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‘ New Magical Items

Trinkets:

Fire Sticks: These small twigs, three inches to a Toot long

=T 1into flame and cause the fire that they wevre thrown

to to double in size. The alteration lasts until the stick
1= removed.

ade with: affect normal fires, ceontingency. pgrmanence.
Color Toys: These "tovs” are small objects such as pebbles,
-oins, shot glasses, gems, anything smaller than a mug that
~=n be picked up and thrown. When the oblect is Jzirved,
~olor spray spell is released. The spell is as 1t were cast
b a tenth level caster. Every ftime the toy is Jjarred 1t
es a new burst., '

with: Color spray., contingency, permanence.

o

Bright Balls: There are two varieties of these palls. One

“hat 1s carved from bone, and one that is carved from marble.
e marble is highly polished to a vevlective state. The

nzlls have the same purpose, the difference is in the spell

~ast in creation. When either ball i1s tapped, 1t turns "on".
glow Will emanate fyom the sphere until tapped again

tuyning i1t "off"

Made with: Bone and Light, or marble and Continual Light,

contingency . and permanence

Elack Balls: Tnese onvyx spheres are the opposite o the
riaht balls. When tapped they cause a dome of black to

sme into existence around the item. Thne dark 1nhipits wision
cut not Infra—- or ultra-visions.
Made with: Darkness 157( opposite of continual light ),

contingency, and permanence.

Hot Potatoes: These multi-colored objects {coins or gems) are
dormant until rotated. Once started spinning they burst into
& flaming sphere. The effect will stop one melee vyound after
fhe spilinning

Made with:

phere, contingency, and permanence.

Glitter marble: This glittering glass pall 1s filled with 50
of gold dust. When the ball is shattered a glitter dust

o atfects all az a tenth level caster.

sde with: Glitter dust and 50 gp worth of gold dust, and

Hypnall: This clear glass ball or gem will alwayve give &

d vetlection. Tha rveflection looks as L1f there 1s a

E of light patterns in the perlipheral vision of the
When the ball or gem is shattered, a hypnotic pattern

all 1n a tenth level casters range.
“h: Hypnotic pattern and contingency.
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Scratch Balls: These are balls of sandstone or limestone that
‘= rvoughly hewn into a sphere. They are a bit larger than

“he vest of these creations, belng roughly the si1ze of &

=oftball . When the ball is shattered, a cloud of magical

cowder explodes into the air. The cloud 1s & skin @it ave

irritant to all within a 20° radius.

Made with: Irritation., and contingency.

Floater Disks: These iron disks are small, roughly twice trco
diameter and welght of a gold piece. Once placed on an item,
the disk will adhere itself to that 1tem and then will
levitate it upon command. It will only adhere to nonliving
material, such as.canvas, leather or even undead. The disk
will come off of whatever it is attached to by simply tappling
three times and commanding it off. Each disk can lift up to
300 gp welght, and multiple disks can be used on one iltem.
Made with: Levitate, ign glue, c¢chain cont
permanence .

tingency, and

Stink Bomb: These small clay balls are dry and crumbly. Once
shattered though, they release a potent gas that will offend
most . The gas smells of sulphur, decaying fish, excrement,
and rotting e2ggs. The cloud is a pale grey—green, and 1is
neavy enough to slowly sink through floorkboards. The cloud
Wwill cover a 12’ rvadius. It takes a 10-15 mile-an—-hour breezs
to break up the cloud in 5 rounds or less. The smell will
stay In clothing until thoroughly washed or the clothing is
burned. '
Made wWith: gtin

Whichways: These egg-shaped pebbles or clay balls have a
peculiar effect on those posses them. Upon command the item
releases & charm that the receivey 1is unaware of. The
receliver begins to mentally falter, and make idlotic
mistakes. This effect is gradual, and the saves agalnst
spell should be made in secret by the D .M. The effects are
umulative and worsen by one each day the reciplent is in
possession of the object. For up to 5 davs the affects will
T

cet worse. Dexterity, Intelligence, Wisdom and Charisma are
lowered by onse each time a save 1s missed. The effect is not

cermanent and disappear when the l1tem 1s removed.
Made with: Confusion, ray of enfeeblement., weakness, and
permanent .

Havoc Balls: This sphere resembles a caltrop. It can be any
coloy, but only made out stone. The sphere 1s dropped,
touched to or thrown at a target. When touched the stons
releases a spell causing disvuption to all those in the
effect. The spell can be saved sgainst, and digspslled by
tenth leavel or highey caster.

Made with: Chaos. contingency, and permanence.

j$)




‘ Cold Potatoes: This small item 1s constructed out of sapphire

2= a bluish tint Lo 1t. Once shattered, a blus sphere comes
~th and will freeze anything caught wlthin 1t.
tade with: Otilukes freezing sphere, and contingency.

D

"
(

nades: These emeralds are hand sized, and darker trnan

. When thrown, they detonate In a flery exploslon causing
Wwithin range to make a save for half damage against

lls. The explosion is the equivalent of a tenth level
caster, casting delaved b . fareball.

Made with: Delaved blast fTireball and contingency.
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artifact: The Wings of the Night

This evil artifact was created by Lhe demon mrincs
zZU. Why he created it remaing unknown but the chaos that
ows 1t 1s indeed well documented.

It is known that this artitact rarely aches the
surface worlds and that i1t is usually against some belngs
wishres .

