they must at least get him across the borders. Unfortu-
nately, he doesn’t know much more than what he’s already told
Empress Eriadna, plus the new fact that he thinks Prince Bran-
nart is involved... but he isn’t sure that Brannart is part of the
Brotherhood, and certainly doesn't know that Braninart is a lich.
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Summer, Year 1,004: Alphatian
Proclamation

News Events: The Alphatian Council of Wizards issues a doc-
ument written and countersigned by Empress Eriadna. In it, the
Alphatian wizards accuse the Glantrian Great School of Magic of
harboring followers of the Entropic Immortals and using forbid-
den, evil varieties of magic.

An amused Prince Etuenne d’Ambreville, speaking for the
other Glantrian princes, replies that there are no followers of
Entropic Immortals, or any Immortals, in Glantri, since the na-
tion bans clerics of all philosophies.

Also, d’Ambreville points out, Glantri does not forbid the
study of any variety of magic; thetefore there's no such thing in
his councry as “forbidden magic."” Even if there was, what Glan-
tri’s wizards study is their own business; certainly the wizards of
Alphatia have no right to dictate to them what they can and
can't do.

Lastly, the Glantrians say, will the Alphatians please explain
what they're talking about?

What This Means: The Immortals are scarcely involved at all
in this incident.

Eriadna and her councils of wizards have heard enough clues
and hints over the years to be certain that there are strange, dan-
gerous types of magic being studied in Glantri which might
someday prove a threat to Alphatia’s superiority. The death of
the elf Troikithus just serves to confirm this in their minds. Un-
fortunately, they don’t have enough evidence to stir Alphatia’s
Thousand Wizards into action or to turn Glantri’s neighbors
against the principalities.

So Eriadna and her counselors have issued this statement,
partly as a bluff (it alludes to sources of information the Alpha-
tians really don't have in the hopes of making the Glantrians
nervous)and partly as insult (increasing the tension between the
two nations, as the Alphatian wizards begin to worry that if not
stopped the Glantrian magic-users might some day outmatch
them in wizardey). Unfortunately, the cool response of d’Am-
breville (Rad) means that the Glantrians aren’t falling for the
bait.

What the PCs Can Do: The exchange between the Empress of
Alphatia and the Princes of Glantri is public knowledge, so the
PCs could investigate matters if they were in Glantri this season
(a full overview of the nation and all its notable figures is includ-
ed in GAZ 3: The Principalities of Glantri). Backtracking the
late Troikithus’s activities would prove beyond doubt that he was
a spy. It might also reveal 1o the PCs the elf’s interest in strange
magical researches and in Prince Brannart. Unfortunately, this
would alett Prince Brannart that more investigators were on to.
him. Brannart is powerful, influential, and canny, so at some
point the PCs will probably have to make a cun for it the way
Troikithus did in order to survive.

Summer, Year 1,004: Death of Torenal

News Events: A party of Glantrian heroes travels to Sundsvall,
the capital of Alphatia, with another letcer from Prince Etienne
d’ Ambreville to the Empress Eriadna. This is a follow-up to the

letter wherein the Glantrians claimed not to know who mur-
dered Troikithus, the Alphatian spy in Glantri City. In this new
letter, Prince Etienne provides the Empress with more informa-
tion proving that Troikithus was an Alphatian spy; his intent 1s
to further embarrass and inconvenience Eriadna.

While waiting for their audience with the Empress, these ad-
venturers meet General Torenal, who is the leader of the Alpha-
tian Empress’s elite guard and the father of some of Eriadna’s
children. When last seen, the Glantrians and Torenal are chat
ting amicably in a waiting chamber near Eriadna’s throne room.
What happens aftetwards is in dispute.

Totenal and the Glantrians disappear. A day later, Alphatian
investigators find the Glantrians, all drunk to unconsciousness,
ina tenement in the Alphatian capital. Based on evidence in the
tenement hideout — dust which turns out to be human re-
mains, spell damage in the walls, and the use of a wish spell to
extract memories from the Glantrians' minds — ¢he Alphatians
conclude that the Glantrian emissaries teleporced Torenal to
their place of hiding, then murdered him with magical spells,
burned his body, and scattered his ashes to the winds. Then,
according to the officials, the Glantrian assassins got drunk to
celebrate. Eriadna’s efforts to use a wish spell to resurrect Torenal
fails for unknown reasons; the best guess is that the assassins
used some sort of unknown magic to prevent his resurrection.

Naturally, the Empress is enraged. Her father, the former Em-
peror Tylion IV, takes charge of the investigation, and learns
some interesting things with his magic.

The Glantrian assassins say they did not perform the murder,
but have conflicting memories about the events. One set of
memories has them speaking briefly with Torenal, who tells
them to recurn tomorrow, as Eriadna cannot see them until
then; in this memory, the Glantrians returned to the inn where
they were staying, fell asleep, and did not awaken until the Al-
phatian investigators found them in another place entirely (the
tenement). In the second set of memories, Torenal told them to
return tomorrow, and they were so offended by his presumption
that they took him away to the tenement and mutdered him out
of petty revenge.

The Glantrians are confused by these twin sets of memories,
but do not think of themselves as callous murderers and do not
believe they killed Torenal. Eriadna, on the other hand, believes
that the memories where the Glantrians are innocent have been
planted somehow, in an actempt to hide the truth of the murder
so they can escape justice. Tylion is sufficiently intrigued by the
discrepancy that he hasn’t allowed Eriadna to kill the Glantrians
yet.

Eriadna breaks off formal relations with Glantri, pending fur-
ther information.

What This Means: This is a trap set by the Brotherhood of the
Shadow, the Entropic Immortals who want this Immortal strug-
gle to be long and bloody. They are afraid that if the war does
not break out soon, Ixion and Rad might find some other way to
settle their quarrel; this murder is their way of helping things
along to a more violent path.

Consequently, the Immortal Atzanteotl appeared before the
Glantrians in the guise of General Torenal and politely told
them to return to their inn, that the Empress would see them
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the next day. When they did return to the inn, he used his Im-
mortal magic to put them to sleep. Meanwhile, some of his fol-
lowers kidnapped the real General Torenal and took him to the
tencment, then killed him. Atzanteotl transported the hapless
Glantrians to the same place, then, at the permanent cost of
some of his own cnergy, used a powetful Immortal-level spell
(transform) to give them a second set of memories about the
event, one he was sure would convict them in the Empress’s
eyes, which it has. He let the Glantrians keep their genuine
memorics as well, so that they might be tortured by knowing the
truth about their innocence. He also performed an Immortal-
level wish to ensure that Torenal remained dead in spite of
Eriadna’s best efforts.

What the PCs Can Do: The PCs shouldn’t have the opportu-
nity to prevent this event; the murder of General Torenal is piv-
otal to the commencement of the war.

However, the PCs certainly can be involved in this episode. If
they are in the Glantri area before the event begins and are
known as reliable adventurers, they might actually be the
“Glantrians'’ who took the message to Eriadna and were framed
for murder. In this case, you would need to role-play the en-
counter between Torenal and the PCs, wait until they're in a
position when Atzanteotl can cast his Immortal sleep spells
upon them and put them in his trap. They won’t awaken until
they’re beingclapped in chains for Torenal’s murder, will doubt-
less protest all the way to the dungeons of the Imperial palace...
and then it’s up to them to escape if they’re to avoid execution.

Summer, Year 1,004: Heldannic Clerics
Killed

News Events: Clerical missionaries of the Immortal Vanya
from the Heldann Territories are slaughtered while travelling
through the Ethengar Khanates. The Ethengarians deny any in-
volvement, though the bodies are demonstrably riddled with
Ethengarian arrows and lances.

What This Means: This event actually has little to do with the
activities of the Immottals. The clerics from the Heldann Territo-
ties were rude, arrogant, and insulting to the Ethengarians and
their belicfs all during their trip. Ultimately, a group of youthful
Ethengarian horsemen decided to avenge themselves of the in-
sult in secret; they ambushed and killed the clerics.

In actuality, few of the involved Immortals appreciate the im-
pottance of this incident, aside from Vanya, who is naturally
outraged. The Brothethood of the Shadow is alarmed by it,
since they want both groups of nations (Alphatia and its fol-
lowers vs. Glantri and its allics) to be roughly equal in strength;
a Heldannic-Ethengarian war would distract one of Glantsi’s
most important potential allies away from Alphatia. However,
Vanya’s grip over the Heldannic Knights is such that the Broth-
erhood is unable to divert them from turning their attention to
the Khanates.

What the PCs Can Do: If the PCs are in the Ethengar Khan-
ate, they could walk into this situation and react... either on
behalf of the clerics or the Ethengarians. Whatever the outcome
of the event, it is sure to enrage the Immortal Vanya and the
Heldannic Knights.

Summer, Year 1,004: ‘‘Assassins’’ Escape

News Events: The Glantrians who were supposed to have as-
sassinated General Torenal break out of the Imperial Palace’s
dungeons and escape.

What This Means, and What the PCs Can Do: This event can
have any number of diffcrent meanings and resolutions.

If the Glantrians who were framed for Torenal’s murder are
NPCs and the player-characters are unconcerned with theit fu-
ture, then the Glantrians break out from prison with the help of
unknown parties; the investigators of ex-Emperor Tylion can
find no clues to how they managed it. The truth is that Tylion
himself, becoming convinced of their innocence, organized
their escape in his persona of Master Terari in order to prevent
their unjust execution.

If the framed emissaries were NPCs and the PCs are interested
in seeing that justice is served—or just in finding out what the
cmissaries have to say—then the PCs might wish to free the
jailed Glantrians. Once the PCs are in the city of Sundsvall, a
little investigation on their part will reveal that a woman of the
imperial court, Galatia Allaurian by name, is passionately pro-
testing the Glantrians’ imprisonment and imminent execution.
This isn’t because she has any particular love of Glantrians, but
she has recognized from Tylion’s analysis that some sophisti-
cated frame has occurred and that the true murdeters are still at
large... pethaps still within the palace. The empress is not listen-
ing to her, because Galatia is not Alphatian; she’s an Alphatian-
descended Thyatian citizen from the Isle of Dawn. For years she
hasserved as lady-in-waiting to Asteriela Torion, daughter of the
Thyatian Emperor and a hostage in Eriadna’s court. If the PCs
talk to Galatia, they can work out a deal with her whereby she
will sneak them into the top level of the dungeons beneath the
Palace the night before the prisoners are to be executed; it will
then be up to the PCs to reach the prisoners and rescue them.
She will be able to provide them with a map of some sections of
the dungeons, but only of the upper level; she has never been to
the lower level, where the “'assassins’ are kept. Details of the
Imperial Palace’s dungeons and defenses are up to the DM, but
remember that they should be very sophisticated and difficult to
escape from.

Galatia Altatrian

History: Galatia is a cousin of Countess Julia Kendasius,
the ruler of Kendach on the Isle of Dawn. Presented to the
court of Emperor Thincol of Thyatis, she became lady-in-
waiting to his daughter Asteriela. When Asteriela was sent to
Alphatia to be a hostage in exchange for Empress Eriadna’s
son Tredorian, Galatia came with her. Initially somewhat at a
loss at the Alphatian court, Galatia found her feet while
studying magic under Master Terari, one of Eriadna’s chief
advisors (in fact, an alternative identity of Tylion). She is a
popular designer of stylish clothes.

Personality: Clever and energetic. She has now seen so
much of imperial politics that she does not feel loyal to any
king or emperor; she’s too familiar with their frailties. She
direcss her efforts toward helping people, not govetnments.

75



5 Timeline—Years 1,004-1,009 AC ' 4

Her work as a clothes designer is very important to her; she
has the traditional artist’s temperament, including a short
temper, a highly variable attention span, and unpredictable
mood swings, often toward broodiness.

Appearance: 5'3", 100 lbs; red hair and brown eyes; cop- |
pery Alphatian coloration; designs and wears very stylish
robes and gowns; age 25.

Combat Notes: Sth-level magic-user; AC 9; hp 17; MV
120’ (40°); #AT 1; D 1-4 (dagger) or by spell type; Save MU 5;
ML 7; ALN; S9118 W11 D12 Co 10 Ch15. Languages: Thy-
atian, Alphatian, Thothian, Elvish (Shiye-Lawr dialect),
Alignment (Neutral). General Skills: Artisan (Clothes De-
sign) (I+1), Artisan (Color Sketch Artist) (I), Knowledge of
the Isle of Dawn (I). Mapping (I), Knowledge of Sundsvall
(I), Knowledge of Thyatis City (I}, Knowledge of the Imperi-
al Palace (I).

If the framed emissaries were the PCs themselves, then they
will have to escape or be executed. Again, the DM has to design
the dungeons and their defenses. If the PCs cannot find a way to
escape, they'll be given alittle help; either Tylion or Galatia will
sneak them a key to get them out of their immediate chains and
cells. From that point, they’ll have to sneak and battle their way
up through the dungeon’s levels, hopefully to reach one of the
dungeon’s exits which opens onto palace grounds instead of into
the palace itself.

Fall, Year 1,004: Glantrians Assassinated

News Events: Not long after the escape of the Glantrian emis-
saries, more treachery breaks out, this time in Glantri. Several
Glantrian nobles having dinner together, including at least one
representative of each noble family, are assassinated by a bom-
bardment of lightning bolts, fite balls, death spells, and other
powerful magics. The assassins, obviously very high-level magic-
users, escape clean away, their identities unrevealed, though the
only surviving diner (Prince Innocenti di Malapietra) can testify
that the killers were wearing Alphatian-style clothing.

What This Means: This is another effort by the Brotherhood
of the Shadow to begin war between Alphatia and Glantri. The
Immortal Alphaks took on the Morta! Identity of a high-level
magic-user and assembled several of his chaotic followers to per-
form this mass murder. Naturally, they wore Alphatian gar-
mentsand arranged for at least one mortal to survive as a witness
in order to pin the blame on Alphatia. The attack drives Inno-
centi, already the most paranoid of Glantri’s rulers, into a frenzy
of accusations against enemies of Glantri (teal and imagined).

