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Voices of the Lost 

Part I: On Illefarn and Its Portals 

Thousands of years have passed since the fall of the great elven kingdom of Illefarn which was 
located along the northern Sword Coast between the Western Heartlands and the North. Little is 
known today of this once-mighty realm, often called the Fallen Kingdom*. Learned ones generally 
believe that Illefarn at its height equaled the best that Myth Drannor would later offer. Now, 
farmsteads and fields dot the rolling countryside where Illefarn's forest realm once stood. The 
Misty Forest, Westwood, Ardeep Forest, and the like are remnants of the ancient coastal 
woodland that once stretched from the Kryptgarden Forest south to the Trollbark Forest. The 
populace of this elven nation was a broad mix of sun, moon, and wood elves, with many shield 
dwarves besides. The nation's core lay roughly between the mouths of the Dessarin and 
Delimbiyr rivers, more the former than the latter. Illefarn carried on an extensive trade, by land 
and sea, with other elven, dwarven, and human nations of its time. 

Illefarn possessed numerous portals, but not to the extent that Myth Drannor later knew. This 
proved to be Illefarn's blessing, as it was not invaded (as was Myth Drannor) by extradimensional 
monstrosities who turned the vast number of interplanar portals to their own advantage. In 
addition, Illefarn's portals were nearly all teleportation devices joined to other places on Toril, not 
true gate spells leading to other worlds or planes. The natural world and its endless cycles were 
Illefarn's focus, and the elves believed the living world would go on forever. Still, Illefarn's elves 
understood that their kingdom, grand as it was, would eventually fall and be forgotten. Their 
weighty consideration of history, time, and divination magic revealed no other outcome. This 
news provoked a melancholy that influenced much of Illefarn's art and literature, even touching 
the architecture of Illefarn's dwarves, who carved somber visages on their statues. Militarism was 
never strong in philosophical Illefarn. Though its armies were excellent, Illefarn relied on 
diplomacy and astute political maneuvering (aided by divination spells) to keep peace with its 
neighbors. 

One of the more esoteric uses of portals in Illefarn was for artistic purposes, particularly for what 
the elves called song paths. Great works of poetry were written so that they could be sung for 
hours at a time, and portal networks were created that would be activated as each singer walked 
over certain large, flat, enchanted stones set in the ground. The singer would be transported from 
place to place in rhythm with the song, the scenery in keeping with its message and tone. Minor 
portal systems, independent of each other, were created linking numerous spots in Illefarn's vast 
forest and the lands around it. Few song paths spread farther than this, and many were 
purposefully deactivated after a few decades of use. Those few portal systems reaching well 
beyond Illefarn were the province of the occasional mage, sage, or priest who investigated the 
larger world around. 

Illefarn fell in an uncharacteristic fashion for any kingdom of Faerûn: slowly. Its people left the 
realm steadily and secretly, under pressure from barbaric human tribes, vast floods of marauding 
orcs and goblins, and the aggressive, power-mad wizards of Netheril. Most ruinous to its people, 
resources, and spirit were the five Crown Wars between other elven realms of the period. Neutral 
Illefarn remained out of the fighting until the last war, when its northern colony, Llewyr, was 
destroyed, and the kingdom itself suffered grave damage. Much territory that was once Illefarn's 
was occupied by another elven kingdom for a time. Bowing to the inevitable, however, Illefarn 
was already in the process of being systematically abandoned, province by province, city by city, 
and had been shrinking for many centuries. Its fatalistic rulers continually moved their remaining 
subjects into ever-smaller national boundaries to improve the nation's defensive situation and 
make the most of their vanishing resources. 