It’s known powers are numevrcus and usually painful to
the wielder. The zrtifact iltself appears to be a palr of
finely crafted miniature raven wings. They hawve been carwved
outt of thae blackest obsidian and are cool to the touch. At
the base of sach wing there are a set of two inch long wire
protrutlons that twist and bend. These must be carefully
insaerted into a willing charactaers back, on the shoulder
blades near the spine. Assuming the character passes a
resurrection survival vole, the wires begin to move about
inside the character causing excruciating pain and the loss
of one Constitution poilnt permanently. The surgical
implantation must be done by a Necromancey of no less than
10th level .

Many things begin to happen. This artifact is sentiernt
and will immediately set about subduing the new host. If 1s
Chaotic Ewil and has an Intelligence of 21. It will

thy with the host and volces will mlagus

immediately have empa
the character forewver

Wind Blast:Cost 70 TP

FPerhaps the most violent display of power this artifact
possesses is hie i of wind. Upon command the artifact
transtorms the v into = awWk headed humanoid
reanlsuenL of s or something from the Egyptian

. n

Mythos. Large, black wings sprout from the characters back,
the span is twenty five Teet and covered with large delicate
lecoking feathers. Internal pain burns through the character,
causing at lsast an attempted cry of paln, emarglng as the
shrill eory of the hawk. Once the arms are rvaised a tornado
force wind instantly occurs. Wind speed vsaches 100-120C miles
per hour in less than a segment. The arTected area is

20°x 2007 . There i1s no recoll to tha charachter with the
artifact.

For those unlucky snough to get caught in the blast, a
saving throw versus Breath Weapons 1s made at - 6. If
siuccesstTul , the characters take only halt damage. This means
that the characters who saved were able to get into a pron
position and avold some of the effects. The full damage is
10dé for being lifted off the ground and hurled into the
closest abject bahind them, up to 100 feet away, 1de for each
ten feet thrown. There 1s an optional 10d4 for debwls that 1s
im the area, the smounts vanglng at the DM’s discrs
additional save, -8 adjusted for dexterity (Defans
bacomes a positlive number .

N



The blast lasts for a full turn, but damsge is only taken
in the first round. The followling turns all characters are
held mryone 1f they have less than an 18/50 muscle score. If
this =core 1z greater than 18/50 there 1s a 10% chance per
point above 18/50 that the character can move. starting with
18/100, than 19, 20, etc. Unless there 1s a dizproportion in
El phaerte , such as a halfling with a givadle of storm wiant
=trength, this should be followsd. For those special cases
the DM my add and subtract percentilaes as deemsd it

Ry

reon:Cost zZ0 TR

lLess “iolent5 vaet wvery usetul, the wings also have the
abillity to charm those avound it. The charm is the same as

described in the Plavers Handpbook, first level mage spells.
This ability is used at ths thirtisth leval of mastery.

Charim Pe
'S

)

Continual Darkness 157 radius:Cost 30 TR
another useful ability 1T the wings that is zgain
d@tai]ed in the Plavers Handbook under the third level mage
2lls,

Control Avians:Cost: &0 TP
This is similar to the m

e mage abllity to control mammals,
but is specific to beings that can innately fly. This ability
does not extend to plaver character rvaces that have innate
flight or levitation. &all avians in the lins of sight can bs

entreolled in this fashion, or up to 50 HD, which sver is
1833,
1, duration & Turns, Area of

came name. Area oTf eifect 1s personal

Travel Coaot 80 TH

s gpeall of same name, duration ie 40 Turns. Movement
3607 normal ov 7207 in gassous form. Arﬂa of effect iz
pevrsonal only.

-
if

Detect dangery: Cost 40 TP
&s ability of same name, area of
only, duration i1 & Turns.
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Reverse Grawvity: Cost &0 TP
As spell of zame name. Abiility at thirtieth laswvel of
mastery.

Wish: Cost 100 TP
ae =pell of same name, area of effect is personal only.
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same name ., duration & hours

Summon Weather: Cost 5% T#
s zpell of same nams, duration & hours.

Polymorph Self: Cost 68 TP
Ae apell of same nams st thirtieth level of use.

Protection from Lightning: Cost 40 TP
fe spell of czime name., duration 40 turns.

Protection from novrmal missiles: Cost 20 TP
as spell of zame name, dureti ,

m
Q
=
t
i
-
0

name , duration & turns

With all of these staggering abilities, there comes
tremendous drawback Before any of the abowve can be
activated the artifact must s initiated, as described
before. The transformation of e chavacter into the half

hawk must be complete, and trne 15 hp of internal brulsing
pust take placse,. This damags is only temporary and Tades by
tﬁe next day.

When the transformation of the
there 1s a reaction adjustment based
who wview the character possessing r
evil alignmant veact as if the character
charisma/appearance of ©ix more Lhan the curvent score. For
those of good alignment who visaw the charachtey , they vyeact 1
the score was lowered by six.

Another drawhack of using th
raven feathers grow out of the =
using 1t. For swvery ten polnts of Tsmporary Cower spent, one
Feather will grow. It takes one round for =he feather to
emerge, and 1t must be plucked out, causing one hp of damage
that must be naturally healsd.

Aalso the DM must remember that the artifact is sentlant
and wery intelligent. It is Chaotic Ewvil and hasg an
Intelligence score of 21, It will unendingly try and subvert

artifact 1s that black
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he character through any means convenlent.