What the PCs Can Do: The PCs, if they are in Glantri at the
time the incident begins, could spot the **Alphatian assassins”
massing for the murder, and interfere... though they would be
facing Alphaks’s Mortal Identity (a 36th-level magic- user) and
several other spellcasters of 20th-32nd level, and could be seri-
ously harmed or even killed for their pains. However, if the PCs
warn the victims or attack the killers before the ambush is
sprung, some or all of the victims will survive and return fire,
helping the PCs chase off the assassins. The PCs will earn the
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gratitude from the victims, and will be marked down by Al-
phaks for future revenge. They will have saved lives... but the
outrage of the Glantrians will be the same.

Fall, Year 1,004: Thyatis Intrudes

News Evenss: The united Princes of Glantri send word to Em-
press Eriadna of Alphatia, instructing her to surrender the assas-
sins to Glantrian justicc. Everyone expects that.

But it’s a surprise when Thincol I, Emperor of Thyatis, sends
Alphatia a stern warning, saying that it is obvious the assassina-
tions were performed by Alphatia in retribution for the death of
General Torenal, and informing Eriadna that Alphatia will not
be allowed to extend her territorial holdings through these
treacherous means.

Eriadna of Alphatia replies that it was not involved in the
deaths and that Thyatis had best keep its attention to its own
territories. It is obvious from this event that Glaneri and Thyatis
have secretly achieved some sort of alliance.

What This Means: Glantri’s message is a natural repercussion
of the assassination. Thyatis’s is not, however: an Immortal is
responsible for that. The Immortal Vanya, in her Mortal Identity
of Anya, has persuaded Emperor Thincol that Alphatia intends
to conquer all of the Known World and that Glantri is merely
their first target in a plan to encircle Thyatis. Thincol therefore
plans to align with Glantri in order to prevent the rival empire
from becoming too powerful.

What the PCs Can Do: This is not an incident for PCs to be-
come involved with,; it really consists only of threats passed be-
tween rulers. However, these threats ate not secret ; they become
news and gossip in every corner of the Known World.

Fal}, Year 1,004: Heldanners Attack

News Events: Without benefit of a declaration of war, the
Heldannic Knights send several punitive raids into Ethengar,
launching deadly lance-cavalry attacks against Ethengarian en-
campments and slaughtering every last man, woman, and child
encountered,

What This Means: This is in retaliation for the summertime
deaths of the Heldannic missionaries. Immortals are not in-
volved; as before, members of both the Brotherthood of the
Shadow and the Fellowship of the Star hope that Vanya will not
devote too much of her attention to petty revenge.

What the PCs Can Do: If in Ethengar, the PCs could be
caught at an Ethengarian campsite during one of the Heldannic
attacks. With luck, they could repel the attacking forces and
stop one of the massacres from taking place. For once, the
Ethengarians really are innocent parties, while the Heldanners
are simply brutal knights bent on the most savage sort of re-
venge.
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Fall, Year 1,004: Asterius’'s Temples Burned

News Events: In Alphatia, dozens of temples of the Immortal
Asterius are burned to the ground over a period of days. The
Alphatian authorities capture the arsonists—a band of Glantr-
fans.

These Glantrians, elves of the Erewan clan, claim to have
been envoys from Glantri to Darokin. They say that they were
magically put tosleep and awakened within a burning temple of
Asterius. However, magical probing with a wish spell reveals
that they, too, have two sets of memories about the event. One
set clearly shows the elves accepting a mysterious cloaked man's
commission to destroy the temples of Asterius.

Empress Eriadna rushes the investigation through the judicial
system; the Glantrian elves are quickly tried and sentenced to
death.

The Princes of Glantri protest the trial but make no direct
attempt to rescue their envoys.

What This Means: This event involved Immortal intervention
but was not terribly well-organized. The Immortal Alphaks,
anxious for war to begin and always eager to hurt Alphatians,
burned the temples down and framed the Glantrians in crude
imitation of Atzanteotl's earlier efforts. However, the Immortal
whose temples have been destroyed, Asterius (an ally of Rad), is
able to determine that the Glantrians are innocent and instructs
hissurviving Alphatian clerics to intervene on their behalf. Aste-
rius begins to suspect the existence of a third faction. He warns
Rad and the rest of the Fellowship of the Stars' members and
starts looking for evidence to back up his hunch.

What the PCs Can Do: If present in Glantri during this time,
the PCs can stake out Asterius’s temples (during the days when
the burnings are still taking place); later, once the Glantrians are
captured, PCs can investigate the Glantrian elves. A thorough
investigation by the PCs will reveal that the elves were seen by
many witnesses on the road between Glantri and Darokin dur
ing the time when the temples were being burned; they were
even at a meeting with members of the Darokin government at
the time of one burning. If the PCs are willing to speak for the
elves at the trial and produce witnesses to attest to the elves’
alibi, they might even win the elves a verdict of not guilty. How-
ever, Empress Eriadna will continue to believe that the Glante-
ian elves burned the temples and will keep them imprisoned for
the time being.

Winter, Year 1,004: Alphatian Armada
Burns

News Events: If the Erewan elves were convicted of burning
the temples of Asterius, then the Glantrian adventurers who
were accused of killing General Torenal break into the Imperial
Palace's dungeons and rescue the Erewan elves.

Later, escaping from the continent of Alphatia, they stopin at
the city of Aasla, which is the main port of the Alphatian navy’s
sky-ship armada. They steal a naval sky-ship and make their es-
cape, starting a fire among several other ships to conceal their
departure and delay pursuit.

Unfortunately, before the mages of Aasla can put out the fire,

it grows into a firestorm. Amazing amounts of heated air from
the sky-ship fire rises from the city; more air rushes in from the
surrounding countryside. The fire spreads and the cycle con-
tinues, turning the city into an inferno. When all is done, days
later, the city is a crumbling acropolis of ash; half its population,
especially the non-spellcasting citizens, are dead.

What This Means: The Glantrian adventurers simply re-
turned to Sundsvall to keep the Alphatians from executing the
Erewan elves. Firing the sky-ships was a natural distraction...
and the fire-storm was natural, not magical at all. Unfortu-
nately, Ixion and his allies will believe Rad's ally Rathanos, an
Immortal obsessed with fire, is responsible.

What the PCs Can Do: If the PCs were the ones who rescued
the Glantrian advencurers from the dungeons, or were them-
selves imprisoned there and escaped, then they can mount a res-
cue attempt on the hapless Erewan elves as well. Either
Rheddrian or the Princes of Glantri (especially Etienne d’Am-
breville or Princess Carlotina Erewan, who sent the envoys in the
first place) would be happy to hire someone with experience in
those dungeons to accomplish the rescue. The PCs can use the
contact who helped them before, either Galatia or Terari, to find
them a way into the dungeon. Terari or Galatia will tell them
that their best mode of escape is via Aasla and a stolen sky-ship,
and if the PCs take that route, then the elves they rescue will
suggest the burning of other ships as a distraction. If, however,
the PCs and escapees leave by another route, the firestorm can
occur anyway: Alphaks, with his hatred of the Alphatians, will
be happy toset the fire, knowing that the arson will be blamed
on the escapees.

Year 1,005 AC
Spring, Year 1,005: War Is Declared

News Events: Empress Eriadna of Alphatia, having sorted
through the ruins of the city of Aasla and determined what has
happened, issues a proclamation of war against Glantri.

Immediately thereafter, the Principalities of Glantri declare
war upon the Empire of Alphatia. Considering Glantri's much
smaller size, this sounds like a joke—until the next day, when
the Empire of Thyatis and the Heldannic Knights both declare
war on Alphatia as well.

This is a grim day for Rad, who has been trying to delay the
outbreak of war as long as possible, and a victory for the Ring of
Fire. Alphatia and Thyatis, the two greatest political powers of
the Known World, are now at war.

What This Means: This is the event the Ring of Fire has been
preparing for since AC 1,000; the Brotherhood of the Shadow
has also been doing its bit for the past several months.

Most of the members of the Fellowship of the Star wanted w0
avoid war altogether if possible (Vanya was the main exception);
they now take up a defensive position and hope the countries
they control can stand up to Alphatia's might long enough for
Rad to find a way to use the Radiance to help them.

What the PCs Can Do: The PCs will have to cope with the
situation wherever they are. If they are within lands controlled
by the Thyatian Empire or Alphatian Empire when war is de-
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clared, they will have to cope with the empire's sudden mobili-
zation for war. They might even find themselves drafted by one
of the empires’ armed services, forcing them to choose between
serving their empire's interest or Rheddrian’s. If they happen to
be citizens of one empire and are in the other’s territory when
the declaration is made, they will have to sneak, negotiate, or
fight their way out.

Spring, Year 1,005: The Master Seizes Sind

NewsEvents: The Master of the Desert Nomads, ruler of Hule
(a vast land far to the west of the Known World region), seizes
control of Sind, a nation on the western border of Darokin and
Glantri. While no one knows whether he is an enemy or ally for
Glantri, about Darokin there can be no mistake, as he has want-
ed to conquer the Republic for some time.

What This Means: This event is a combination of mortal and
Immortal actions, but not by any member of the three groups of
Immortals mentioned so far. The Master of the Desert Nomads
is a servant of the Immortal Bozdogan (Loki); his takeover of
Sind is the culmination of a long, carefully-planned campaign
of subversion and treachery.

The opportunity offered by having the Desert Nomads’ arm-
ies positioned on Darokin’s borders, however, gives Atzanteotl
an idea. He promises Loki a favor if Loki will allow him to *‘bor-
row" the Desert Nomads for awhile; intrigued, Loki agrees. At-
zanteotl begins visiting the Master in Incorporeal Form and
subtly urging him that the ume is right to invade Darokin be-
fore it can getits defenses in order. The idea of controlling Hule,
Sind, and Darokin is pleasing to the Master’s personal ambi-
tions; the attraction for Atzanteotl is that Darokin’s central loca-
tion would put the Desert Nomads in a very good position to
strike against Glantri, Alfheim, the Broken Lands, the Five
Shires, Rockhome, the Emirates of Ylaruam, the Ethengarian
Khanate, or Karameikos. Atzanteotl could then encourage the
Master’s forces to attack any of these nations, depending on
what side the Brotherhood of the Shadow is supporting at that
point in the war.

What the PCs Can Do: The PCs are unlikely to be in Sind
when the invasion takes place. If they are, they will not be able
1o stop the vast armies of the Desert Nomads from seizing the
land; at best, they can rescue innocents from marauders, then
escape to be the first to warn the border forts and government of
Darokin about the Master’s activities.

A nervous Darokin will begin rounding up promises of assist-
ance from neighboring countries. The PCs may be sent as diplo-
mats to try to arrange formal alliances with the other Known
World nations—a task made more difficult by the need of those
nations to protect their own borders as the Glantri-Alphatia war
continues to spread.

This is a good opportunity for the DM to dig ouc hisor her old
copy of X10: Red Arrow, Black Shield and play it our. With
some adjustments, the whole module could be run without too
much trouble. The best time for the main invasion to start
would be right after the fall of Weest Portage (Fall/Winter
1,005). The invasion would probably end sometime around
Spring-Summer 1,006.
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Summer, Year 1,005: Empires Build Forces

News Events: The Empire of Alphatia, caught off-guard by
Thyatis’s declaration of war, finds that it cannot immediately
send conventional invasion forces against Glantri; Thyatis and
the Heldannic Knights can interfiere along every approach to
Glantri. Also, the largest available sky-fleet was the one de-
stroyed at Aasla, further limiting Alphatia’s mobility with nor-
mal troops. So they decide on a longer, more grueling plan for
the conquest of Glantri. First, they must eliminate the Empire
of Thyatis as an obstacle, and the first step in this plan is to take
over the Isle of Dawn.

What This Means: Alphatia must begin building up its arm-
ies and sea-navy, particularly on the eastern half of the Isle of
Dawn, the large island that lies between the two empires.

Naturally, the Empire of Thyatis also begins building up its
armed forces, particularly on the western half of the Isle of
Dawn.

What the PCs Can Do: If the PCs are in a position to advise or
help any of the nations now gearing up forwar, keep track of the
advice and support they provide; it could make a difference in
any of the wartime engagements to come. Always let the PCs
know what effects their individual recommendations or support
had on a battle or situation, even when they’re not present for
the action; it will help them understand how much a part they
can play in the adventure and the campaign.

Summer, Year 1,005: Alphatia Sends
Monsters

News Events: Since Alphatia can not yet attack Glanuri di-
rectly, they decide on a stop-gap attack: a reign of terror which
they can set into motion without having to monitor.

Many Alphatian wizards travel secretly to Glantri and conjure
hordes of monstecs—many of them from other planes—and re-
lease them in Glantri. The monsters rampage across the civilian
population of Glantri, and the Glantrian wizards have a hard
time keeping the monsters in line.

Unfortunately, many of the monsters spill over the borders in-
to Sind, Wendar, Darokin, the Broken Lands, the Ethengar
Khanate, and even into Alfheim.

What This Means: This is a mortal event, not part of any Im-
mortal’s plan. It is a great inconvenience to the Immortal Rad,
since he must take time from his work with the artifact to coordi-
nate the anti-monster activities in his Mortal Identity as Etienne
d’Ambreville.

What the PCs Can Do: If the PCs are in Glantri or any of its
neighboring countries, they will be attacked by rampaging mon-
sters, often of types not normally found in those surroundings.
Learning the truth about what’s behind this sudden rash of out-
of-place monsters can easily be made into a mini-campaign, the
culmination of which would be to figure out where the monsters
are coming from, correlating that information on a map, and
discovering the sites where the Alphatian wizards are conjuring
and releasing the monsters. If all goes well, the characters might
be able to ambush these wizards and put a halt to their activity.
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Fall, Year 1,005: West Portage Falls

News Evenss: The Alphatians on the Isle of Dawn begin the
ground war by assaulting the Fortress of Kendach and the Hold
of Fenswatch, the fortifications which defend the critical town of
West Portage, where elements of the Thyatian Fleet are still be-
ing prepared for war in West Portage's shipyards.