Illefarn's situation was dire. The elves knew they could not reproduce quickly enough to replace 
their losses from a major war. Their beloved forest suffered from magically induced blight during 
several of the Crown Wars, and humans cut their trees for timber and firewood, while orcs and 
goblins burned the woodland just for the thrill of destruction. Nonetheless, the elves could 
certainly control how they left the stage of history. Not wishing their command of magic be used 
against them, the Illefarn elves undid the magic wards, barriers, and preservation spells on their 
cities and monuments as they left, letting nature and other races erode what the elves 
themselves could not bear to destroy. The portal systems were always among the first magical 
effects to be removed. Wood elves were the last major group to hold the kingdom against its 
attackers, which is why some historians believe the realm was largely populated by this subrace 
when they were once just a sizable minority in the kingdom's earlier years. 

No grand, sudden battles signaled the kingdom's fall, though the realm was only a shadow of its 
former self after the Fifth Crown War and was entirely gone before Netheril collapsed. The 
remains of Illefarn's capital, the last great city of the realm, was taken over by barbarians less 
than a tenday after it was left empty, about 2,500 years ago. (The old capital is today the human 
metropolis of Waterdeep, though Waterdeep's origins are not widely known even to scholars.) 
Illefarn became legendary in large measure because its elves left so little written material or oral 
tradition behind, and because everything that was left behind was so effectively destroyed. Elven 
cities and manors were taken apart for building materials after being looted of the few valuables 
they possessed. Barbarians defaced carved words, burned artwork, and built crude castles from 
stones that were once the foundations of universities. Even some great works and relics that 
Illefarn's elves took with them as they left were often lost in later wars, disasters, or feuds that 
befell their scattered people. Today, a sage can struggle for decades to locate only one reliable 
source of information on the Fallen Kingdom. 

A majority of Illefarn's sun and moon elves went by ship to Evermeet during the long Crown 
Wars, where they had a profound influence on that island's culture, religion, philosophy, and arts. 
Some elves even say that Illefarn founded all that Evermeet would later become. Some moon 
elves migrated to Evereska, where they had much the same effect. Most wood elves fled south 
during the height of the Fifth Crown War or west to the Moonshaes. The dwarves scattered, most 
heading north to found their own enclaves and join their brethren in battling the orc hordes that 
poured forth in an endless tide. 

Some of Illefarn's wood elves courageously stayed on the mainland in the old forest, their 
descendants now populating the small woodlands that survived the coming of humans and orcs. 
Illefarn was sometimes used as the name of a modest wood elven realm in the Ardeep Forest 
after the abandonment of Illefarn's capital, but in 342 DR the last of its people departed for 
Evermeet following a series of orc attacks*. In the last Council of Illefarn, the leaders of the 
remaining wild elven tribes formally declared Illefarn was no more, though the abandonment of 
the capital, around -1100 DR, is generally taken by other historians (even elven ones) as the 
nation's true end. 

Only three portal networks of Illefarn have survived to the present day. The least of them is 
described here. One of Illefarn's most famous song paths was not deactivated when the kingdom 
was abandoned. The elven noble in charge of disenchanting this song path could not bear to 
carry out his orders, and instead he simply took with him all available copies of the poetic work 
that activated the portal system so that no one but the elves would make use of the portals. He 
further separated all copies of the poem into smaller parts, so no whole version of it remained in 
existence, then scattered them across various elven libraries. This song path was called "Voices 
of the Lost" after the song that activated it, the song that the portal system was meant to 
showcase. It fell into disuse for millennia, completely forgotten* until now. 

*Much confusion exists between scattered historical accounts of the ancient elven Illefarn 
(sometimes written as "Ilefarn") and a more recent political state called Illefarn, consisting of a 



dwarven enclave beneath Mt. Illefarn, in the hills north of the Laughing Hollow and Daggerford, 
and its assorted allies. The latter "Illefarn," also called the Fallen Kingdom, existed between 342 
and 882 DR. In addition, the elven-dwarven-human kingdom of Phalorm (the Realm of Three 
Crowns), was also in this general region from 523 to 615 DR. Phalorm is often called the Fallen 
Kingdom in various histories, further confusing the issue. 