Once this artifact is in place on the characters back,
1t cannot be vemoved short of a wish spell cast by an evi
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The charactey must construct and take up residence i
aerie on the highest point in & miles. The character nmust
also begin to prey on To d natural to hawks once per week.
Within one month the chavacter will begin to take on the
mannerisms of a bivd (head cocking, staring, blinking,
oyeening. )

Viglent indiscretions against the artiftact mevy cause
to cast a gaseous form upceon the charactey . (DM discretion
duration. )

Lastly the charactar will always feel as thougn they are

being watched.

The Wings t
and contains 750 PP. As there 1\ no ability that takes
FPermanent Powe om it, all apilities are Temporary
expandltures.

It recharges at the rate of 180 TP/hr or 30/turn.

The suggested means of destruction:
Crushed beneath The Earth Elemental Kings foot
Lawful qood deity of ailr must destroy it
Placed upon a god who cannot Tlv

he Night is considered a Major artifact



CHARACTER ABILITIES

Comeliness: Comeliness reflects physical attractiveness, social
grace, and personal beauty of the character. It is used to determine
in 'al reactions to the character, and characters with a high comeli-

a\, affect the wills and actions of others. While charisma deals
ically with leadership and interactions between characters,
ess deals with attractiveness and first impressions.

Comeliness is not charisma. Charisma, however, can affect comeli-
ness. After the first six attributes of a character are determined, his or
har looks must be determined. Is the character ugly, homely, plain, or
pretity? This characteristic is determined by the comeliness roll. 3d6
are rolled and totalled. The resulting number, between 3 and 18 inclu-
sive, is modified:

Characters with a charisma of less than 3 will have an adjustment of
-8 on comeliness, so that it will fall in the range of -5 to + 10. For cha-
risma of 3, the adjustment is -5; charisma of 4-5, -3; for 6-8, -1, for
9-12, no adjustment; for 13-15, +1;for 16-17, + 2; for 18, + 3; and for
charisma of more than 18, +5. As charisma is raised or lowered,
whether by disease, disfigurement, aging, or artifacts, comeliness
should be similarly affected on a point-for-point basis (a loss of one
point of charisma equals one point of comeliness equally lost).

In additicn to the adjustment to comeliness based on charisma score,
haracters of certain races must take an additional adjustment to
comeliness scores. This racial adjustment applies only when the
ction of characters of other races is concerned, in similar fashion
tha way that racial adjustments for charisma apply only to those of
other races. The penalties and bonuses are these:

heir
rea
tn

Half-orcs: -3
Dwarves, gnomes: -1
*Halflings, humans: 0
*Half-elves, sylvan elves: +1
*Gray elves, high elves: +2
* — Treat these pairs as being of the same race for purposes
of effective comeliness; e.g., halflings are just as at-
tractive (or repulsive) to humans as humans are to
each other, and vice versa.

Comeliness will have the following effects on creatures of human
sort. (This category includes, but is not necessarily limited to, hu-
mans, demi-humans, humanoids, giant-class, and bipedal creatures
of human-like form and motivation.)

-16 or lower: Those viewing a character with comeliness this low are
repulsed and horrified, so as to turn away or attempt to destroy the
creature so offensive to the sight. If the individual with low comeliness
is powerful, the reaction will tend toward escape, or reinforcement of
previously determined awe (horror) reaction. {f both viewer and crea-
ture are of evil alignment, the effect is that of a posmve comeliness of
the same total.

-15t0-9: Disgust, evidenced by a tendency to look away, revile the in-
dividual, and act hostile in general. Under no circumstances will this
character be accepted by the viewers unless all are of evil alignment,
so that the negative comeliness can be regarded as positive.

-8 to 0: Aversion and a desire to be away from so ugly a creature will
be evidenced by all viewers. If given an excuse, those near the indi-
vidual will be hostile and openly aggressive; otherwise they will
merely tend toward rejection.

+1 to +6: As such an individual is simply ugly, the reaction evi-
denced will tend toward unease and a desire to get away from such
brutishness as quickly as possible. |f given the opportunity, the char-
acter’s charisma can offset ugliness, but this requires a fair amount of
conversation and interaction to take place.

+ 7 to +9: The homeliness of the individual will be such that initial
contact will be of a negative sort. This negative feeling will not be
strongly evidenced. High charisma will quickly overcome it if any con-
versation and interpersonal interaction transpires. (Consider a dwarf

with 16 charisma and a base comeliness roll of 9; he or she will be at 8
when viewed by all creatures except other dwarves — who will see
him or her with comeliness adjusted by + 2 for charisma.)

+ 170 to + 13: Plain to average comeliness; no effect on the viewer.

+ 14 to + 17: Interest in viewing the individual is evidenced by those
incontact, as he or she is good-looking. The reaction adjustment is in-
creased by a percentage equal to the comeliness score of the charac-
ter. Individuals of the opposite sex will seek out such characters, and
they will be affected as if under a fascinate spell unless wisdom of
such individuals exceeds 50% of the character’s comeliness total.

+ 18t0 + 21: The beauty of the character will cause heads to turn and
hearts to race. Reaction for initial contact is at a percent equal to .
150% of comeliness score. Individuals of the opposite sex will be af-
fected as if under a fascinate spell unless their wisdom exceeds two-
thirds of the character’'s comeliness total. Individuals of the same sex
will do likewise uniess wisdom totais at least 50% of the other charac-
ter's comeliness score. Rejection of harsh nature can cause the indi-
vidual rejected to have a reaction as if the character had a negative
comeliness of half the actual (positive) score.