Over a period of a few weeks, the Alphatians box in the two
citadels and then send troops directly against West Portage. The
gartison at West Portage puts up a spirited defense... but even-
tually falls before the Alphatians. Soon af terward, Kendach and
Fenswatch also fall.

What This Means: This is a mortal event; the Immortals did
not have any direct effiect on it, although one Immortal did have
an important indirect effect.

It’s a tremendous shock to the citizens of the Thyatian Empire
that West Portage and its two defensive citadels fall as fast as
they do. The reason they cave in so quickly is because their garri-
sons, especially the officer corps, are badly-trained and dissi-
pated. This is a result of the general decay of the empire’s
officers due to the activities of Helena Ledamiades, a Mortal
Identity of Valerias (see the Spring 1,004 entty above, as well as
the "'Tactics of the Ring of Fire” section at the beginning of
Phase II).

What the PCs Can Do: PCs fighting for the Alphatians at
West Portage could hasten the city’s fall by acts of infiltration
and sabotage, espectally any sabotage which can damage or de-
stroy the city's walls or gate or which further diminish the fight-
ing ability of the city’s gatrison. PCs fighting for the Thyatians
at West Portage could perform espionage missions o rear guard
actions against the Alphatian forces. This will buy time for the
Thyatians to finish outfitting some of the ships currently in dry-
dock; every ship that launches before West Portage falls is an-
other ship which escapes to fight the Alphatians another day.

Winter, Year 1,005: Nomads Invade Darokin

News Events: The Master of the Desert Nomads launches a
lightning-swift attack into Darokin, overwhelming the western
defenders and driving the armies of Darokin back before it.
Within weeks, the great cities of Akesoli and Akorros have
fallen. The tattered remnants of the Legions of the Republic fall
back through the hills east of Akorros to defend Darokin City. In
those hills, uaits of the defending army try to dig in their heels
and make a last stand so that the other forces can get to the capi-
tal safely.

What This Means: This event would have occurred on its own
because the Master sees Darokin as a rich prize for the taking;
Atzanteotl has simply sped up the process. The Desert Nomads
are now in a good position for later use against any force Atzan-
teotl chooses to oppose. In the meantime, they will be able to
exercise their savagery against the citizens of Darokin and will
hone their fighting skills against Darokin’s military, Best of all,
in keeping with the Brotherhood’s goal of spreading the war to
as many nations as possible, he has brought chaos and misery to
a prosperous and neutral nation.

What the PCs Can Do: PCs in Darokin at this time might be

able to slow or stop the Desert Nomads’ advance by reinforcing
the Darokin units making their stand in the hills, leading rein-
forcements from the Five Shires or Alfheim, or conducting raids
against Desert Nomad positions.

Year 1,006 AC
Spring, Year 1,006: Sabotage in Alphatia

News Events: Glantrian wizard-adventurers travel to Sunds-
vall, capital of Alphatia, and harass Alphatian nobles there—
fire-bombing noble estates, launching hitand-run attacks on
wizards and military officers, releasing conjured monsters in the
streets, and the like.

The actual damage they do is negligible, but these tncidents
polarize optnions about the war in Alphatia—some are out-
raged and demand Glantri be punished, while others wistfully
recall the old days when this sort of thing didn't happen in
Alphatia. The latter group begin to speak out in favor of isola-
tionist policies that would enable them to just be left alone
with their studies.

What This Means: This is Glantri’s revenge for the monster
hordes which the Alphattans unleashed on the Principalities.
Rad had something to do with the instigation of this response,
but in his capacity as a Prince of Glantri, not as an Immortal

The Glantrians who were accused of killing General Torenal
could be among the adventurers causing trouble in Sundsvall.

What the PCs Can Do: If the PCs are helping Alphatia, they
could stay in Sundsvall during this season and help counter the
effects of the Glantrian intruders. They’d have to anticipate
Glantrian attacks and be there ahead of time to ambush the
Glantrians.

If the PCs are helping Glantri, they could well be among the
adventurers causing trouble in Sundsvall. If so, they will have to
be intelligent and plan carefully to keep at least one step ahead
of the Alphatian heroes looking for them.

The Princes of Glantri will keep their saboteut-magicians in
Alphatia for at least a year but are willing to rotate in new, fresh
magicians for PCs who are tired of the duty in Sundsvall.

Spring, Year 1,006: Karameikos Seils Out

News Events: Teldon, head of the Magictans' Guild in the
Grand Duchy of Karameikos, makes a secret diplomatic mission
to Sundsvall. On his return, Duke Stefan announces that hence-
forth his country will no longer be a “Grand Duchy” but the
Kingdom of Karameikos, with himself as King Stefan I.

The terms of the treaty of mutual peace and neutrality Teldon
has just negotiated with Alphatia soon become public knowl-
edge. The newly-established Kingdom of Karameikos agrees not
to help Thyatis in this war—in effect, selling out their longtime
allies. In return, Alphatia agrees to recognize Karameikos's in-
dependence and to set up a school of magic in the Karameikan
capital of Specularum .

This treaty is one of the major events of the war. Duke (now
King) Stefan has long desired his own throne, completely free of
any allegiance to his old friend, Emperor Thincol. With Thy-
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atis’s troops committed to the war with Alphatia, Stefan has
chosen this moment to declare his independence, when Thincol
can hardly spare the men to re-take Karameikos (which has been
autonomous for the last three-and-a-half decades anyway).

Stefan has received Empress Eriadna’s assurance that Alphatia
does not perceive Karameikos to be Thincol’s ally. He believes
that Thyatis is doomed and rationalizes his betrayal of hishome-
land by saying that the steps he has taken will insure that Thy-
atian culture sutvives even if the Empire is destroyed. He also
recognizes the very real danger posed by the Master of the Desert
Nomads. Finally, by establishing a school of magic, he is looking
to the future, hoping to increase his nation’s magical ability in
upcoming years.

Within weeks of the treaty’s being made public, the best units
of Karameikos’s military forces march and sail west to relieve the
pressure on Darokin. En route, they join halfling forces from the
Five Shires and a small number of elven units from Alfheim.

What This Means: This is a mortal event, not directly influ-
enced by the Immortals; it reflects Duke Stefan’s analysis of the
situation and his efforts to ensure his country’s welfare.

What the PCs Can Do: If the PCs are citizens or allies of Kara-
meikos, they could conduct the wizard Teldon to and from Al-
phatia.

Since the treaty helps Alphatia, which currently has the upper
hand in the war, the Brotherhood of the Shadow will oppose it if
they hear of it. If the PCs are escorting Teldon, assume that the
Brotherhood of the Shadow does catch wind of the treaty and
that Hel dispatches assassins to kill Teldon. The PCs must keep
him alive long enough to negotiate the treaty and return home.

Spring, Year 1,006: The Master is Hammered

News Events: The forces of Karameikos, allied with military
units from the Five Shires and Alfheim, march to Darokin City,
which is now besieged by the Desert Nomads. They lift the siege
on the city, reinforce the legions there, and then begin taking
the war back to the Master. Over the next few weeks, the over-
extended Desert Nomads ate slowly driven back.

What This Means: This is a mortal event, not one set into
motion by the Immortals. It’s inconvenient to Atzanteotl, who
led the Desert Nomads into Darokin for a reason, so he will do
what he can to support the Desert Nomads. Examples of actions
Atzanteot! might take include sending monster allies (such as
manscorpions) to aid the Desert Nomads and attempting to cor-
rupt officers of the forces of Darokin and her allies to turn traitor
for various fabulous rewards (altetnatively, he could blackmail
important NPCs for the same effect).

What the PCs Can Do: If the PCs are allied with one of the
nations listed above, they can help the allied forces lift the
siege on Darokin City and push back the Desert Nomads. Even
if they are from some other part of the Known World, experi-
enced adventurers always make welcome mercenaries. As an
elite force or an unpredictable group of adventurets, the PCs
could fight the manscorpions and other monster forces un-
leashed by Atzanteotl or spot the early signs of an allied officer
contemplating treachery.
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Summer, Year 1,006: The Master's Revenge

News Evenss: The Master of the Desert Nomads has been de-
feated. His forces retreat into Sind and tighten their grip on that
unfortunate countty. Atzanteotl, disgusted by the Desert No-
mads’ inability to get the job done, washes his hands of the
whole affair. As a final defiant gesture, the Master formally
cutses those who have defeated him.

To everyone’s surprise, the curse has an immediate and deadly
effect. Only a few days later, an enormous meteor smashes
through the sky and slams into northern Darokin. Ironically, its
point of impact is directly upon Corran Keep, on the Darokin/
Glantri border.

The impact destroys an entire range of mountains, creating a
crater dozens of miles in diameter. The resulting earthquake
knocks down buildings as far south as Akesoli and can be felt as
far north as Glantri City. In Glantri, the Principalities of Black-
stone and Caurenze are devastated, as is most of Darokin north
of Lake Amsorak . The cloud rising from the impact is larger than
some countries. Stretched by the last western winds of the sea-
son, the cloud covers all of southern Glantri and northern Daro-
kin out as far east as the middle of Alfheim.

The immediate loss of life is tragic, but Glantri sutvives.
However, the impenetrable cloud stays in the air for days, block-
ing out the sun. When it finally starts to settle, ash covers every-
thing, killing plants and fouling drinking water. Together the
cloud and ash have a catastrophic result on the crops of both
countries, ruining the harvest and threatening famine for the
upcoming winter. Popular opinion in Glantri credits the attack
to Alphatia; the Glantrians vow to make the Alphatians pay if
they have to fight to the last wizard.

What This Means: This event surprises the Master as much as
it does everybody else. The Immortal to blame is not Loki, who
knows better than to risk the punishment sure to follow such a
blatant act of direct Immortal interference once the Council of
Intrusions tracks down the perpetrators. Instead, it is Alphaks,
whose love of big explosions and mass desttuction has finally
gotten the better of him. He diverted the meteor from its regu-
lar orbit and aimed it toward Darokin; the only reason it did not
doeven more damage was his desire to make the Glantrians (de-
scendants, like the Alphatians, of some of his ex-followers) suf-
fer as much as possible.

What the PCs Can Do: DMs who want to run a steange adven-
ture for mortal PCs or apprentice Immortals can give them the
chance to try to avert this disaster. Assume that th e giant meteor
is not aimed for northern Darokin but directly at Darokin City
itself.

An astronomer has spotted the meteor and been puzzled by
its unusual behavior—its sudden change of course, and the fact
it has grown steadily brighter while not altering its position in
the sky (this is because it is heading directly toward Mystara). He
mentions it as an oddity at a party and is overheard by Rhed-
drian, who sends the player characters to investigate (they may
demand a bonus for this one!).

Upon their arrival, they learn that the meteor has an atmos-
phere, so they do not need any special spells to survive there.
Furthermore, it is inhabited by monsters of all sorts. They will
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soon note that the world below them is rapidly getting bigger; it
shouldn’t take too long for them to realize they’re on a collision
course with the planet. The DM should be creative in devising a
way for them to divert the meteor from striking Darokin City. 1f
they don't have sufficient spellpower, the DM can let them dis-
cover that rocks from opposite sides of the meteor ate highly ex-
plosive when banged together. They then only have to decide
the direction they want to try to make the meteor go, gather the
necessaty materials (the local monsters will prove uncoopera-
tive), and devise a way to set off a big explosion without being
blown up in the process.

If they do their job well and get lucky, the meteor will be di-
verted far enough off course to land in the relatively unpopu-
lated Darokin/Glantri border region, rather than over a major
city. Alternatively, they could cause the meteor to hit somewhere
else—in the middle of Lake Amsorak or the Broken Lands—or
miss the planet altogether, becoming Mystara’s thitd moon.

The rest of The Immorals’ Fury presumes that the meteor
hitsand creates its crater at the location shown on the map; if the
meteor does hit somewhere else, the destruction will occur at
that point, and the DM will have to modify the adventure to
accommodate those differences.

Fall, Year 1,006: Twisted Trees of Alfheim

News Events: With the coming of autumn, the trees of the
forest of Canolbarth begin to darken, twist, and mutate into sin-
ister things. The elves of Alfheim are at a loss to explain the

mutation, other than to guess that something in the fallout
from the ash is causing it. Whatever its origin, they are helpless
to halt it. The forest becomes increasingly inhospitable to the
elves.

What This Means: In reality, the mutation is being caused by
wizards of the Shadow Elves who live in caverns below Alfheim,
who are altering the forest to their liking. They are using those
changes and the darkness caused by the cloud to conceal their
infiltration of Alfheim. Rafiel, Immortal patron of the Shadow
Elves. is helping them achieve this goal, for two reasons. First,
he has long wanted them to be able to live on the surface again,
as is their birthright. Second, if the Shadow Elves can take Alf-
heim, it means that another nation led by the Fellowship of the
Star is poised to strike at Glantri’s enemies.

What the PCs Can Do: There’s nothing the PCs can do to stop
the mutation of Alfheim’s trees. However, if the PCs are in Alf-
heim and decide to investigate, they might detect the small
bands of Shadow Elves creeping out of holes in the ground and
might thwart some of the Shadow Elves’ attempts to murder
Alfheim elves or isolate Alfheim communities.

Fall, Year 1,006: The Abandoned Nation

News Events: The dwatves of Rockhome have had enough. It
is evident to them that the world has gone mad. .. and they do
not wish to be driven mad with it.

King Everast declares a state of emergency and commands his
entire population to “go deep.” Within weeks, every dwarf in
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Rockhome is locked up securely in a deep cave, a cavernous city,
or some other subterranean community; all the sutface dwell-
ings of the nation are stripped bare, their furnishings and trea-
sures safely hidden underground. The nation of Rockhome
literally disappears from the face of Mystara.