Part II: "Voices of the Lost" 

A brief description of the elven work, "Voices of the Lost," is necessary to understand how this 
particular portal system works. Written by a master bard late in Illefarn's history, "Voices of the 
Lost" is uncomfortably prophetic, a characteristic typical of the finest of this nation's artistic efforts. 
In this song, a human wanderer finds a broad, weathered stone in a field on which elven runes 
can barely be seen. He reads of an elven kingdom in a primeval forest that once rose where the 
stone lay, a kingdom of such grandeur that the wanderer is staggered and awed by the story. 

That night, the wanderer falls asleep on the stone and has a magic dream in which he journeys 
into the distant past to speak with the elves of this kingdom and tell them of their fate. The 
wanderer hopes to prevent the fall of this realm, but the elves already know their fate and have 
elected not to stop it. The wanderer, amazed and frustrated, travels even further back in time, 
meeting kings and mages even at the kingdom's founding over two hundred centuries earlier, but 
all of the elves questioned have at least an inkling of what is to come, and they accept it without 
question. 

By the song's end, the wanderer realizes that the elves, rather than attempting to prevent the 
death of their civilization, elected instead to manage the life of their kingdom so that it reflected 
the best of their ideals at all times, even at its end. The elves avoided the excesses in magic and 
temperament that doomed other cultures before and after them, adhering to their better nature to 
the end and rejecting hatred and bitterness at the natural cycles of growth and death. At the 
kingdom's end, its people scatter and plant the seeds for later kingdoms that will rise to even 
greater achievements, influencing history, civilization, and people on a gigantic scale. The 
wanderer awakens, a sad but wise man, and follows the example of the elves of the unnamed 
kingdom in living his life well while also ensuring the world will be a better place long after he dies 
and his name is forgotten. 

The song path created for this work was set up along what is now the Delimbiyr River. The 
network of portals was one-way and circular. Each portal was tied to a large circular block of 
polished marble about 9 feet across. Runes in the elven tongue of Illefarn (considerably different 
from "modern" Elven) encircled each great disk. The magic activating each portal was of a 
different sort than exists in present-day Faerûn, such that each stone would not register as 
magical until a certain condition was met: a person standing or walking upon the stone, singing a 
particular set of stanzas in Seldruin (the ancient dead language of the elves, especially of elven 
high magic) from "Voices of the Lost." The singer's words and the notes sung would cause the 
stone to become increasingly magical, until the last few words of each group of stanzas were 
said. These were the trigger phrase to activate the portal, and the singer would slowly dissolve 
from view, reappearing over the next portal stone in 1 round's time. There, the singer would 
continue singing and the cycle would repeat. This system was typical of many Illefarn song paths. 

The portal system for "Voices of the Lost" began in the capital of Illefarn, its broken remains now 
somewhere under the streets of Waterdeep. The first portal stone originally lay in a broad 
meadow from which no trace of the buildings of the city could be seen. (The surrounding forest 
screened the structures.) Here, the first stanzas of "Voices of the Lost" were sung by elves 
wishing to take the song path. The wanderer's discovery of the weathered stone was sung, and 
the song's first part ends with the wanderer falling asleep on the stone at night, his magic dream 
beginning. The portal stone would activate at this point, shifting the singer to the next stone, 
which lay exactly where Daggerford is at present. 

The creator of the "Voices of the Lost" portal network used the River Delimbiyr as a metaphor for 
time. The spot where Daggerford stands now represented the unnamed elven kingdom (Illefarn, 
of course) late in its history, the first stop of the wanderer in his dream. Further portal stones 
carried the singer upriver into the Nether Mountains, to the source stream of the Delimbiyr River, 



where the wanderer met the earliest rulers and spellcasters of the kingdom. From here, the portal 
network took the singer to the mouth of the Delimbiyr on the Sword Coast, where the wanderer 
viewed the fall of the kingdom and began to understand the elves' ultimate philosophy and goals. 
The coastal portal then led back to the starting portal stone, where the wanderer awakened and 
set off on his new life. The entire cycle using the portals took about six hours on the average, 
counting periods of silence for reflection and rest. 