+22to + 25: The stunning beauty and gorgeous looks of a character

with so high a comeliness will be similar to that of those of lesser
beauty (17-21), butindividuals will actually flock around the charactey,
follow him or her, and generally behave so foolishly or in some man-
ner so as to attract the attention of the character. The reaction adjust-
ment is double the score of comeliness: i.e., 22 comeliness equals
+44%. Fascinate-lixe power will affect all those with wisdom of less
than two-thirds the comeliness score of the character. If an individual
of the opposite sex is actually consciously sought by a character with
comeliness of 22-25, that individual will be effectively fascinated un-
less his or her wisdom is 18 or higher. Rejection is as above.

+ 26 to + 30: Unearthly beauty of this sort can be possessed only by
creatures from other planes — demi-gods and demi-goddesses and
deities of unusual sort. Reaction adjustment is double comeliness
score. Fascinate-like power is effective on all except those with wis-
dom equaltoat least 75% of comeliness, except that 19 or higher wis-
dom always allows a saving throw versus the power. An individual of
the opposite sex who is consciously sought by the possessor of such
unearthly beauty and comeliness will always be under the "‘spell” of
the individual with such beauty unless he or she has wisdom of 20 or
more.

The fascinate-like power of high comeliness is similar to the 2nd-level
illusionist spell of the same name. Those subject to this power will be
captivated by the user, and treat him or her as a trusted friend, mentor,
and companion. A saving throw versus spell will negate the effect but
if the comeliness is not magical in nature, then dispe/ magic, anti-
magic spells, and similar spelis will not affect the fascination effect.

Fascinated creatures will follow the orders of characters with high
comeliness, provided aroll of 3d6 does not exceed the comeliness of
the character. Requests that are not in the best interest of the crea-
turegeta + 1tothe die, while those that are hazardous can gain up to
+ 6 or higher on the die roll. If the roll is higher than the user’s comeli-
ness, the fascinate-effect is broken.

If a once-fascinated creature has been badly treated and breaks free
of this enrapturement, the creature will react as if the character’s
comeliness was a negative amount. If the creature has been well
treated, it may still be friendly to the character even after the fascina-
tion has worn off.

The effect of one's comeliness upon others istemporary; once a char-
acter is known to other characters or creatures, its effect is negated,
and charisma is used to determine reactions and followers. In this
way characters of high comeliness and low charisma may attract in-
terest, but not long-term followers and allies (beauty being only skin
deep).

The effects of the fascinate power do not affect the abilities of the indi-
vidual with respect to fighting, casting of spells, etc., and in no way
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New Monster/N.P.C: Helion

The Helion race has been discovered on the Plane of Pandesmos of Pandemonium:.
This race resembles closely the Devils and Demons, found in the Hells and the Abyss.

More intelligent and reserved than their brothers, they usually talk their way out of
a less serious threat, but if hard pressed they will live up to their name.

If used as a wandering monster, the D.M. need only roll their Strength and
Constitution scores (2d10), as Con. can add to their HD. If used as an N.P.C. (AND
ONLY AS AN N.P.C.!), then roll the rest of the abilities.

At creation all Helions have normal chances for psionics and a 25% chance of
having 1d8 wizard spells, rolled randomly. All Helions are created with a 15% anti-magic,
and for every 3 HD above 3 there is an extra 5%.

Helions have a curious ability to carry things. If they acquire a new item, thy
simply slide it over their shoulder, like sheathing a sword, and it vanishes. The item can be
brought back at will, simply by reversing the motion.

Helions enjoy fire, magical and normal, and are not only immune to it, but also
regenerate in it. For every supposed HD of fire damage, they regenerate 1 HP of wounds.

Helions have no mates, are free-willed beings, so no one is sure as to exactly
where they come from. Also if, by some weird twist of fate, a Helion meets some humans,

and travels with them, the Helion just might get to like them and stay wherever he's at,

after a significant length of time(75-100 years ).




Climate/Terrain Native to Pandesmos
Freguency Very Rare ( Rare on Native )
Activity Cycle Any

Diet Omnivore
Intelligence Very to Genius
Treasure Variable

Alignment  Variable Except Neutral and Lawful Good
# Appearing |

AC -3 Base

Move 18'/60' (Fly)
HD 3-18+2
THACO 17 Base

# Attacks 3 Base

Damage/Attk. d6/d6/d8

Sp. Attks  Weapons/Spells ( See Below )
Sp. Def. Teleport Innate

M.R. 15 % Base

Size L

Morale Champion ( 17-18)
XP Value 8000 + 1000 per HD




Climate/Terrain Wooded Mountains to Lowlands
Frequency Very Rare.
Activity Cycle Pack/Flock

Diet Omnivore
Intelligence Average ( 6-10)
Treasure D

Alignment  Neutral to Evil
# Appearing 2-8

AC 3

Move 12'/48'

HD 8-10

THACO 8 HD=10, 10 HD=38
# Attacks 5

Damage/Attk. d6/d6/d4/d4/d8 ( +7 Str.)
Sp. Attks Power Dive ( +4, +4 )
Sp. Def. Displacement

M.R. Standard
Size Large ( 30' wing span )
Morale Champion

XP Value 2500




Climate/Terrain Subterranean Lakes
Frequency Very Rare
Oranization Clan/Family
Activity Cycle Any

Diet  Aquatic Animals
Intelligence Genius(17-18)
Treasure Variable
Alignment Neutrals to Good
# Appearing 1 or Family

AC 2 (base)

Move 24'/48'(swim)/60'(fly)
HD 9 (base)

THACO 13 (base)

# Attacks 3

Damage/Attk. d8/d8/d10
Sp. Attks See Below

Sp. Def. See Below

M.R. See Below
Size Large
Morale Champion

XP Value Variable




New Monster: Aqua Dragon

The Aqua Dragon, a close relative of the Crystal and Blue Dragons, has recently
been put into the books. First discovered in an alternate plane adjacent to the Infinite
Castle, there was quite an uproar. Colored from deep blue to blue green, with extremely
rare liquid black to purple eyes.