What This Means: The Immortal Kagyar has told the dwarf-
clerics of Rockhome that the war between the empires will get
worse before it gets better. He did not tell them to retreat like
turtles into shells, but this is their natural response, and some-
thing they do well. Therefore, they will sensibly retreated into
their caves to wait out the tcumult.

What the PCs Can Do: The PCs can't change the minds of
Rockhome's king; the abandonment of Rockhome’s surface will
take place as planned. However, the PCs could persuade isolated
bands of dwarves to stay topside and participate in the war or the
investigation of the Immortals.

Winter, Year 1,006: Ethengar vs. Heldann

News Events: The Great Khan of Ethengar, whose people
have suffered from several savage raids by the Heldannic
Knights and have been pushed eastward by the choking black
clouds from Darokin, invades the Heldann Territories. His forces
march straight to the capital, Freiburg, and lay siege to it.

What This Means: This is a mortal event, not directly influ-
enced by the Immortals.

What the PCs Can Do: If the PCs are with the Ethengarians,
they can participate in the sacking and pillaging of Heldann
communities on the road to Freiburg. If they are with the
Heldanners, they can assist in the defense.

Winter, Year 1,006: Redstone Besieged

News Events: On the Isle of Dawn, the Alphatian army at
tempits to secure the center of the island, turning its attention to
Redstone Castle.

What This Means: This is a mortal event, not directly influ-
enced by the Immortals; it is a natural progression of the Alpha-
tian plan for the conquest of the Isle of Dawn.

What the PCs Can Do: If fighting for the Thyatians, the PCs
can act as an elite force to harry the Alphatian besiegers; if fight-
ing for the Alphatians, they can try to figure out more effective
ways of cracking the nearly-impregnable Redstone Castle.

Winter, Year 1,006: Ylari Raid Thyatis

News Events: Since Thyatis has committed most of its military
forces to the Isle of Dawn, a bold young emir decides o take
advantage of Thyatis’s distraction.

Zealot followers of the “Desert Garden"” philosophy of al-
Kalim execute a brilliant nighttime crossing of the Altan Tepes
mountains into northern Thyatis. The wholly-unexpected attack
takes the Thyatians at Fort Nikos off guard. Convinced that they
are hopelessly outnumbered, the Thyatian commander surren-
ders without asingle life being lost on either side. The next day,
the Ylari seize the town of Biazzan, capital of the Barony of
Biazzan; the civilian authorities in Biazzan also promptly sur-

render rather than face massacre.

Thyatis now has a new enemy to face: the forces of Ylaruam,
who are already on Thyatian soil. Thyatis must summon up re-
serves forming in Thyatis and recall units from the Isle of Dawn
to cope with the new threat.

What This Means: There is an interfering Immortal at work
here, though it is notal-Kalim. Valerias's eff orts to undermine the
fightung-spirit of the Thyatians has been firmly checked by
Vanya’s efforts and the Thyatians's improving wartime discipline.
Valerias therefore gives up on Thyatis for the time being and takes
on another Mortal Identity in Ylaruam, that of a desert prophet.
As someone who promotes strong passion of any kind, it proves
easy for her to fire the Ylari with the idea of using Thyatis's dis-
traction with the overseas war to recapturing Tel Akbir and Biaz-
zan, territories lost to the Thyatians generations ago.

What the PCs Can Do: If the PCs are Ylari heroes who ate
well-known to the population, they could conceivably persuade
the Ylari not to launch this attack—but would they? It is far
more likely that they would support the invasion whole-
heartedly and want to join in. If the PCs are Thyatian heroes or
allies, they might be at Fort Nikos or Biazzan and be able to
organize the defense which the Thyatian leaders were incapable
of. The presence of the PCs could delay the conquest of these
sites and allow many civilians to escape south; they may even be
able to prevent the fall of Fort Nikos and Biazzan.

Year 1,007 AC
Spring, Year 1,007: Ethengarians Swarm

News Evenw: In the Heldann Territories, the city of Freiburg
is still under siege. The armies of the Golden Khan contnue to
pour into Heldann Territories, and then spill across the borders
into Vestland and Soderfjord, looking for more places to sack.

What This Means: This is a continuation of the Ethengarian
revenge against the Heldanners; the Immortals ate not directly
involved. It will, however, have the effect of forcing Vanya to
visit her clerics more frequently in Incotporeal Form in order to
stiffen their resolve and inspire the beleaguered Heldanners to
drive the invaders back, led by her Heldannic Knights.

What the PCs Can Do: The PCs can perform guerilla activi-
ties, either on behalf of or against the Golden Khan of Ethengar.
Both the Heldannic and Ethengar armies are more than willing
to perform atrocities upon one another or anyone in their way, so
the PCs will have ample opportunities to save innocent people
from horrible fates.

Spring, Year 1,007: Heldann /Thyatis Treaty

News Events: Though the Heldannic Knighss and Empire of
Thyatis were both defenders of Glantri, they had no formal alli-
ance before now. This season, they sign a treaty of alliance. This
alerts the Ylari that the Emirates may have enemiesattacking by
sea from both north and south if they do not leave Thyatis
alone; italerts the Ethengarians that they may face an additional
enemy in Thyatis once the war with Alphatia ends.

What This Means: This is a strategic ploy on the part of the
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Thyatian and Heldannic leaders, just a way of bringing some
uncertainty to their enemies. Vanya, using her Mortal Identity as
Anya and the prestige of her clerics in the Heldann Territories, is
the moving spirit responsible.

What the PCs Can Do: If the PCs are Thyatians or allies of the
Thyatians, they could be asked to conduct the Thyatian emissary
to the Heldann Tetritories... and into the besieged city of Frei-
burg (a difficult task, as they have to find a way through the
encampments of Ethengarians). PCs who are clerics of Vanya will
find themselves called upon by their patron, who will visit their
dreams in Incorporeal Form and order them to rally the Heldann
people and lead them into battle.

Summer, Year 1,007: Thar Looks to Glantri

News Evenss: Thar, the famous humanoid leader of the Broken
Lands, analyzes the confusion in the human nations and decides
that his humanoids can reap great rewards by acting now. He calls
for more humanoid hordes from the Altan Tepes range and the
Wendar Ranges to join him, and leads the largest humanoid
horde assembled in living memory from his Broken Lands to the
Darokin Crater. His strategy is to side-step the well-guatded paths
and passes that separate the Broken Lands from its neighbors by
launching his invasion from an unexpected direction.

From the harsh, forbidding landscape of the crater, Thar un-
leashes his hordes into northern Darokin and southern Glantri.
These forces sack and pillage what remain of the southern prin-
cipalities. The Glantrians fight ferociously to keep their lives
and properties, but fall back before the seemingly numberless
humanoids pouring across the border.

Within a few weeks, Glantri City is an armed camp, besieged
by thousands of humanoids under Thar’s command. The capital
has so many wizards that the city escapes being overrun or
starved out. However, Thar has so many thousands of human-
oids that the Glanirian wizards just can't kill enough to get rid
of them... and the humanoids are sacking, pillaging, and de-
stroying the countryside for miles around. It is a stand-off.

What This Means: This is yet another ploy by the ever-
resourceful Valerias, acting on behalf of Ixion and the Ring of
Fire. In the guise of a captured Glantrian sorceress, one of her
Mortal Identities babbled to Thar about Glantri’s defenseless
southern border, firing him up with greed and ambition. He
needed very little persuasion.

This was done behind the back of the Immortal Atzanteotl,
one of the humanoids’ many patrons. Since Atzanteotl’s Broth-
ethood of the Shadow currently supports Glantri, Atzanteotl
would not have wanted the hordes of Thar to attack it at this
time. However, the humanoids’ other Immortal patrons are so
enthusiastic about the attack that Atzanteotl cannot effect an
immediate withdrawal of the humanoids.

In any case, Atzanteotl is currently lying low since he is under
suspicion of being behind the meteor strike on Darokin (Loki
and others know that Atzanteotl was responsible for urging the
Master to attack that country). Until his name is cleared (which
he cannot do without implicating Alphaks, and thus revealing
the Brotherhood’s existence), Atzanteotl will be catefully watch-
ed at all times.

Also about this time, Asterius finds evidence that Alphaks
was involved in the Darokin meteor incident; Ka and Korotiku
accuse Ixion of plotting with the Entropics and directly interfer-
ing with the mortal world, which Ixion hotly denies. Alphaks
goes into hiding, leaving Hel (whose involvement with Alphaks
and Atzanteotl has gone undetected) the Brotherhood's sole ac-
tive member at present.

What the PCs Can Do: If the PCs are helping the Glaatrians,
they can station themselves near the crater’s rim in southern
Glantri and help repel the humanoids. If they prefer a far more
dangerous occupation, they can launch expeditions deep into
the crater, to harass, attack, or even capture King Thar or his
best advisors and lieutenants.

Summer, Year 1,007: Newkirk, Redstone
Fall

News Evenes: On the Isle of Dawn, the Alphatians have still
not been able to take Redstone Castle, so they keep their forces
in place there and send reinforcements furcher north to Newkirck
in a surprise attack. They smash through the city’s defenses and
occupy the city. Heroic defense by units of the Eastern Thyatian
Legion allow the majority of Thyatian troops to evacuate the city
and take ship for home, landing in the town of Dawnpoint in
the Duchy of Tel Akbir.

Within a couple of weeks, Redstone Castle’s commanders re-
alize that their situation is hopeless and sutrender. Alphatia now
owns the central parts of the Isle of Dawn from West Portage up
to Redstone.

On mainland Thyatis, the Thyatian troops are becoming de-
pressed as they lose battle after battle after battle.

What This Means: Redstone’s valiant resistance is evidence
that the Thyatians are leatning how to fight again ; however, the
Alphatians are able to bring more and more forces to bear on the
Isle of Dawn, which is evidence that they currently have a greater
pool of manpower to draw on.

What the PCs CanDo: If they're on the Isle of Dawn, the PCs
can fight either for the Thyatians or Alphatians. If they fight for
the Thyatians, they can delay the fall of Newkirk and Red-
stone... or, if they're powerful and effective enough, even keep
these places from falling. If they fight for the Alphatians, they
might be able to speed up Newkirk’s fall to the point that few if
any Thyatian soldiers are able to withdraw to Dawnpoint.

Fall, Year 1,007: Ylari Withdrawal

News Evenss: The Ylari forces in Biazzan, seeing that they
cannot continue to hold the Duchy against all the returning
armies the Thyatians can throw at them, decide to withdraw.
The entire force slips away before the approaching Thyatians are
aware, getting all their people away as well as the greater part of
Biazzan’s wealth. By the time the Thyatian generals realize what
has happened, the Ylari ate acrossthe mountains and well out of
range of pursuit.

What This Means: This event is motivated only by mortal
strategy; no Immortals are involved.

What the PCs Can Do: If the PCs are among the occupying

83



@Timeline—vears 1,004-1,009 AC A

Ylari forces holding Biazzan, they might be put in command of
units and be responsible for getting the people they are in charge of
safiely away. If they are with the Thyatian forces, they might be able
to detect their enemies slipping away and give the alarm,

Fall, Year 1,007: Alfheim Is No More

News Events: In Alfheim, invasions by the Shadow Elves have
grownovert. The Shadow Elves come springing out of tunnels in
the ground, attacking from within community boundaries.
Canolbarth forest continues to mutate into something horrid to
the eyes of the Alfheim elves, and their trees of life, living arti-
facts bound to the fates of the elves, are now dying.

In a move that shocks Alfheim’s friends in Darokin, the elves
of Alfheim flee their country, bearing with them healthy cut-
tings from the trees of life. Half head north through Ethengar
toward the elven kingdom of Wendar in the north. The other
half, with the permission and cooperation of King Stefan, head
toward Karameikos.

The Shadow Elves occupy the completely mutated
Canolbarth forest. They rename their new nation Aengmor, af-
ter a near-legendary city they built and lost more than two thou-
sand years ago.

What This Means: This is a continuation of Rafiel's efforts in
Alfheim. With the Shadow Elves in place, the Fellowship of the
Star has another nation which can come to Glantri's defense,

What the PCs CanDo: The elves fleeing Alfheim need all the
help they can get in their travels to Wendar and Karameikos.
Thousands of elves head in each direction, with Shadow Elves
attempting to exterminate them as they flee. The elves heading
south have to pass through the Cruth Mountains and predatory
humanoid populations there on their way to Karameikos. Those
heading north must pass through or around the humanoid-
thick Broken Lands, then cross unfriendly Ethengarian territory
before reaching Wendar. Both directions are dangerous.

Winter, Year 1,007: Plague Hits Freiburg

News Events: In the Heldann Territories, the besieged city of
Freiburg is ravaged by a sudden and swift-spreading plague. The
Khan immediately mobilizes all his forces and retreats into
Ethengar, but he’s too late: once he’s there, plague breaks out
among his own troops and spreads through his own population.

What This Means: The truth is that the plague was a com-
pletely natural one, spawned by the terrible sanitary conditions
which occur in wartime. The living may curse the Immortals,
but they are not responsible for the appearance of this plague.
The Fellowship of the Star, and their temporary allies the Broth-
erhood of the Shadow, would not have created this plague; it
hurts Heldann, one of Glantri's few allies. And the members of
the Ring of Fire, who see steady progress in their war, had no
reason (o start it.

What the PCs Can Do: If the PCs are in the area and have
medical knowledge or clerical spells, they could combat the hor-
rors of the plague, trying to save as many lives as possible. This
would make them heroes among the populations they try to
save, even if they otherwise oppose those populations’ goals.

Winter, Year 1,007: Possessions Revolt

News Events: Meanwhile, the Thyatian-controlled nations of
Ochalea and the Pear! Islands seize the opportunity to regain
their independence, which they lost a thousand years ago. They
declare their independence from Thyatis and prepare their own
militacy forces for a Thyatian reprisal which they hope will not
come.