Part III: The Portal Stones of "Voices of the Lost" 

Only a part of the circular "Voices of the Lost" portal network now functions. The first portal stone 
was broken up centuries ago by human settlers who used it to build the first streets in what 
became Waterdeep. A few of the quarried marble blocks in spots around the city still have elven 
runes on them, but few are legible. The next six portal stones are operational and are described 
below. They begin at Daggerford and reach up into the Nethers, following the course the 
Delimbiyr took many centuries past. The last portal stone, now near the Lizard Marsh on the 
coast, no longer sends its user on to the now-destroyed final stone, so the user is stranded in 
rather hostile terrain. 

1. The Lucky Lady Tavern, Daggerford 

The portal stone here is now part of the floor in the Lucky Lady Tavern, once a two-story 
warehouse built on a flat stretch of exposed bedrock near the river. The tavern is a popular stop 
for the thousands of merchants, drovers, caravan guards, soldiers, adventurers, and other 
travelers who pass through Daggerford annually along the Trade Way. Most are heading for 
Waterdeep and points north from Baldur's Gate and other city-states of the Western Heartlands, 
or going in the reverse direction. 

The circular marble portal stone was discovered early in Daggerford's existence, but few thought 
much of it. Ancient ruins are not uncommon here, some from Illefarn but many from later states 
and kingdoms, great and small. Most ruins are seen as worthless except for whatever good the 
recovered stone is used for. The dirty portal stone was cleaned when the tavern was set up, and 
its somewhat polished surface now dully shines in front of the main fireplace in the huge taproom. 
Nightly entertainment, if such exists, usually takes place on the marble stone. As the round slab 
does not radiate magic, no one thinks much of it. Only a few of its original runes can be read. 
Occasionally an elf will see the runes, realize that they are from Illefarn, and become saddened at 
the realm's passing (perhaps drinking more as a result). Very few beings can translate Seldruin 
into any present-day tongue, but the old Hamarfae lettering is still seen as timeless and graceful. 

This portal stone symbolized the unnamed elven kingdom's late life, where the wanderer first 
encountered its people. The river is broad and shallow here, appearing slow and quiet, just as the 
elves themselves were increasingly scattered over the world and the fictional kingdom of the 
poem in decline. The poem, "Voices of the Lost," need be recited only for about 15 minutes 
before the portal is activated, and the user sent on to the next portal stone. Here, as with later 
portal stones, anyone standing on the marble disk with the singer will also be sent through the 
teleportation system. Everyone is free to leave a portal stone at any point, but portal travel is one-
way only. 

2. The Delimbiyr - Hark Confluence 

The second existing portal stone lies on a hilltop adjacent to the confluence of the Delimbiyr and 
Hark Rivers, immediately north of the High Moor. From this position, the raging rapids of the 
Delimbiyr leading down to the confluence, itself a violent spectacle, can be clearly seen and 
heard. The portal stone is partially buried by dirt and much overgrown, but it deposits its users 
safely atop the debris. The rapids of the Delimbiyr symbolized the chaos of the Crown Wars, and 
the confluence with the Hark tells of the coming of humans in large numbers, particularly in 
Netheril, and their conflicts with the elves. Also visible from this point, the High Moor is of course 
a stark reminder of the terrible cost of the Crown Wars, as an entire elven kingdom existed here 
before it was destroyed by magic at the end of the Third Crown War. 

The hilltop is visible from any number of halfling- and human-owned farms in the area, settlers 
from Secomber to the northwest. Some local celebrations are held on the hilltop, and anyone 



appearing over the portal stone has a low but significant chance of interrupting the ceremonies. 
As everyone here is well armed because of the frequency of monsters wandering in from the High 
Moor, the arrival of the portal user might be taken poorly by surprised farmers. Guards will be put 
up after the first appearance of anyone on the portal stone. If the initial visitors were hostile, future 
visitors will be peppered with arrows before they can get out a word. "Voices of the Lost" must be 
recited for 30 minutes here before the portal activates again. 