An Aqua Dragons' breath weapons are a 120*20*10 cone of boiling water or
scalding hot steam. The water blast lasts for a full three rounds. This gout will cause any
P C. immersed to make 3 successive Dexterity checks, at a -2. If one of the checks is
missed the character must make a Strenght check to avoid being washed away. The
number of feet washed back is equal to the full amount of damage dice possible.

(Example: A character gets hosed by an 8th age Dragon. he saves for half damage, but can
still get knocked back for 6d6+2 feet.) NOTE: this hose will kill a vampire. This hose is a
gout equal to 500 cu.ft. per age level

Its defenses are minimal as its favorite way of conflict 1s to avoid it all together.
First the Dragon can breathe underwater as well as on land. Because of a strange filtering
system it receives a +2 save on toxic clouds and poisons in the water. The bonus does not
apply on injected or ingested poisons.

Aqua Dragons almost never go looking for trouble, and are quick to try and
negotiate. Only if trapped or cornered will they fight. As with some dragons their family is

very close knit. Killing a member will bring about plans for revenge.( this does not

necessarily mean killing the P.C.)




0 Lastly the powers gained at the ages are, at first age 30% chance of ESP or telepathy
50/50). At fifth age Polymorph Self, three times a day. At seventh age, Transmute
Rock to Mud and Reverse, three times a day each. At tenth age Transmute Water to

Dust and Reverse, three times a day each. At twelfth age Legend Lore, three times a day

2t one-third the normal time.




Age AC Water Damage Steam Damage
] z d4 2d4
2 1 2d4 4d4
3 0 2d6 4d6
- -1 2d6+2 4d6+4
: -2 3d6+2 5d6+4
6 -3 4d6+2 6d6+6
7 - 5d6+2 7d6+6
8 -5 6d6+2 8d6+8
9 -6 7d6+2 9d6+8
-7 8d6+2 10d6+10
-8 9d6+2 11d6+10
2 -9 10d6+2 12d6+12
Age Body Tail P/W Spells MR XP
1 13 1-2 - - 500
2 37 2-5 - - 1000
i 7-10 5-10 - - 1500
4 10-15 10-15 1/1 5 3000
5 15-20 15-30 2/1 10 6000
6 20-40 30-50 2\1/1 15 9000
7 40-60 50-70 2\2/2\1 20 12000
8 60-80 7090  3\2/2\2 25 24000
9 80-90 90-110 3\2\1/3\2 30 36000
10 90-100 110-120 4\2\1/3\2\1 35 50000
11 100-110 120-130  4\3\1/4\2\1 40 75000
12 110-120 130-140 4\3\2/4\3\1 45 100000




‘ Climate/Terrain Any (Time and Probability Lines)
Frequency Very Rare
Oranization Family/Clan
Activity Cycle Any

Diet Any
Intelligence S.Genius (19-20)
Treasure Variable

Alignment  Chaotic Neutral to Neutral
# Appearing 1 or Family

AC -1 Base
Move 24'/72'(fly)
HD 10 (base)
THACO 12 (base)

# Attacks 3 + Special

Damage/Attk. d8/d8/d12

Sp. Attks  Breath (Aging/Time Stop)
Sp. Def. See Below (+1 or better to hit)
M.R. See Below

Size Large
Morale Champion (16-17)
XP Value Variable




New Monster: Time Dragon

The Time Dragon has recently been put into its own class. Usually mistaken for a
Crystal Dragon, only recent study has brought it into its own. The Time Dragon has a
transparent or shadowy appearance, but can appear solid if so desiréd. From solid to near
perfect transparency in three rounds gives it a very low armor class.

Its breath weapons are an 80*20*10 cone of time stop (1 rnd/age) or aging for
1d4*10 (at first age) the time stop can only be used 7 times per day and not in sequential
rounds.

For defensive purposes it is an extremely agile creature in the air with speed that
belies its size. Its magic resistance is 2% at birth, and 4% for every age category
afterward. Lastly, twice every day the Time Dragon can shift to any time line or any
probability line. To the line and back equals one trip.

NOTE: If a Time Dragon captures a spell book of any sort there is a 6% chance
per age level that the dragon can use each spell as a scroll.

Time Dragons have veryv close knit families and are usually happy to roam the time
and probability lines, but are more common on the Astral and Ether planes. Day and night
mean little to these creatures as they will eat nearly anything. With their neutral
alignments, they will rarely get involved with human affairs, though they can be bribed.

Powers gained are: at first age 25% chance of telepathy. At fourth age Polymorph
Self. At seventh age, Time Warp (ability to cast one enemy, save vs. spell applies, 1d4

rounds into the past). At eleventh age, Aura Reading, as the psionic. At twelfth age

Precognition, as the psionic.




‘ NOTE: A favorite tactic of the Time Dragon, is if two or more are in battle, they

use their aging breath on themselves. The effect on THEMSELVES is only temporary.