What This Means: This is an effort by the Immortal Ilsundal
of the Ring of Fire to further diminish the strength of the Thy-
atian Empire. He has helped spread a desire for independence
through these nations, which were once free but which have
been properties of Thyatis for a thousand years. Now Thyatis is
faced with the decision of attacking these two nations to reac-
quire them (which would weaken their military forces in other
theaters of operation) or ignore the situation for now (and lose
any additional troops they might have called up from the two
nations).

What the PCs Can Do: If the PCs are allies of Thyatis, they
might decide to take action against the Pearl Islands or Ochalea
(which would take them away from the more important events
occurring elsewhere). Or they might instead try to persuade the
Pearl Islanders or Ochaleans to lend troops to Thyatian's efforts
in return for Emperor Thincol’s formal recognition of their inde-
pendence.

Winter, Year 1,007: Elves Winter in Cruth

News Events: The elves fleeing southward from Alfheim are
trapped by a harsh winter in the icy foothills north of the Cruth
mountains. Early winter snowfalls and some unfortunate ava-
lanches blocked the passes into Karameikos, pinning the elves
between the rocky Cruth mountains and the hard place that Alf-
heim has become,

What This Means: This event was brought on by mortal
actions and nature; no Immortal has deliberately trapped the
elves here.

What the PCs Can Do: llsundal, patron of the elves, will be
anxious for his elvish followers to survive the winter. He might
contact PCs (either personally or through his clerics) to persuade
themto lead an expedition to the elves—an expedition carrying
food and cold-weather gear, leading clerics of lisundal who can
provide food to the elves through the winter months. Getting
the supplies and clerics to the elves means crossing through
snow-blocked terrain, or coming in from the north through the

road leading from Ylaruam through Selenica (and facing
Shadow Elf ambushes).

Year 1,008 AC
Spring, Year 1,008: The Stalemate is Broken

News Events: What may be the pivotal event in the war be-
tween Alphatia and Thyatis takes place... and no one knows ex-
actly what happens until weeks later.

Seeing her militaty forces stalled on the Isle of Dawn and fac-
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ing ever-increasing opposition to the war at home, especially
from the Shiye-Lawr elves (followers of Eiryndul), Empress
Eriadna returas to the diplomatic skills at which she has such
great prowess.

Helskir, a nominally independent city on the northern tip of
the Isle of Dawn, sided with Thyatis when the war broke out but
has played no great role in the conflict so far.

This winter, Helskir is suddenly overrun by Alphatians who
occupy the city and seize the Thyatian troops and ships there but
do not intetfere with the civilian population in any perceptible
way. The Alphatian forces immediately move south, crushing
the Thyatians between them and the Alphatian-occupied cen-
tral island. Wichin days, the entire northern two-thirds of the
Isle of Dawn—more significantly, the most heavily-occupied
and militarily important two-thirds of the island—are under Al-
phatian control.

Within a few days, Eruul Zaar, the powerful fighter who ruled
Helskir. is crowned king of Helskir and the northern third of the
Isle of Dawn by Empress Eriadna herself; shortly thereafter he
marries Asteriela Torion. Asteriela, third child of the Emperor of
Thyatis, had been held in Alphatia as a hostage since she was a
teenager (Empress Eriadna’s son Tredorian was the counter-
hostage held in Thyatis).

This is quite a coup for Zaar: if Alphatia wins the war, he re-
tains all of his new power, and if Thyatis wins the war, he retains
most or all of his new power. Amazingly, the marriage also ap-
pears to be a love match rather than just a political arrangement.

What This Means: The Isle of Dawn no longer exists as a barri-
et between Alphatia and Thyatis. The Alphatian forces can now
move against the mainland of Thyatis; with Ochalea and the
Pearl Islands now independent, the Alphatians don't even have
to worry about naval attacks from those directions.

What the PCs Can Do: The PCs can't anticipate King Eruul’s
side:switching tactic. If they're allied with the Alphatians and
are on the Isle of Dawn, they can be part of the force which
overruns Helskir. If they’re Thyatian allies in Helskir, they can
help as many loyal Thyatians as possible to escape the sudden
invaston.

Spring, Year 1,008: Shires Reinforce Darokin

News Events: Military forces from the Five Shires join the ar-
my of Darokin to help keep order there and defend Darokin
from the humanoids occupying the crater in North Darokin.

What This Means: This event simply means that the Five
Shires halflings recognize that Darokin is endangered by Thar’s
humanoids, and that if Darokin falls, the Five Shires is next.
The Five Shires have in the past been occupied more than once
by humanoid invaders; they don't want it to happen again. Al-
so, the halflings want to keep the men of Darokin as their allies
in case thestrange new Shadow Elves of Aengmor turn out to be
hostile.

What the PCs Can Do: If they're allies of Darokin or the Five
Shires, the PCs can perform actions against the humanoids in
the Darokin Crater.

Spring, Year 1,008: The Plague Intensifies

News Events: The plague in the Heldann Territories worsens;
it has now killed 20% of the Heldannic population. It also
spreads into Vestland, Sodetfjord, and northern Ylaruam.

What This Means: This is a natural spread of the plague.

What the PCs Can Do: As before, PCs with clerical skills can
combat the spread of the plague through the use of healing
spells.

Spring, Year 1,008: Elves Reach Karameikos

News Events: As melting ice opens the mountain passes,
many of the elvish clans of Alfheim finally reach Karameikos.
King Stefan, who had indicated that they would be welcome in
Karameikos, tells them they can settle wherever local elf-clans
and communities will let them integrate. He adds that if they
wish to have elvish dominions, he’ll cede them land in the east-
ern forests, near the borders to Thyatis. The lands he has in
mind are near lands occupied by the Calarii elves; more signifi-
cantly, they are lands currently occupied by the Dymrak Gob-
lins. In other words, Stefan is happy to give them dominions...
but only if they are willing to forge those dominions out of wild
lands currently occupied by hostile humanoids.

Most of the Alfheim elves choose the eastern dominions.

What This Means: The new elves of Karameikos know that
Stefan has placed them in the path of possible future retaliation
from Thyatis. Thus the Alfheim elves may have to earn their
dominions twice—first by displacing the goblins, second by re-
sisting Thyatian intrusion in years to come. This will not endear
their new ruler to the weary refugees.

What the PCs Can Do: This is a diplomatic event; the PCs, if
interested, might be able to negotiate a better deal for the elves
(the “better deal” could include having the Karameikan gov-
ernment provide the elves with supplies, weapons, tools, and
even troops to help them take and settle their new lands.

Summer, Year 1,008: Plague Reaches Glantri

News Events: The plague, which has spread west from the
Heldann Territories through Ethengar, now reaches eastern
Glantri. It might have been spread into Glantri by people flee-
ing from the Ethengarian Khanate, or might have been passed
from Ethengar into the humanoids of the Broken Lands, and
then from those humanoids into Glantri by way of the Darokin
Crater.

The Glantrians, who have long banned the practice of clerical
magic in their country, have reason to regret their decision. They
have only medicine to rely on to combat the plague; conse-
quently, the disease spreads like wildfire through Glantri.

In emergency session of the council of Princes of Glantri, they
decide to temporarily suspend regulations about clerics and ap-
peal to Darokin for clerical help.

What This Means: The temporary suspension of the laws
against clerics are an indication of how desperate the Glantrians
are... but it does not mean that they won’t try to regulate or
restrict them again once the crisis is past.
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What the PCs Can Do: PCs who are allies of Glantri or Daro-
kin might be tempted to come to Glantri and help combat the
plague, or at least conduct clerics from Darokin into Glantri.
This is a very dangerous task, since northern Darokin and south-
ern Glanui are crawling with the hordes of King Thar, not to
mention the remnanw® and offspring of the monsters conjured
here by Alphatian magicians a few years ago.

Summer, Year 1,008: Massacre at Tromso

News Events: Increasingly, the many clerics of Heldann are
winning the war against the plague. Now, healthy combined
forces from the Heldannic Knights and Ostland penetrate into
the Ethengar Khanates and, at the community of Tromso, mas-
sacre some of the armies which attacked their territories.

What This Means: This is another instance of mortal interests
getting in the way of Immortal interests; the Heldanners should
be fighting the Alphatians, not concerning themselves with the
Ethengarians. They and their patron, Vanya, have become more
interested in exacting revenge than in the overall struggle.

What the PCs Can Do: If the PCs have not yet realized that
the Heldann/Ethengar war is a futile exercise, they can get in-
volved and hamper or thwart the efforts of whichever army they
consider their enemies.

Summer, Year 1,008: Imperial Navies Clash

News Events: In naval action, the Alphatian fleet sails around
the northern end of the Isle of Dawn and approaches the main-
land coast. Thyatian naval units stationed at Dawnpoint in the
Thyatian duchy of Tel Akbir head north to intercept them, as do
elements of the Retebius Air Fleet, the elite flying corps of the
Thyatian military.

The years of warfare have now all but eliminated the effects of
Valerias’s earlier efforts; the weak officers have been eliminated
by execution or have died in battle, and the common troops
have been whipped into shape and weaned from the debilitat-
ing effects of the zzonga fruit. So this promises to be a mighty
clash of naval forces, and it is. The two sea-navies inflict great
harm upon one another, and the Retebius Air Fleet and the Al-
phatian sky-ship navy lose many of their heroes in bloody
fighting.

The engagement is a qualified victory for the Thyatians. The
Alphatians are unable to make landfall on Thyatian soil; the Al-
phatian navy retreats to the Isle of Dawn.

What This Means: Though the engagement was a victory for
Thyatis, it's obvious that the Thyatian Empire cannot hold out
forever against the Alphatians. It’s obvious, that is, to everyone
but Anya and Emperor Thincol, who still hold out hope for
eventual victory.

What the PCs Can Do: If the PCs are helping the Alphatians,
they might be able to turn the tide of the battle against the Thy-
atian Navy and allow the Alphatians to make landfall on Thy-
atian soil. This would move up the event described below as
“Alphatians Enter Thyatis” —speeding up the conclusion of the
Alphatia/Thyatis war by about a year.

If the PCs are helping the Thyatians, they might make the
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Thyatian victory even greater, sinking more Alphatian troop
transports and slowing down the event described below as ** Al-
phatians Reach Ylaruam" by a season or more.

Fall, Year 1,008: Ethengarians Ambush
Elves

News Events: Ethengarians attack Alfheim elves crossing theit
territory to reach Wendar in the north.

The elves are chased out of Ethengar lands and into the Glan-
trian mountains instead of Wendar, suffering heavy losses. Ad-
ditionally, from their brief contact with the Ethengarians, some
of the elves contract the plague which continues to sweep
through the Khanates.

What This Means: This event has no effect on the war; it’s just
a result of the baffled fury of the Ethengarians, who cannot halt
the Heldannic advance.

What the PCs Can Do: It’s not likely that the PCs will be
among the clves headed to Wendar when this happens; if they
are, they should be able to diminish the damage the Ethengar-
ians would otherwise have done and might even be able to keep
the elves from having to move into the Glanttian mountains.

Fall, Year 1,008: Rad Grows Desperate

News Events: The Immortal Rad—also known as Prince
Etienne d’Ambreville of Glantri—is growing desperate. Even
though the Thyatian fleet temporarily beat back the Alphatians,
he knows it's only a matter of time before Thyatis is knocked out
of the war, leaving the road to Glantri open.

With the help of Rathanos and Raficl, d’Ambreville begins
constructing a Doomsday Weapon powered by the Radiance.
His goal is to create a device which will drain magic from any-
where on Mystara that he wants, neutralizing the magical advan-
tage Alphatia currently has over Glantri.

What This Means: The Doomsday Weapon is Rad’s mean of
evening the odds; aswe will see, it will not work in quite the way
he expected.

What the PCs Can Do: This is not something the PCs can
know about ahead of time or prevent. It will occur about a year
before the time when the PCs finally locate the hiding place of
the Nucleus of the Spheres (see Phase 111, Finale); if they are on
the verge of locating it long before Fall of 1,008, then this event
takes place earlier.

Winter, Year 1,008: Thar Moves South

News Events: Glantrian perseverance finally begins to pay off.
Recovering from the plague, they are able to bring their armed
forces to bear and drive most of the humanoid followers of King
Thar out of Glantri and back into the Crater.

Thar’s hordes now decide that Darokin to the south looks like
easier pickings. They're wrong.

Allied units of the Darokin legions and armies of the Five
Shires, reinforced by supplies and other aid from Karameikos,
hit the invaders hard and hold them in northern Darokin, not
far from the Great Crater. Thar's hordes now find that they can’t
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move south or north, and, with winter now hard upon them,
they stand a good chance of freezing to death in Northetn
Darokin.

What This Means: With Atzanteotl stillunable to help them,
the humanoids are on theirown, just as their enemies get their
counter-attacks underway.

What the PCs Can Do: If the PCs ate fighting alongside the
men of Darokin and their allies, they can make life even harder
for the orcs of Thar. The harder and more devastating their as-
saults on Tharare, the closer to the Crater the humanoids have
to stay. If the PCs are particularly deadly and effective, the hu-
manoids of Thar may find themselves wintering in the Crater
ttself , far away from anything resembling food. This will, natu-
rally, result in massive cannibalism among the humanoids
trapped there, further reducing the humanoids’ military
strength.

Winter, Year 1,008: Alphatians Reach
Ylaruam

News Events: The Alphatian navies decide to make an end
run around thestill-powerful Thyatian navy. They make landfall
further north, in Ylaruam, at the town of Cubia, which is two
days sailing time from the border with Thyatis. Despite local
resistance, thousands of Alphatian troops disembark and march
south.

At the same time, elements of the Alphatian navy begin mak-
ing probing attacks near the town of Dawnpoint, which the
Thyatian military believes is the first sign of an impending naval
attack on Dawnpoint. This is, of course, a ruse to occupy the
Thyatians’ attention while the Alphatian land forces march in
from the north.

What This Means: This event is one of the last nails in Thy-
atis's coffin.