3. The Shining Falls, Graypeak Mountains 

The grandeur of the Shining Falls, representative of the fictional elven kingdom at its height, will 
surely impress any user of the portal network. The portal stone here is actually on a rocky, shrub-
covered island in the middle of the top of the horseshoe falls, near the drop-off. The view from 
here is stupendous, and the roar and spray from the Delimbiyr engulf any visitor on the rock. An 
unmatched view of Delimbiyr Vale lies in one direction, and the great cliffs and trees of the 
Graypeaks lie in the other. There does not appear to be any way to leave the island, and food 
here is scarce unless one is a fisher. 

The visitor will have other problems, however. A respectable force of Zhents and Zhent-backed 
bandits is present, primarily below the falls but with several patrols and camps above the falls, 
with clear views of the island in the middle. About 280 human soldiers are here, including clerics, 
wizards, mages, and so on. Sixty orcs are also present for heavy labor and other tasks. The 
largest camp of Zhents is well hidden in a series of caves behind the bottom of the falls, once a 
royal dwarven tomb complex. 

The appearance of anyone on the island above the falls causes instant consternation among the 
Zhents, who until this point were able to keep their operations here secret. They mean to attack 
peoples farther to the north, particularly Sundabar, but the mess at Hellgate Keep is blocking their 
plans. The Zhents are heavily armed and will attack without mercy, aiming to kill intruders unless 
they can be captured, questioned, and then killed. The Zhents will be extremely interested to find 
out about the portal stone, which they found (partly covered with dirt) but have ignored as 
worthless. 

If the portal users are at all good with maps, they will quickly note that their progress upriver is 
taking them in the direction of Hellgate Keep. The PCs may, of course, elect to leave the portal 
stone at this point rather than risk going onward, assuming they survive the Zhent attack. "Voices 
of the Lost" must be recited for a full hour before the portal activates again. (The wanderer has a 
long conversation with the wise coronal of the elven kingdom and his court.) 

4. Abandoned Elven River Port, Eastern High Forest 

Originally, this portal stone rested on the west bank of the upper Delimbiyr River, with the 
northernmost Graypeak Mountains to the east and the High Forest to the west. The Delimbiyr is a 
young, fresh, roaring torrent in this place, representing the elven kingdom of the poem in its early 
days. However, this portal is also in the territory of the ancient kingdom of Eaerlann, and the 
Eaerlann elves had established an extensive river port just a mile downstream of this spot. Just to 
be nice about it, the Eaerlann enchanted the woods around the portal stone to reduce the level of 
noise so that the portal users would not be interrupted in their appreciation of "Voices of the Lost." 
(The poem was popular in Eaerlann, too.) 

Then Eaerlann and Illefarn both fell. The dock complex south of the portal stone was abandoned. 
Presently, aside from wild elven patrols from the High Forest, few dangerous creatures exist in 
this immediate area, if one does not count the griffins. At any time during the day, 2d4 griffins are 
visible in the sky as tiny dots. Though they prefer deer meat, they are not choosy and will attack 
anything that looks inviting. The wood elves know enough to avoid showing themselves on the 



west bank in daylight, as the griffins have superb vision. The PCs on the portal stone cannot help 
it, as the poem must be recited for 30 minutes before the portal activates. 

5. The Talons, Nether Mountains 

The fifth portal stone is high in the Nether Mountains in what is now a desolate, rock-strewn area 
that was actually quite beautiful once. It rests about 600 feet from a broad brook that was once 
much closer to the portal stone. The brook is one of the headwaters of the Delimbiyr, 
representing the poem's kingdom at its founding. Oddly, the portal stone here is quite clean and 
in excellent shape. Only 30 minutes of poetry reading are sufficient to activate the portal. 