Age AC Time Stop(rnds) Aging(yrs)
-1 1 1d4*10
2 -1 2 1d4+1*10
3 -2 3 1d4+2*10
- -3 4 1d4+3*10
3 - 5 1d4+4*10
¢ -5 6 1d4+5%10
-6 7 1d4+6*10
8 -7 8 1d4+7*10
9 -8 9 1d4+8*10
10 -9 10 1d4+9*10
11 -10 11 1d4+10*10
12 -11 12 1d4+11*10
Age Body Tail P/W Spells MR XP
I 14 1-5 - 6 1000
2 410 5-10 - 10 1500
3 10-15 10-15 - 14 2500
4 15-20 15-20 1/1 18 3000
5 2540 2035 2/2 22 4500
6 40-60 35-50 2\1/2 26 5000
7 60-80 50-70 2\2/2\1 30 10000
8 80-90 70-90 3\2/2\2 34 15000
9 90-100 90-110 3\2\1/3\2 38 30000
10100-110 110-130 4\2\1/3\2\1 42 35000
11 110-120 130-140 4\3\1/4\2\1 46 70000

12 120-130 140-150 4\3\2\1/4\3\2\1 50 75000




Climate/Terrain Temprate-Tropical
Frequency Very Rare ( Uncommon on Shanarra )
Activity Cycle Any

Diet Omnivore
Intelligence d8+6
Treasure None

Alignment  Any
# Appearing 1 or d20*7

AC 8 ( Base )

Move 16

HD 5 Base (+1 Every 3 Levels )
THACO As Rogue of Level equal to HD

# Attacks  As Fighter of Equal Level Plus Any Prof.
Damage/Attk. As Weapon

Sp. Attks Screech ( See Below )

Sp. Def. See Below

M.R. Standard
Size Small ( 2'-3')
Morale Fearless

XP Value 1500




New Race/Monster: Mordacane

Mordacane appear as small, human-like monkeys, Mordacane are a fur-bearing
race from the Prime known as Shanarra. A large majority of the Mordacane encountered
will be, at the very least part thief. Seventy-five percent are single class thief, ten percent
dual-class thief and five percent triple- class thief. The remainding ten percent are other
classes.

As PS's, the Mordacane are open to all classes allowed by humans, and all
multi-classes allowed by half-elves. All the Mordacane's saves are made as per class and
level. The Mordacane can only use weapons and armor specifically sized for them.

In battle the Mordacane are not completely defenseless. Their most potent
manuver is their high-pitched screech. The effect is that of a deafness spell five times the
average duration, with a minus three to the save. Also in the screech combined is a
crystalebrittle for all metal objects, and a confusion spell. This tactic is always reserved
for moments of near-certian doom.

If the Mordacane is reduced to six HP or less they will use a mirror image spell as

an attemt to escape. All Mordacane weapons stats are halved.




Climate/Terrain Temprate forest to Tropic forest
Frequency Rare
Activity Cycle Clan/Family

Diet Variable
Intelligence Average to Genius
Treasure Omnivore

Alignment  Any neutral or Good
# Appearing 1-200

AC 9 (Base)
Move 12 ( Base )
HD 1+1

THACO 20 ( Base )

# Attacks 1

Damage/Attk. d4 or by weapon type
Sp. Attks See below

Sp. Def. See below

M.R. Standard

Size M 4-5'

Morale Steady ( 11-12)

XP Value 250




New Race/Monster: Sky EIf

The sky elves have just recently made themselves known to the worlds. Coming
from one of the innumerable outer planes, they have recently been turning up on many a
prime.

These elves are similar to many of the other elven races, such as the grey elves.

Also there are many things that make them different. Their skin is a pale blue with
white horizontal streaks. Thus the name on this particular prime. Black or silver hair with
steel blue to purple eyes are common. As with all elves there is the plus one to dexterity
and the minus one to constitution.

Innately sky elves have some distinct advantages over most of their brethren. They
all have the ability to jump seven times a day, as per the wizard spell. While in mid-air, the
elf can attack two extra times. These attacks are made at a minus one to hit. Attacks made
on the elf in flight are at a minus two. Upon landing there is a new initiative role made and
combat begins anew. |

NOTE: Add one half a foot for every Strength point beyond thirteen, and same for
every point of Dexterity beyond fourteen. The last differences for the sky elf are also
important. They have at birth a base of five percent anti- magic, and a one percent chance
per level of gaining two more percent. Also the sky elf has an additional plus one to
whatever type of hit die they earn plus the Constitution bonus.

Lastly, sky elves are more in tune with nature than most beings, and can predict

with ten percent accuracy per fifty years what the weather will be like. This attunement

also allows them an empathy with neutral and good avians of all sorts. If the elf is




. melligent it may even spend a language slot on them and learn to communicate. It is

wghly recommended that sky elves play thieves, acrobats, or other classes that require

danng antics.




' The All Purpose Ghostbuster

The All Purpose Ghostbuster is a gnomish
invention. The item was created to be used by
gnomish spies searching for supplies needed to
research the invention of a submersile. The
"Ghostbuster" was needed to combat the undead
controlled by the evil Lich which stole the
valued gnomish blueprints...

The "Ghostbuster" is nothing more than a
spray gun. It has a compartment which holds a
container of liquid such as acid or holy water.
More inventive ghostbusters have invented magic
jars which hold puddings, oozes and other nasty
liquids. The magic jar is costly to construct,
since it must fit the spray gun. The "ghostbuster"
is used by rolling to hit. Any victim is entitled
to the coinciding saving throws against the liquid

in use.




Cloudkill Canister Arrows

Gruly Gumbus was an inexperienced mage
when he was almost killed by a raiding band of
goblins. It seems he was short of area affect
spells at the time and he vowed to protect
himself in the future. Thus the most diverse
tools in riot prevention and mass combat were
inspired...