What the PCs Can Do: If they're allies of the Alphatians, the
PCs can be the vanguard of the expeditionary force that lands in
Cubiaor could be asked to monitor the road leading south from
Cubia to make sure that no Thyatian spies fleeing that city can
reach Thyatis. If the PCs are allies of the Thyatians, they’re not
likely to be able to help matters here at all... unless they just
happen to be in or near Cubia when it is attacked. If they are,
they might be able to flee the city and get south to Thyatis, but
they’ll have to defeat the ambushers that the Alphatians have
sent on ahead.

Year 1,009 AC
Spring, Year 1,009: Heldanners Hit Thar

News Events: The Heldannic Knights launch an expedition-
ary force to come, somewhat belatedly, to Glantri’s rescue. An
army of Heldannic Knights make an epic ride, crossing deserted
Rockhome, making the difficult passage across the westernmost
part of the Ylari desert, taking the long road from Selenica to
Darokin City (skitmishing with Shadow EIf patrols along the
way), to finally join the Darokin army in time to push Thar'’s

remaining forces down into the Crater. Thardigs in and fortifies
the site, which is now the only land he controls; overnight, the
Crater becomes the biggest dungeon in the Known World.

Thincol I, Emperor of Thyatis, is furious at Heldann for occu-
pying itself with this diversion when the Alphatiannavy is about
to launch another attack at the Thyatian homeland (or so he
thinks). However, the Heldannic Knights claim to be obeying
the word of their Immorta!l patron, Vanya.

What This Means: The Heldannic Knights are telling the
truth. Vanya believes Thar’s orcs are the immediate problem.
Now that they’ve been dealt with, her Knights are in a good
position to block any route the Alphatians might try to take into
Glantri.

What the PCs Can Do: If the PCs are part of the Darokin/Five
Shires/Karameikos force attacking the humanoids in North
Darokin, they may be surprised to find themselves being helped
by advance forces of the Heldannic Knights. These unexpected
(if arrogant) reinforcements will be glad to help the PCs with
further actions against Thar's forces—especially if these actions
are bold, daring, and bloody.

Spring, Year 1,009: Thyatis Gets No Aid

News Events: Thincol of Thyatis, knowing that the situation
is desperate, requests help from his old friend Stefan Kara-
meikos. Stefan politely refuses, claiming that the majority of his
forces are helping Darokin and shoring up the western front in
case the Master of the Desert Nomads attacks again. That Stefan
would go to the aid of his Darokin allies and yet abandon his old
homeland to its fate is particularly bitter to the disillusioned
emperor.

Ierendi, the Five Shires, and the Minrothad Guilds likewise de-
cline to become involved in Thyatis’s imperial war. Toughened sur-
vivors of the Heldannic Knighws' expeditionary forces are on the
way, but between the plague and the battleswith the Ethengarans
and humanoids, there are not likely to be enough of them to make
an appreciable difference. Thincol is forced to face the oncoming
Alphatian navy solely with his own naval forces. Unfiorcunately for
him, there is no oncoming Alphatian navy.

The Alphatian forces marching in by land bypass the city of
Tameronikas and slam into the Thyatian defenses of Fort Zen-
drol, scattering them to the winds and capturing the fort. For
the first time in decades, Alphatian forces march across the bor-
der into mainland Thyatis.

What This Means: Thincol has been caught out of position
and must scramble to maneuver his forces between Thyatis City
and the Alphatian invaders. He won't be able to, entirely; this
event is a serious blow for Thyatis. Victory is very close now for
Alphatia and the Ring of Fire against Glantri, her allies, and the
Fellowship of the Star.

What the PCs Can Do: If the PCs are helping the Alphatians,
they would serve best by performing acts of sabotage on Thy-
atian soil, by keeping soldiers escaping Fort Zendrol from get-
ting the word to other Thyatians, etc. If the PCs are helping the
Thyatians, they can help organize the last-ditch defenses or
might perform strikes and raids to slow the progress of the on-
coming Alphatians.
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Summer, Year 1,009: Alphatians Enter
Thyatis

News Events: The Alphatian military machine rolls through
the Thyatian duchy of Tel Akbir, seizing the entire duchy and
preparing for the push into central Thyatis.

Meanwhile, Thincol of Thyatis summons up all his resetves
from the duchies of Retebius, Kantrium, and Kerendas, the
counties of Hattias, Halathius, and Lucinius, and the Protector-
ate of Carytion into position to intercept the invaders at the
town of Kantridae. He maneuvers his navy around the duchy of
Tel Akbir, bringing them back to Thyatis City to become the
main units of the armed forces’ fall-back position.

What This Means: Thyatis is in dire straits. With the excep-
ion of a few Heldannic Knights, a handful of Glantrian mages,
and some Northern Reaches mercenaries, he receives no support
from his allies in the face of the inexorable Alphatian advance.

What the PCs Can Do: If fighting for the Thyatians, the PCs
can perform their own raids and secret missions to stall the Al-
phatian advance. Unfortunately, there are too many paths of ap-
proach for the PCs to be able to stall all of them, and too many
Alphatians for the PCs to be able to kill.

If fighting for the Alphatians, the PCs can perform similar
actions to undermine the Thyatian defenses; this will speed up
the Alphatian march across Thyatis.

Fall, Year 1,009: Elves Reach Wendar

News Events: In more distant news, the second group of Alf-
heim elves leaves the northern Glantrian mountains and enters
the nation of Wendar. The Glantrian plague follows them there.

What This Means: This event has no effect on the war be-
tween Thyatis and Alphatia, but the fact that the plague accom-
panies the elves means that the people of Wendar will not
initially welcome the elves.

What the PCs Can Do: If the PCs are accompanying the elves
on their trek north, and there are clerics among the PCs—or,
alternatively, if the PCs saw to it that these elves had cleric allies
accompany them—then the elves could be free of plague by the
time they reach Wendar, which means they stand a greater
chance of being welcomed by their new neighbors.

Fall, Year 1,009: Alphatians In Thyatis

News Events: Closer to home, the Alphatian military jugger-
naut continues onward toward Thyatis City. Many bitter battles
are fought as the weeks draw by, the bloodiest being the Battle
of Kantridae in the Duchy of Kantrium and the Battle of Rete-
bius in the Duchy of Retebius. Casualties on both sides are so
horrid in the latter fight that the Alphatian armies are momen-
tarily stalled again.

However, the Alphatians continue to be reinforced from Al-
phatia, while the Thyatian reinforcements are mostly civilians,
old men, youths, and others, none of them trained fighters. Al-
phatia now controls the Sea of Dawn, preventing the Heldannic
Knights from sending troops other than by a long and difficult
overland route through hostile territory; Glantri is still too ex-
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hausted from its own troubles to offer more than token aid.

What This Means: Thyatis City appeats to be doomed, and
the Immortals of the Ring of Fire can now start thinking about
sending the Alphatian armies against Glantri.

What the PCs Can Do: The Alphatian juggernaut is too
strong and well-reinforced for PCs to thwart, assuming that the
PCs are fighting for the Thyatians. The PCs would have to con-
tent themselves with picking off Alphatian elite forces and help-
ing the surviving Thyatians make an orderly retreat toward
Thyatis City.

If the PCs are allied with the Alphatians, they can help crack
the defenses of Kantridae and Retebius. Depending on their
personalities, they can also help keep the Alphatian armed
forces from brutalizing citizens of the captured cities, can hit
Thyatian forces so hard and fast that the Thyatians surrender
before they are utterly destroyed, etc.

Fall, Year 1,009: Thyatis Quits the Field?

News Evenss: In Thyatis City, the Emperor, Thincol I Torion
considers the wreckage of his empire and makes a momentous
choice. He dismisses his favorite advisor and mistress, Anya,
who has been urging him to fight on until the spring, when the
Heldannic Knights can send reinforcements. Thincol has taken
her advice for years and seen his empire torn to pieces as a result.
A broken man, Thincol tells Anya that he will save his empire
even at the cost of his own pride. Unable to persuade him other
wise, she curses him and leaves.

In the days which follow, Thincol's health worsens, but he
acts swiftly and decisively. He sends his magist, Demetrion Kara-
genteropolus, to see Empress Eriadna. He does not surrender,
but sues for peace.

His deal is this: he will withdraw from the battlefield and no
longer oppose Alphatia’s war on Glantri. Alphatian forces will
make a staged withdrawal from Thyatis but may travel across
Thyatis en route to Glantri.

Eriadna’s son Tredorian will no longer be a hostage; Thincol
reluctantly admits that he could not bring himself to kill Tredor-
ian when the war upon Thyatis first began, so Tredorian is really
not a hostage any longer anyway.

Since completing the conquest of Thyatis and sending in an
occupational force would tie up too many of her troops, Eriadna
agrees. She is already under great pressure from the Shiye.Lawr
elves, isolationists, and pacifist elements back home who oppose
the war; therefore anything that cuts the carnage and prevents
the conflict from dragging on is 1o her advantage. She adds one
important provision, however: Thyatis will take no action
against King Eruul and Queen Asteriela of Helskir on the Isle of
Dawn, nor will it chailenge the independence of Ochalea or the
Pear! Islands; she wants some buffer nations between Alphatia
and Thyatis in the future. Thincol agrees, and the deal is signed.

What This Means: Anya is a Mortal Identity of Vanya. Conse-
quently, the curse she lays upon Thincol is not one which mortal
spellcasters will be able to dispel. He suddenly looks his age (71)
and will only live a few years longer, in ever-worsening health.

The pressure on Eriadna to bring the war to a speedy conclu-
sion is courtesy of Eiryndul, who continues to stir up trouble
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back in Alphatia. An unexpected side effect of his efforts 1s that
the Thyatian Empire sutvives; if Eriadna had the time, she
would take advantage of this opportunity to destroy the rival
empire for good and seize all its territories. Buoyed up by the
victory over Thyatis, the Alphatians vow to pursue the war to the
bitter end.

Thincol’s treaty with Eriadna means that the Alphatian armed
forces now have a clear shot at Glantri. They can march across or
sail around Thyatis, then Karameikos (owing to the current trea
ty between the Grand Duchy and Alphatia). Neither the Five
Shires nor Darokin have the means or will to prevent Alphatia’s
full armed might marching on to Glantri.

What the PCs Can Do: If the PCs locate and tamper with the
Nucleus of the Spheres at this time (as described in the adven-
ture’s Finale), then Alphatia is destroyed and the Alphatian Ex-
peditionary Army surrenders at the gates of Thyatis City! This
would be a complete teversal for Thyatis.

As an alternative, the Week Without Magic (see next event)
could take place before Alphatia forces Thyatis to sue for peace.
Both the death of Eriadna and the absence of magic cause major
political upheavals in Alphatia, temporarily bringing the Al-
phatian advance to a halt, giving the PCs more time to accom-
plish their goal with the Nucleus. Pro-Thyatian clerics in the
party could receive omens urging them to “‘go to Glantri and
save the empire!"

Otherwise, the PCs' actions might have led to Anyabeing cast
out even earlier.

Fail, Year 1,009: The Week Without Magic

News Events: Rad, Rafiel, and Rathanos finish the construc-
tion of the Doomsday Weapon in Glantri. Immediately after
hearing that Thyatis has conducted a peace treaty with Alphatia
(or that the Alphatian forces besiege and blockade Thyatis), Rad
activates the device. Minutes later, a storm forms over the city of
Sundsvall.

The storm is like nothing the Alphatians have ever seen.
Lightning falls on the city as thick as rain, uttetly destroying the
Imperial Palace and most of the center of the city. Hail the size
of war-horses crashes down upon the entire city, destroying 50%
of the dwellings in Sundsvall. Rain floods whole areas of the city.

Worst of all, starting the moment the storm appears over Sun-
dsvall, spellcasters all over the world of Mystara, both outside
and inside, discover that magic no longer works.

All across the world, sky-ships falter and sink to the ground;
the more savvy captains are able to make safe landings, while
inexperienced crews crash and perish.

Members of magical races, such as elves, grow ill and lose their
strength. People whose lives had been magically extended age
and die, including the Empress Eriadna (some of these charac-
ters, like Master Terari, could be wished back to life later on).

Magical wards and barriers which long kept powerful fiends
and other monsters imprisoned fail, and the captives run ftee.

Clerics cannot commune with their Immortals.

The Sun of the HOLLOW WORID® grows dark and millions
of HOLLOW WORLD residents are convinced that the end of
the world has come.

Immortals who are on the world of Mystara in Mortal Identi-
ties find that they are trapped; they are unable to return to their
true forms without using the desperate method of killing their
mortal bodies.

Then, after hours of this meteorological abuse, the storm van-
ishes. However, magic does not return to the world for a full
week.

What This Means: This event has drastic consequences for the
war and the attitudes of the Immortals,

The Doomsday Weapon was supposed to drain all the magic
from the site Rad pinpointed—in this case, Sundsvall. What its
creators had not predicted was that it then immediately released
all that energy again in the form of violent weather. Rad is horri-
fied by the realization that, instead of rendering Eriadna’s court
helpless, he’s caused the deaths of thousands of innocent peo-
ple. Furthermore, at the same time he activated the Doomsday
Weapon, the Nucleus activated itself and drained massive
amounts of energy from the entire planet.

Rad realizes that the Nucleus is out of control. He immedi-
ately sends messages to Ixion and Eriadna asking for a meeting
to negotiate an end to the war. Unforwunately, Eriadna is missing
and Ixion misinterprets the offer as a threat, coming as it does
just after a demonstration of the artifact's power. He rejects the
offer and uses the incident to tum Immortal opinion strongly
against the Ring of Fire. Across the Known World, clerics asking
their Immortals the cause of the disaster receive the answer
*Rad, the Immortal patron of Glantri” or “Glantri's Doomsday
Weapon."

What the PCs Can Do: If the PCs are able to locate the
Nucleus of the Spheres before this point in the story, they might
be able to destroy it before Sundsvall is destroyed; see Phase 111
for details. However, that event precipitates the destruction of
the rest of Alphatia, as the adventure relates.