The portal user is some miles north of Hellgate Keep, but is in the immediate vicinity of a former 
inhabitant of that pit of evil. A single baatezu of low power but clever nature makes its lair in a 
shallow cave very close to the portal stone. The DM can decide what sort of devil this creature is, 
but it should be more than a match for the PCs, and capable (by innate powers or magic devices) 
of going invisible and changing shape into human form. The devil realized the portal stone was 
unusual long ago, after it had been chased out of Hellgate Keep by assorted other monsters and 
set up shop here. It regularly cleans the stone and attempts to decipher the Hamarfae script (the 
script of Seldruin) around the edges, but without success. Before the PCs appeared, the devil 
discovered that the stone was becoming increasingly magical (as the portal was being activated), 
and it took whatever precautions the DM decides are necessary to defend itself. It cannot be 
surprised. The devil has a minor treasure hoard here including a few magic items that it uses in 
its defense as well as to kill or maim intruders. It is possible that the devil (in disguise) will want to 
accompany the PCs through the portal system for a few more steps before attacking them. 

6. Lizard Marsh, Sword Coast 

The final operational portal stone in this system was on the shoreline of the Sword Coast by the 
Delimbiyr's mouth, symbolizing the elven kingdom's fall and disappearance into the pages of 
history (the sea). Rather, the portal stone used to be on the coast, but the coastline has moved 
inward over the last few thousand years. The portal stone is now covered with mud to a depth of 
50 feet, but it still deposits its users on the semisolid ground above it -- which is to say, the bottom 
of the sea. The user finds that he or she is now 25 feet below water and must swim to the surface 
to get air, then swim about 150 feet to the shore. Weather conditions are at the DM's discretion. 

Swimming ashore is particularly problematic, as the mouth of the Delimbiyr is not only farther 
inland but is now the Lizard Marsh. A large tribe of hostile lizard folk and their pet giant lizards 
lives in this particular area, and they regard humans as a welcome alternative food source, more 
flavorful than fish and probably more nourishing. Plus, human captives scream, and fish do not, 
which is a big point in favor of eating humans when one can catch them. 

In ancient times, reading more poetry over this portal stone would have sent the user back to the 
original portal stone in Illefarn's capital. Alas, as the capital portal stone has been destroyed to 
make cobblestones in Waterdeep, the portal user is trapped here and (assuming the hazards of 
Lizard Marsh are negotiated) must walk back to Daggerford or catch a ride. Note that the devil, if 
it accompanies the PCs, is not greatly inconvenienced by being submerged in water. 



Part IV: Activating "Voices of the Lost" 

One possible way to introduce this portal network is to have the PCs be in Daggerford at the 
same time a well-known bard there announces that she has a special announcement and special 
performance to make at the Lucky Lady. The half-elven bard is a part-time historian as well, and 
she has researched the legends and (few) known facts about Illefarn for most of her life. She 
believes she is a direct descendant of one of the wood elves of Illefarn -- but then, so are many 
other elves across in this region, know it or not. 

The bard's announcement is that she has managed to piece together, from many sources, one of 
the great lost poetic works of Illefarn. The simplest translation she can make of the poem's title, 
from its original Seldruin into Common, comes out as "Voices of the Lost." She plans to sing the 
song for the assembled crowd in its original language, which the bard has managed to learn. The 
poem is sung a cappella as it was originally written. As the bard is widely known for the 
exceptional quality of her voice, the surprise performance, even on such short notice, swiftly 
causes the Lucky Lady to be swamped with the largest audience it has seen in several years, 
with an unusual number of elves in attendance. The tavern is in danger of selling out of alcoholic 
drinks hours before the performance is even scheduled to start, and some shipments of wine and 
ale destined for elsewhere are suddenly derailed to meet the demand. 

Though most nonelven patrons could care less, the bard's historical research was astounding, 
indeed. Despite the difficulties she faced, her detective work in assembling the long poem was 
flawless and inspired. She was allowed access to several protected libraries in Evereska and 
Candlekeep in her research, and she has already delivered copies of her final reconstruction of 
the poem (and its translation into Common) to the libraries that aided her. The poem's 
reconstruction and translation are regarded by elves who have read them to be unparalleled 
masterworks, an event akin to discovering a lost play of Shakespeare in the modern world. The 
bard's eternal fame among the elves is ensured. Some elves from Evereska, tipped off about her 
performance here, arrived in Daggerford earlier under the pretense of being on other sorts of 
trips, and they were swift to get to the Lucky Lady for the performance. 