Canister Arrows are high quality, hand
crafted arrows with cans on their shafts
rather than points. Eac¢h can contains a
dosage of cloudkill gas which creates a cloud
30' across and 20' high. The cloud can be
directed by a mage using a command spell and
it moves 20' per round as long as the mage
concentrates on it after the cloud explodes.
The cloud eventually sinks because it is
heavier than air and it dissipates in thick
vegetation or trees. All living creatures
within the cloud's effect take 1 hp of damage
per round. Any victims of less than 5HD must
save vs. poison or be killed by the vapors.

Further research into canister warfare
reveals many options such as gaseous cannon
balls, bolas, and balloon bombs made of
imported (but expemnsive) gluey substances.
Various gases and agents may be subsituted
(such as blast spores, vellow molds, puddings,
oozes and nasty ingredients of the like). Be
creative and not always deadly. Laughing gas
canisters make for interesting adventures and
protect reputations of otherwise terrible
bards and comedians. Love potion canisters
might disrupt the usual workings of an entire
town while powdered wolfsbane can fend off
most lycanthropes.




Daggers of Death

Isenmouthe Longbottom became an assassin
at age eight when he was hired to kill his
older brother by a local thieves guild. He is
evil as any might come. His only distress
with his job was being caught by tough
fighters after the dagger was in their back.
This resulted in many trips to the local
temple for healing. Longbottom finally ended
this problem when he brainstormed with a mage
friend and couterpart, still unknown to this
day. The result was a deadly set of daggers
and many fallen night watchmen within the
city's realm...

Death Daggers are rare and far between,
but any assassin will tell you they are the
most professional tool of the trade. The
daggers-have blades colored in smokey black
steel and are always of the highest quality.
Sometimes gems are mounted in the hilt which
actually serves as protection to any one not
whispering the predetermined command word
before using the daggers. Anyone failing to
use the proper command must immediately save
vs. the dagger's effects and then faces the
possibility of being drained a level or being
trapped within one of the gems via a majic jar
spell.

The construction of Death Daggers
requires a dagger of at least +2 magical
effect. A death spell is cast upon the
blades followed by permanency. Drain or majic
jar must be cast on the coinciding gems
followed by a permanency before they are
inserted to the hilt. Any other methods of
constuction could lead to a magical explosion
(50% chance).

Death Daggers function as per the death
spell, effecting up to 4HD creatures. A more
powerful version of daggers requiring a 9th
level advanced death spell can be found which
will effect 8HD creatures. Creatures must
save vs. death or die each time they are
struck by the daggers upon expenditure of a
charge via the command word. Creatures with
no hit dice are automatically affected while
undead remain unaffected.




The Everlasting Firefizzler

Garvin Ambus, a city watchmen, often
complained of the constant fire damage to his
home. It seems the place was filled with
vengeful arsonists joyful of causing mischief
for city officials. Garvin told his woeful
tale to the town wizard hoping for some viable
solution to prevent further damage and agony
to his life. This town wizard designed the
first portable, mobile firefighting machine
of its kind after ten years of pain-staking
adventuring and research...

The Everlasting Firefizzler is nothing
more than a wagon with a decanter of endless
water mounted upon its buckboard. Four 100'
hoses are connected to the decanter. Each
hose has a specially researched spell cast
upon it. The spell is pressure pump-

Pressure Pump~ 3rd lvl This spell
provides 50lbs+ 10lbs/lvl of the caster to any
hose or pipeline. The spell is very
convenient in that it avoids the hassle of
bulky, inefficient mechanical pumps of the
gnomish kind (which often have nasty habits
and rarely work properly). The one precaution
is that too much pressure may surge a hose or
pipeline causing a blowout (10% chance with
piping and a 20% chance with hose material
every turn of use).

The Firefizzler is a mobile, lightweight fire
engine that never needs filling. It can
extinguish small fires of 25ft. diameter base
or less in a single round while larger based
fires are handled in multiples.

Further theories in the development of
the Firefizzler include ideas of other
decanters. Decanters of degreaser and other
firefighting chemicals and agents (such as
animated water elementals) have been discussed,
but these ideas are far from reality at the

moment.




Magic Mouth Tape

Magic mouths have been a nuisance to many
a thief while they protect the labratories and
treasured hoards of many a magician. A
thief/priest by the name of Malkein conjured
up a device to aid his sticky fingers in
ridding of such distractions...

Magic mouth tape is a gluey, sticky roll
of tape with a silence 15' radius followed by
permanency cast upon it. When placed upon a
magic mouth, the mouth is made quiet for 1d12
rounds. The tape can also be used on other
creatures, but they are entitled to a save vs.
spell.




e

Malth's Mighty Mover

Malth's Mighty Mover is essentially a power
source of all varieties. It can be used a
pump, a mechanical engine, or to power any
strange invention. In Malth's case, his
research was funded by dwarves. The Mighty
Mover is used to power automatic hammers over
their anvils. The usage enabled the dwarves
to hammer less and increase quality standards
ten fold. -

Malth's Mighty Mover is essentially nothing
more than a see-saw stationed in place with
a pebble on one end. The Mighty Mover can
then be attatched to various wenches and
pulleys so as to be used for tasks at hand.
The pebble has a "Recurring" Turn Pebble To
Boulder (Tome Of Magic)cast upon it.

This causes the pump to move up and down.
Permanent Haste and Slow spells have been
cast on the machine's dial to achieve
proper control measures.