Winter, Year 1,009: Thousand Wizards
Convene

News Events: Empress Eriadna and Prince Zandor, her son
and heir-apparent, were in the Imperial Palace of Sundsvall
when the storm destroyed it. During the following days, setvice-
men digging through the rubble under the command of Eriad-
na's daughter, Queen Eldrethila of Theranderol, are unable o
find them.

After a week, magic returns and Eldrethila is able to find
Eriadna and Zandor within minutes by casting a locate object
spell to find a jewel her mother was wearing. When found, Zan-
dor is trapped and near death from starvation and dehydration;
Eriadna died of old age, her magically enhanced youth having
been dispelled.

Zandor is returned to health within days. He “temporarily
postpones” any wish spell that could revive the Empress and im-
mediately seizes the Imperial Throne. Despite this coup, his
mood remains as grim as Thanatos, the Immortal of Death.
From his new headquatters in Aquas, his father’s undersea city-
kingdom, he convenes the council known as the Thousand Wiz-
ards of Alphatia, which consists of the most powerful magic-
users of the empire. Many of its members perished in the Week
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Without Magic, torn apart by conjured monsters, hunted down
by old enemies, or lynched by angry mobs who blamed them for
the disaster; the survivors come prepared to hear Zandor an-
nounce his intention to accept d’ Ambreville’s offer to end the
war,

Instead, he shocks them all by ordering them to prepare
for an all-out assault against Glantri. Some accept his argument
that they must destroy Glantri before d’ Ambreville can use his
weapon against them again; others, including Master Terari (a
secret identity of his grandfather, ex-Emperor Tylion), think he
is simply inviting disaster. The new Emperor is in no mood for
discussion, and gives the dissenters an ultimatum: obey him or
face immediate exile or imprisonment. Most cave in, but others,
including Terari and many Shiye-Lawr elves, accept exile in-
stead. Terari and those who are like-minded leave for Kara-
meikos to establish the School of Magic there, while the
Shiye-Lawr set out for Wendar by way of Notwold.

What This Means: Zandor's thirst for vengeance means that
now either Alphatia or Glaatri is doomed. As strong as Glantri’s
mages are, they cannot stand before the might of a whole conti-
nent’s top-level magic-users. Rad is now faced with the choice of
either activatng his Doomsday Weapon again and destroying
Alphatia—in effect, murdering millions of men, women, and
children—or allowing his own people to be exterminated by the
Thousand Wizards.

What the PCs CanDo: This is not an event the PCs can thwart
unless they find and destroy the Nucleus of the Spheres before
the Thousand Wizards are launched against Glancri. If the PCs
arc close to that objective, their patron, Rheddrian, might be
able to tell them what Zandor plans; Rheddrian could have
found a new agent in the level-headed Terari, Zandor's grand-
father. Otherwise, the PCs will remain completely ignorant of
Zandor’s objective.

Winter, Year 1,009: The War Ends

News Events: If the PCs have still not found the Nucleus of
the Spheres, the war ends now in an excess of destruction and
savagery.

Rheddrian has concluded mathematical calculations which
convince him that the artifact must be near the Great School of
Magic. Either the PCs have already come to that conclusion and
he meets them in Glantri City, or he transports the PCs to Glan-
tri and launches them into the “Finale”” advencure described in
Phase III.

The next day, the *“Thousand Wizards” teleport to the skies
over Glantri City and begin to bombard the city with fire, light-
ning, and death. Either Rad regredfully activates the Doomsday
Weapon, or the artifact automatically activates in response to the
energy being released by the attacking Alphatians. In either
case, Alphatia will be destroyed. Zandor remains untouched in
his father’s undersea kingdom, the City of Aquas, where he bit-
terly mourns the destruction of his great empire, He conspires to
regain a new one, somehow, someday. ..

What This Means: This event marks the end of both the war
and the adventure; see the “Finale” section of Phase III.

What the PCs Can Do: See the ““Finale’ section of Phase III.

Winter, Year 1,009: Alphatia Sinks

News Events: Immediately after the activation of the Nucleus
of the Spheres, earthquakes begin rumbling across the continent
of Alphatia; volcanoes emerge; cities topple. Within the span of
a few hours, most of the continent sinks beneath the cold waters
of the Sea of Dawn.

What This Means: Alphatia’s destruction is the resule of the
Nucleus of the Spheres. Most people will believe that the conti-
nent has been destroyed by the Immortals. In actuality, the Im-
mortals struggled to save what they could, and Alphatia is not
completely destroyed.

The Immottals cannot stop the sinking of Alphatia... so, in-
stead, they use their magic to transfer it into the Hollow World.
There, it becomes the largest of the Floating Continents. Al-
though the population is devastated, most of them survive and
begin to adapt to their strange new environment.

What the PCs Can Do: There’s nothing the PCs can do to
predict or prevent this event.

Year 1,010 And Afterwards

Once the war is done, the PCs will return to a world that is
vastly changed from the world of ten years ago. Many of its peo-
ples will be busy rebuilding what was destroyed for years to
come. Others will compete to fill the vacuum left by Alphatia’s
departure. Here are some of the changes:

Aengmor: The land that was once Alfheim is now a nation of
dark and twisted trees ruled by the pale, xenophobic Shadow
Elves.

Alphatia: With the exception of some of the most mountain-
ous regions, the underwater city of Aquas, and the Flying Is-
lands of Ar, the continent of Alphatia is gone, sunk beneath the
ocean.

Bellissaria: Alphatia’s greatest colony is independent for now;
whether it can retain its independence in the face of future ex-
pansion by the Thyatian Empire and the Heldannic Knights re-
mains to be seen.

The Broken Lands: Many humanoids who lived above
grounds died under the Heldannic Knights’s mighty blades; in
fact, the words "“Heldannic Knight” become a phrase to fright-
en young orcs with for generations to come. Those humanoids
who remain cower in their lairs. King Thar remains in control of
the Crater, but little else. Many small groups raid or forage
across the borders of the greatlyexpanded Broken Lands into
northern Darokin.

Darokin: Exhausted by repeated invasions, the Republic tries
to rebuild its shattered economy. Its northern and western cerri-
tories have been ravaged by the humanoid and Desert Nomad
armies, while the presence of the unfriendly Shadow Elves in
what used to be Alfheim weakens Darokin’s control over all the
land bordering on Aengmor, including the important eastern
trade route through Selenica. With Thar dug in to the north,
Hule to the west, and the Shadow Elves (still an unknown quali-
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ty) smack in the center of their country, the Darokinians attempt
to attract as many allies as they can as they look nervously to the
future.

Ethengarian Khanates: The Great Khan and his armies are
disgraced by the failure of theinvasion of Heldann Territory and
the Northern Reaches and by his inability to stop the counter-
invasions. A challenger to his rule would be welcomed by many
discontented warriors, but so far none has stepped forward.

Glanui: Although triumphant in the end, Glanui has been
devastated by the lengthy war. One principality (Blackhill) has
been completely destroyed. A second (Caurenze) has shrunk to
one heavily-fortified castle occupied by a single person, Prince
Innocenti, whose paranoia after the meteor crash reaches such
heights that he assumes anyone who approaches is trying to kill
him and disintegrates them on the spot.

Many refugees setde in western Glantri, where new principali-
ties start to form. Rumors abound that werewolves are attempt-
ing to create their own state. In addition, one of the humanoid
leaders of the forces occupying Blackhill and part of Caurenze
breaks with King Thar and begins to petition to become the
head of a new principality.

Prince Etienne’s disappearance threatens o throw the govern-
ment into chaos, but his youngest brother, Prince Henri d'Am-
breville, steps into his brother’s post as head of the
d’Ambrevillesand Catherine d’ Ambreville, Etienne’s estranged
wife, takes over his role as Grand Master of the Great School of
Magic. Of the current whereabouts or status of Evenne d’Am-
breville, the Immortal Rad, there is not a clue.

Heldann Tetritories. Though depopulated by p lague and war-
fare, this nation emerges victorious from the war. The Heldannic
Knights ate war heroes, having cured the plague and led the
fight to repel the invaders. The Knighes who made the epic jour-
neys to relieve Glantri and fought in the final battles in Thyatis
are treated as legends in their own lif etime.

With Alphaua gone and Thyaus licking its wounds, the
Heldanners look to an undefended Norwold as a site for firture
expansion, having already annexed some land near Landfall. As
soon as they have regrouped and rested their forces, a major
northward push to seize new territory can be expected. Their
next goal: Oceansend.

The Hollow World. Alphatia is now a floating continent of
the Hollow World, retaining some of the most interesting as-
pects of old Alphatia concentrated on a smaller land. Once Hol-
low World Alphatians adjust to their new environment
(especially to the changes in the way magic works here), they will
begin exerting considerable influence here. The Immortal Al-
phatia wishes Empress Eriadna back to life, to rule her Hollow
World empire.

Isle of Dawn. Emperor Thincol of Thyatis remains true to his
word and respects the sovereignty of the new nation of Helskir in
the north of the island. He does dispatch forces under the joine
command of his daughter, Princess Stephania, and her hus-
band, General Anaxibius, to re-take control of Newkirk, Red-
stone, and West Portage.

Most of the surviving Alphatians in the surface world return
to the eastern portion of the Isle of Dawn and settle there; their
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main centers are Dunadale, Trikelios, and East Portage. The
Thothians on the southernmost portions of the isle re-assert
their independence.

Karameikos: King Stefan sets about making Karameikos an
important and prosperous nation in the new, post-wat world.
He has new elvish dominions in the east, where once there were
goblin-infested forests. Many Alphatian wizards, led by Master
Terari, settle in Speculatum and establish a school of magic.
Many wartime refugees from Darokin and Thyatis decide to stay
on and become part of this still-young and still-changing na-
tion.

Norwold: The chaos and infighting in this region continues
unabated. Now that Norwold no longer enjoys the protection of
mighty Alphatia, the disorganized area is likely to be invaded by
land-hungry Heldannic Knights in the months ahead.

Ochalea: This clerical nation remains independent of the Em-
pire of Thyatis for the time being.

The Pearl Islands: This nation remains independent of the
Empire of Thyatis for the time being.

Rockhome: With the war over, the dwarves of Rockhome

emerge from the caverns, sweep up a bit, and return to life as
normal.

Thyatis: Bled dry by the years of war, Thyatis begins its slow
recovery. The Empire regains full control of all its mainland ter-
ritories and of loyal areas on the Isle of Dawn. All of the areas it
formerly held by force, such as Ochalea and the Pearl Islands,
have become independent. Much reduced in manpower, territo-
1y, and prestige, Thyatis will be a long time rebuilding itself,
even without competition from Alphatia, Nevertheless, it is
clear that the Empire will survive. Emperor Thincol’s health con-
tinues to fail, and he begins to consider whether his son Euse-
bius or his daughter Stephania should be his successor.

Ylaruam: This nation continues to promote the ideals of the
Immortal al-Kalim. It becomes even more warlike than before,
especially in view of Thyatis’s current weak state and the stun-
ning victories the Ylari carried off at Biazzan.

The post-Wrath world is a different and still-changing place,
and upcoming supplements such as The Poor Wizard’s Almanac
will reveal what directions the world’s history will take in the

years to come.




Appendix A: When Things Go Wrong

In this chapter, we'll discuss things that can go wrong during
this adventure... and what the DM can do to set them right.

What if PCs Uncover Rheddrian’s Secret?

The PCs might guess early that Rheddrian is an Immortal. If
they do, and ask him about this, he will confess his new state,
ask them to continue with their mission, and assign them a
mortal—acleric of Benekander, his Immortal form—to keep in
contact with them. Rheddrian will no longer communicate with
them directly; instead his cleric will be the one who assigns mis-
sions, delivers their expense money, and passes along news.

This cleric can be a player character who is a servant of Bene-
kander, or he or she can actually be Benekander in yet another
Mortal Identity.

What if PCs Refuse or Betray Rheddrian?

Early in the adventure, the PCs could decide that they don't
trust Rheddrian or simply don't want to work for him. That's
okay; they can still go through most of the adventures in this
book, including the mini-adventures of the Timeline. They will
find out on their own that Rheddrian was telling them the truth
and see for themselves how much trouble the world is in. They
may eventually realize that they need all the help they can get
and re-establish contact with him or one of the other major Im-
mortals involved.

What if the PCs are Followers of One of the
Other Immortals?

If one of the PCs is a cleric or paladin who follows one of the
otherImmortals involved in this adventure, he or she will proba-
bly want to contact his or her patron at some point and let that
Immortal know what the player character has discovered. The
Immortal’s reaction will depend on his or her personality. For
example, a follower of Vanya might be ordered to assist in the
war; a follower of Rad or Rafiel to aid Glantri in any way possi-
ble. Both Asterius and Ixion would send their followers on mis-
sions similar to the ones Benekander originated: Asterius to
uncover evidence of the existence of the Brotherhood of the
Shadow and Ixion to ferret out what Rad and his cohorts are up
to.
It's even possible that the PC might be a cleric of Balthac, and
hence an unwitting follower of Hel. In this case, the party would
be entrusted with Kelter Zerban’s mission and would only find
out, too late, that they had been betrayed into doing evil; Kel-
ter’s quest for vengeance could then become their own.

If a PCis a cleric who follows an Immortal not involved in this
adventure, the DM could give the character a personal stake in

the outcome by adding his or her Immortal to one of the
groups—either the Fellowship of the Star or the Ring of Fire,
whichever would be more appropriate.

What if PCs Kill Kelter?

In Phase 11, Zerban could die—either at the hands of the
PCs or in some other fashion—long before he gets to the
Hollow World and begins undertaking his mission for
Balthac/Hel.