The poem's interaction with the portal stone, however, is entirely unexpected by everyone. 
Fifteen minutes into one of the greatest recitals of ancient poetry ever made, while elves weep 
openly for their lost realm and other races sit entranced at the music -- the bard vanishes while 
standing on the portal stone, which began to register as increasingly magical during her 
performance. She's activated the portal and has been involuntarily sent on to the next one. The 
portal stone's magic vanishes with her disappearance, but it can be activated again under the 
usual circumstances. The scene inside the Lucky Lady is a screaming riot, with everyone hunting 
for the bard. Many elves are convinced that antielven forces are behind the disappearance. Some 
say the poem was cursed, others cry that the elven deities who watched over Illefarn have taken 
the bard to hear the song for themselves. Martial law is declared. Chaos reigns. 

The PCs may choose to pick up the scattered copies of the bard's notes, left behind on a table 
before she vanished, and attempt to duplicate her actions. Luckily, the bard's notes show how to 
pronounce the unfamiliar words in Seldruin for anyone who speaks only Common, but this 
process is laborious. Have anyone attempting to read the transliteration of "Voices of the Lost" 
make an Intelligence check for every 5 minutes of reading. A failed check means the reader takes 
an extra 5 minutes to finish this segment of the poem. For example, activating the first portal 
takes 15 minutes normally, or 30 minutes total with three failed Intelligence checks. 

The fate of the half-elven bard is left to the DM to decide, but the PCs should move quickly if 
there is to be any hope of rescuing her before she gets to the most dangerous portal stones. (She 
quickly figures out what happened, but she becomes determined to follow the portal system to its 



end, at any cost.) Elves in particular wish to see the bard returned in the fastest possible time. 
This would be a good adventure for elven PCs, particularly if one is related to the bard. 

It is possible for the PCs to put this portal system to some use, but as the portals are one-way 
and do not link up to major trade centers, such use is questionable. However, elven spellcasters 
and historians will jump at the chance to explore the portal network, once the PCs have worked 
the bugs out of it. Discovery of the portal system as well as the lost poem will become a major 
topic in the clack across Faerûn for months to come.  



The Winding Serpent 
 

A sinister yuan-ti network stretches across Faerûn, from the jungles of Chult to the depths of 
Skullport. A master plan unites the creatures' efforts, and magic portals connect their secret 
temples and lairs. Step through a gateway to mystery, but make sure your swords and spells are 
ready! 

"The Winding Serpent" is a portal network connecting four far-flung regions of Faerûn: the 
Serpent Hills in the Western Heartlands, the subterranean city of Skullport beneath Waterdeep on 
the Sword Coast, the Black Jungles of the Chultan Peninsula, and the city of Hlondeth in the 
Vilhon Reach. These four regions all harbor a significant population of the snake-people called 
yuan-ti: a cursed race of evil geniuses who plot to dominate the world.  

How to Incorporate the Winding Serpent Into Your Campaign 

Introduce the Winding Serpent as part of an established campaign, or use the network as the 
backbone of a mini-campaign all its own. Consider the following hooks to draw characters into 
yuan-ti plots . . . and their portals. 

 Player characters adventuring in the Serpent Hills stumble upon a portal in that region, 
either on their way to another location or after completing their latest adventure. They 
could be searching for the Dungeon of Swords (see page 294 in the Forgotten Realms 
Campaign Setting) or the portal to the Evermoors the dungeon is rumored to contain. 
Alternatively, they could be returning from a victory over a red dragon in the hills. 

 The heroes encounter a portion of the yuan-ti plot in the small town of Soubar (population 
1,038), south of the Serpent Hills near Boareskyr Bridge. Pursuit of a pureblood strike 
team or a tainted one spy leads them out of the town, into the hills, and to the general 
vicinity of the portal there. 