Spectacles of Omnercerion

Omnercerion was an inexperienced half
elven mage who enjoyed his moonshine and
frolicking a bit more than most. The
potential for danger in his habits reflected
on the course of his life when he, in his
drunken wisdom, insulted a much more powerful
and respected wizard. This action doomed
poor Omnercerion to a life of blindness.

After his tragedy, Omnercerion took the
life of a recluse and gave up drinking
completely. He quickly learned braille and
pointed his magical research into a new
direction. Omnercerion sought to see again...

The result of Omnercerion's life are the
following magical items. But more so than
these materials, "the blind wizard" is also
known by magicians to be the developer of
braille spell books and scrolls. Omnercerion
introduced the world of magic to the blind.

Omnercerion developed the following
spectacles which function according to the
coinciding spells:

Spectacles of Trap Finding
Spectacles of Infravision
Spectacles of True Seeing
Spectacles of Magic Reading
Spectacles of Language Reading

Each pair of spectacles is constructed
by casting the coinciding spell on a pair of
spectacles worth 750gp or more followed by a
permanency spell.




The Traveling Carpet

This exotic carpet is a magically enchanted
creature able to fly (as per spell) and carry two
passengers to a nearby plane of existence when
the "master" concentrates for a round. The
carpet may enter a maximum of one plane per turn.

The "master" of the creature is the person
who created it, usually a high level priest.

If the "master” should be killed, the winner
of the battle is the new "master" of the creature.
If set free, the carpet disintegrates.

AC: 2 (0 when in flight)

HD: 4

Move: 120' in flight+special
Attacks: Nil

Damage: Nil

No. Appearing: 1

Inteligence: 0

Alignment: that of its master
XP: 3,000




The Traveler's Temperature Toy

Samuel Gilgas was a mage of some renown
when he pondered this interesting invention.
At the time, he was living in his desert
tower, a desert keep far from civilization.
After many years of seclusion, Gilgas grew
weary from his hours of magical research in
the heat of the desert days. He could not
cast enough cold spells to have much effect
on his destraught surroundings. Then, after
many years of searching for comfort, he came
up with a plausible idea...

The Traveler's Temperature Toy appears
to be nothing more than a sturdy chest with
metal mesh screens built into the sides.
There is a dial with numbers labeled in
degrees on the front of the chest. The chest
is actually an air control unit. A Gust of
Wind spell has been cast in the center of the
chest while Cold and Heat spells have been
cast on the metal mesh. A Control Temperature
spell has been cast on the dial and Permanency
has been cast on the entire chest. The user
need only turn the dial from the "off"
position to the desired temperature (in
whatever units are used locally).
Unfortunately, Gilgas' model contains units
based on an archaic language used by magi
centuries ago, making the item a little more
difficult to use.

Gilgas also had a further theory of using
a Windfan to power the device, but the project
took a backseat to more important research.

Player Characters might be asked to find
and return such a device or to attempt
building one.




Web In a Box

Durik Eurnhart was a private security
guard for his local town's money reserve. The
small merchant town was a likely target of
thieves, making the fighter/mage a weary man
until he found a way to enjoy the easy life
and do his job at the same time...

A Web In a Box looks like a safe. As a
matter of fact, it is a safe, but when opened
a web springs upon the thief breaking in. A
magic mouth then begins alerting the
authorities. If the thief should get past all
this, the safe appears to be empty. Upon
closer inspection, one might notice a secret
compartment in the corner of the safe. This
compartment leads to a portable hole
containing the actual treasure. The portable
hole is a magical construct and part of the
entire safe. It cannot be taken.

Durik Eurnhart became famous for
capturing thieves. His invention and later
development of a small private army led to the
downfall of the local thieves guild.




Desert Storm/Wall of Sand

Range: 120'

Duration: Storm, 1 round;Wall, 12 turns
Effect: Storm in a 20'X20'X20' volume or
Wall of 1,200 sguare feet

This spell can be cast in one of two ways.

A Desert Storm fills a 20'X20'X20' cube

with billowy blasting sand which afflicts

1d6 points of abrasion damage per level

of the caster to every creature in the area.
A saving throw vs. spells can be made for 1/2
damage.

A Wall of Sand is a 1,200 ft vertical wall of
"sand 3ft thick. It requires 1d6 rounds to pass
through. Creatures less than 4 HD take twice as
~long to pass through the wall. Transmute mud

to rock can be cast upon a Wall of Sand to create

an impenetrable wall of stone. Any creatures
passing within the wall when this transmuation
occurs are immobile and take 1d4 points of
suffocation damage per round until freed.

Spellcasting by trapped characters is not possible.

This spell is especially useful in desert lands
All effects and damage multiply X1.5.




Detect Peril 1st
Range: 120!
Duration: 1
Casting Tim
Area gf Eff
Saving Thro

.\.

This spell enables the caster to detect

threatening creatures or humancids under 4 HD
within 120' intending to cause harm to the caster.
When the spell is cast, a 1d4 must be rolled:

1 How many creatures there are (in tange)
2 What kind of creatures there are

3 nothing. No peril is detected.

4 What kind cof creatures and how many

The caster knows:




. Transmute Sand to Glass 2nd
Range: 120'

' Duration: na
Casting Time: 1 round

Area of Effect: 60'
Saving Throw: spell for 1/2 dmg.

The material component for this spell is a

hanful of sand. After being thrown at a

target (roll to hit), the sand transmutes

into shards of glass and delivers 3d6 points .,

of damage to all those within 60'. Those affected can save

for 1/2 damage.
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