In this case, “Balthac* has heard some of Kelter’s prayers up
to the point when Kelter dies. Hel is vitally interested in what
Kelter has to find out. If the PCs or trolls kill Kelter, Hel will
notice that Kelter doesn't make prayers the next morning; she
will investigate using an Immortal eye spell (see Codex for de-
tails), then send a mortal follower to cast raise dead fully on Kel-
ter’s corpse, after which Kelter will continue his mission.

What if the PCs Decide to Call It Quits?

Atany point in the adventure, the PCs might decide that they
are in way over their heads and that a hasty retreat is in order.
Even as late as the Finale, PCs intimidated by the arrival of not
one but two Immortals might want to try to escape the Cavern of
the Artifact using Rheddrian’s Shield, If so, the DM should let
them. IN NO CASE should the DM try to force the players to
continue in this or any other adventure if they decide not to; this
is a sure recipe for disaster. Instead, let the PCs emerse them-
selves in the events in the Timeline or depart to explore more
peaceful parts of the Known World. They may want to rejoin the
main adventure after some “time off,” or they may continue
with a new series of adventures; in either case, the DM should
make sure his or her main goal is to ensure that everybody has a
good time.

What if the PCs Fail to Save the World?

The PCs could foul up in the final adventure. They might
switchsides, stab Rheddrian in the back, or simply getdistracted
by the war. They might all die in the battle with Calor, the go-
lem, or the Dbots before completing the reprogramming of the
Nucleus.

In such a case, either the world can be saved some other way
(Benekander and Rad make an alliance; Khoronus, Odin, Terra,
and Thanatos intervene and order the squabbling Immortals to
cease; the Old Ones take matters into their own hands; the Nu-
cleus becomes sentient and refuses to hurt people), OR the
events will proceed as described, except without the PCs’ inter-
vention.
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Appendix B: Monsters

Lightning Zombies
Lesser Gueater

Armor Class: 8 ¢

Hit Dice: 2* (M) 4* (M)

Move: 90’ (30') 120’ (40"

Attacks: 1 fist, weapon, 2 fists, weapons,
or special or special

Damage: 1d3, by weapon, 1d6, by weapon,
or special or special

No. Appearing: 2d6 (2d6) 1(1)

Save As: F2 F4

Morale: 7 7

Treasure Type: A Ax2

Intelligence: 11 11

Alignment: N (¢

XP Value: 25 125

Monster Type: Undead (very rare).

Lightning Zombies are the reanimated bodies of men and
women who have died within a few hundred yards of the Mirror-
Shield of Rheddrian.

They look like people, except that their skins are a uniform
light grey. Their features are quite animated; they can speak and
otherwise seem alive. Infact, many of them appear hyperactive.

Lightning Zombies look normal in daylight, but glow dimly
in the datk.

They resemble other types of undead in several ways. They are
not affected by poisons, or by chatm person or other mind-
affecting spells. Lightning Zombies have an infravision ability
like elves and dwarves.

They are unlike other undead in other ways, however. Suc-
cessful Turn Undead attempts do not destroy them or make
them flee; such attacks only hold them at bay, affecting them as
per the protection from evil, 10’ radius spell. 1n addition to us-
ing weapons, they’re bright enough to use combat tactics, avail-
able terrain, and the like, just as characters do. In short, they
should be treated as NPCs rather than as “monsters.”

They have a special combat ability called the lightning touch.
They can grab victims and have great grip strength; it takes a
successful Open Doors roll to break free from their grip.

On thefirstround af terthey grab a victim, and on each round
thereafter, they can discharge an electrical jolt into their victims.
Each jolt does 1d6 damage and does not require an Attack Roll
to hit. A Lightning Zombie can only discharge a jolt after he has
held his victim for at least one full combat round; he cannot, for
instance, hit a target with his fist and discharge lightning at the
same time. Lightning Zombies cannot take any other combat
action when discharging energy.

Greater Lightning Zombies are faster, have more Hit Dice,
have two auwacks per round (but can only use their kghtning
touch once per round), do more damage with their fists (1d6),
and do more damage with their lightning touch (2d6).

The spirits which once inhabited their bodies have already
fled, and Lightning Zombies have no memories or character
class abilities of their previous lives. However, unlike true zom-
bies, they are intelligent. They pick new names for themselves

and try to petform mighty deeds of combat and adventure so
that they can have something to boast about. At the DM's op-
tion, they may even be capable of level advancement.

All the Lightning Zombies encountered in this adventure are
under the control of Lord Kazakk, who is a Greater Lightning
Zombie.

Victims slain by these creatures will only tum into Lightning
Zombies themselves if their bodies remain within one hundred
yards of the Mirror-Shield of Rheddrian for one hour after their
deaths.

Terrain: Mountains; specific area of Silver Sierras, Darokin/
Glantri border.
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Appendix B: Monsters

Ploppéds

Armor Class: 9

Hit Dice: f2* (S)
Move: 120’ (40")
Attacks: 1 bite
Damage: 1 point + special
No. Appearing: 2d6 (1d6)
Save As: F1
Morale: 3
Treasure Type: Nil
Intelligence: 1
Alignment: N

XP Value: 6

Monster Type: Lowlife (very rare).

Ploppéds were once spiders haunting the shadowy corners of
Cotran Keep. Subjected to the occasional energy pulses from the
Mirror-Shield of Rheddrian, they grew quite large=their bodies
are the size of oranges—and ended up with many morelegs than
spiders. Ploppéds have different numbers of legs, from six to
twenty (roll 1d8, add 2, and multiply by 2 to get the number of
legs an individual ploppéd has). Regardless of the number of
legs they possess, they are black and hairy.

The creatures were named by the learnéd Lord Kazakk, who
called them “polypeds” (many-legged); the other Lightning
Zombies simply call them “ploppéds” for the sound they make
whea they land (“plop!”).

Ploppéds are very sneaky. They have the following abilities of
a fifth-level thief character: Move Silently (40%), Climb Sheer
Surfaces (91 %), Hide In Shadows (28%).

These creatures do not prey on creatures bigger than rats; they
prefer to hide in shadowy areas when something large is in the
immediate area. However, if startled, they will attack and then
run away.

Ploppéds attack by leaping (up to 20°!) at their prey; when
attacking medium- or large-sized creatures, they leap for the
neck or face. If they hit (on an ordinary Attack Roll), they sting,
injecting a paralytic poison. The victim must make a Saving
Throw vs. Poisons or be paralyzed for 1d6 tutns. Small creatures
must save with a —4 penalty and will be paralyzed for 1d6 % 10
turns.

Terrain: Mountains; specific area of Silver Sierras, Darokin/
Glantri border.
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Appendix B: Monsters

Sprackles
Lesser Greater
Armor Class: 9 6
Hit Dice: 1/2% (§) 2*(S)
Move: 30° (10°) 30' (10%)
Flying: 180" (60") 180" (60")
Artacks: 1 beak or 1 beak ot
special special
Damage: 1d3 or special ~ 1d8 or special
No. Appearing: 1d6 (2d6) 1d6 (2d6)
Save As: F1-1 F2
Morale: 8 8
Treasure Type: Nil Nil
Intelligence: 1 1
Alignment: C C
XP Value: 6 25

Monster Type: Monster (Very Rare).

These creatures look very similar to grackles, the common
blackbirds from whom they are descended.

However, these birds are larger than grackles and colored dif-
ferently: they are a coppery reddish-brown and constantly shed
little electrical sparks. Because of these sparks, the birds glow in
the dark, and so do most of their hunting in the daytime, when
they are slightly less obvious.

The birds’ beaks are very long and sharp and can penetrate
armor, giving them a +2 “to hit”" bonus on their attack rolls. In
addition, sprackles can launch little lightning attacks within 30’
of a target; a small charge of electricity shoots out from their
beaks and, if the attack roll is successful, hits their prey, doing
1d3 damage (1d6 up to 60, in the case of Greater Sprackles).

Sprackles are fearless and very territorial. They avoid undead
creatures and creatures which are larger than man-sized but will
attack other creatures to drive them out of their territory. They
fly directly toward their prey, shooting their little lightning-
blasts until they get within melee range, at which time chey at-
tack with their beaks. They continue fighting until half the flock
is killed or wounded, at which time they flee.

Sprackles have infravision.

These creatures are currently unknown to the world outside
the immediate area of Corran Keep. “Sprackles” is the name
young Noriad Corran has given them, a coinage which combines
“sparks” and “grackles.”

Terrain: Mountains; specific area of Silver Sierras, Darokin/
Glantti border.

96



DUNGEONS & DRAGONS, 08D, and KOLLOW WORLD are registered trademarks owned by TSA,
The TSR logo I8 a rademark owned by TSR, Ing.
#1992TSR, Inc. All Rights Raserved. Prinled in the U.8 A.

10B2xxx1802



o . ) ay
&g:?.. Alpbgﬂ% .ﬁ @ (1)
... ) . .
0'0..
U SO NN e  l FL
e e e 930’030?%%

(")
D

IS

85

G 2’3'0 ®
2 s

9
£

/ e

I'.q

2

Vi
-

: | ! k

m . - | 3
2 “m.ﬁ' q{_} {2 3

afend N‘- = ‘ ) __( = ;

8-z letesegede i ecesaced
0:%0% 208221205 ‘
T

4 &
e 29038

as®-F2858q000
sesesatesatoole

o
3 s
Avs DNODIG )

O
wy nqﬂa

1992 TSR, Inc. All RiGGhts Reserved.



4 N~ A N A %

ACH 603 (=
=0,

Acty _.._.. CTPY AR _.." .lm .... ! THERFOWN WORISSAE10%d M) 3 | | ,. —oes ) A‘,A.ﬂ&
_ tm ( oe P e. ‘ _ : - | & = _ e B . h E e gifwﬂ‘ W0 361 m x@\’@}m
ol Ml Mo | SR e

3 -

| - 2f0nSeliatedele2e S
Sl . o easasenetecesatateQeResccs T wln! _ ST TR - elatie (i 825562006 %
B8~ 18y 0eRe0stsTataPais __.” _.._,,_ f .v?%%&@@@@@@&@ .\ __. __
_09‘$a$3-02,1,, _____ H l@@ .

&
2 Ig8ata®
g rJn.. _ 2 2\ uNiaR sl _ By R ISPk Ry AR S : 56 bl "‘ .- uifmw @@%@% wmmag NLM,W | “‘”‘ &
b ﬂewom ”“.._ T g ) R e®rO=C e Ga®and - W, L. T Gl L) vt PN 50
_m : ] / L ¥ _ BRG] T _ : ;* F A@@x@@@ .) . m‘a cib . : .ﬂ \.,L

_ iee, e
f . v o q s Tas WS o ST S TG AN (3 LR e
o S@ESeetam s & e ok e S T S B N A= R (-
| (I ERA X R e TN Ty S S S E e ey
; | ) Sy Lo U7 Yo e ﬁw@@\.}@ }ﬁv/ @\J@ ,mmw =\ mp |
SO (e o -~ ) P
e o SO < K il

ST 5 _ { AV EYE
! g | T 2
..A I ._.. — ) % -l i s
L\ f | \ Y \ ,.. 4 \ o LU =
Sl y 7)) — RN o=
TN / L\ o . \ i | 5\ Y
. | M naef oy q__ - ahl 4 ”_T — 2 1
- | \ '} '
¢ o l..., — )’ r - -y

g Yy inizon ==
iy e ) [V SR T T ey 250 3 : \.4...&3 @ L el
Caneas f.svay 1l £ q_«,_ Rl 5 . . = : s ..‘ @ﬂ*?&“ - ; ../?-..&.
SR T Ahek S S v | {00 % e gme@juwmw /aNs 7 a\e 7N TNl
)ttt ety " 1nenatosdr

i = s \agig

\ f o
\ T J -
- ﬂ I %IIA ¢ «_' :
{ M
{

eMmo

S q

Soma

: 4 i 7 =3 JHMIRK _ l
- - AN/ N 7 e
SR S - samed B ony PR T N\ L4 ) SO DEN bmgm@\ﬂmwngz -5/ =
.. Jul,. O RGERhode) ;- Q LA om db mm 'y ahrm 7 4 @%l LGOS (= L7 AN :
B e e TN YR 5l Y i
.-m‘. . 7 ; 57030 / = pel B 74 ‘ A T 5 P "l
X Q\Jﬂ& {7\~ DERAAR— A W «\,mﬂ&. N\ @ = i
Ll X <D ,.n..'n_:wcy._ r.s 3

/;.‘!..-J. =
....... - -
o Y S

2 e it -
\{./,.\F.\,....:. ~ e
e

-
e
-
of

< s B /0 S FORi st | : _. ¥ IR Jaboo

5 i ), e e O :  Reputiool@andiy G =) Wb i

. , R - \ 4.._ _.m_,. ) ,o,o "QGNMMﬁmm&g&m @,ﬁ}w o @].. L \dﬂ\ F CIRC
8 )

. - ool
" IGO0 S s
ks e

W’ _ & qo N
Pk (0 b © gy ) o) SR
1 —( P (e ()= T Nt LN v w )Amw.).@\,:”:f‘ SgRhgle
P TR ) e AR B ) SN S e taam O m@n
oW { cendl U e T g, ) e SN S s

RG-S §= ot S L RS AT Ll |
W) A - X e . Bad B |
QLT LTI ety L S e
rasuzZetetelele il age otlcPz20 0T Zalels g8 kg @ele DnY
e eSeSesecese ST o) ey k]
o aletalmtinteln S epn s T8T0." aaemm.amoneaem“nowm LEoT:
e TR o (Y- ioatom iy LIS (g
L e e
gy R usoedr $-4 N0 ALt S el

ORRA ity

DO 4
o,
-

< ¢
- - - -
TN 2\ \
ﬁ. \_ SIZY B g

f -

_ e Ao
(g T LY PRSI ) Tl T L9 (40
egegegel-csdede e ndedetetaleges e A% cetuced |

% 88002020 e 52e%e%e] |

i o-u:‘ €: ON@ hex €00

“1992 TSR, INC. All RiGhts Rese



	Book1
	Book2
	Map1
	Map2