 Characters whose adventures take them to the den of iniquity called Skullport run afoul of 
Zstulkk Ssarmn's plots in the city, and accidentally discover either portal there. Or 
adventurers in Waterdeep run across Ssarmn's agents or former agents (such as Juz'la) 
and find themselves drawn into intrigue. 

 Lord Quwen of Ormath, in the Shining Plains, hires the PCs to investigate rumors of 
hostile lizardfolk in the nearby Wetwoods (see page 216 in the Forgotten Realms 
Campaign Setting). Following the lizardfolk trail from the Wetwoods into the Deepwing 
Mountains, the characters discover the disputed portal near Surkh. 

 Heroes seeking the fabled riches of Chult stray too far to the east and run afoul of the 
yuan-ti in the Black Jungles. Getting entangled in their alliance with the Rundeen lead the 
characters to investigate the spies they send to northern ports, while infiltrating their 
hidden temples leads to the portal that drops them in Hlondeth. 
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Serpent Hills 

In the midst of the Serpent Hills, astride the upper reaches of a small river that feeds the 
Serpent's Tail Stream, the petrified body of a gigantic serpent lies mostly buried in the ground. 
One coil of the creature's immense corpse forms an arch over the stream, while its head and tail 
protrude from the rocky ground some 500 feet apart.  

A portal near Hlondeth leads to the mouth of the petrified serpent, which yawns about 50 feet 
above the ground. The natural inclination of most travelers through the portal is to get out of the 
mouth as quickly as possible; in fact, the yuan-ti have placed a coil of rope in the mouth, firmly 
attached to one of the serpent's petrified teeth, to encourage unwanted visitors to follow that 
instinct. When the yuan-ti use this portal, however, they use a secret door they've built in the back 
of the mouth that leads into the narrow passages inside the serpent. The secret door is fairly well 
hidden, requiring a Search check (DC 25) to find it. Because the door is stone, a dwarf's 
stonecunning bonus applies to this Search check. 

Maps of the petrified serpent are located in the Map-a-Week archive. Download a low-resolution 
JPEG or a high-resolution TIFF.  

Near the head of the petrified serpent, but some 50 feet underground, some enterprising gnomes 
(perhaps the same ones who dug the famous Dungeon of Swords) long ago established a small 
mine complex. Now long abandoned by its original owners, this mine serves as a way station for 
the yuan-ti who use these portals. These yuan-ti have extended the mines to connect to their 
extensive network of tunnels crisscrossing the Serpent Hills and the surrounding area.  
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The yuan-ti of the Serpent Hills rule a loose kingdom of reptilian creatures, in a tenuous alliance 
with a number of spirit nagas and dark nagas. The bulk of this kingdom's population are 
ophidians, a lesser race of serpent people. Shortly after the fall of ancient Netheril, this Kingdom 
of the Snakes became a mighty force in the Heartlands, with its capital temple-city in the western 
end of the Forest of Wyrms. Founded on ancient Netherese ruins, the rulers of this temple-city 
(called the Shrine of Cowled Serpents) used Netherese artifacts to help them dominate the region 
for over a century, until a coalition of human wizards from nearby kingdoms banded together to 
put down the threat they represented. Their capital was destroyed and the yuan-ti forced to flee 
the Forest of Wyrms, most of them taking up residence in the Serpent Hills. 

A village called Serpent's Cowl (population 795) now stands on the ruins of this ancient yuan-ti 
capital, much to the chagrin of the yuan-ti. They would like nothing better than to slaughter the 
villagers and reclaim the ruins, reestablishing the ancient capital of their degenerate kingdom and 
the Netherese artifacts that still lie within the ruins. Some older residents of Serpent's Cowl 
believe they have a sacred duty to watch the area lest the yuan-ti return. They grow nervous 
about the increasing presence of ophidians dealing with the merchants at Boareskyr Bridge, 
apparently hoping to purchase any Netherese artifacts unearthed from nearby ruins. They also 
fear the rising numbers of snakes and snakelike creatures within the Forest of Wyrms.  

However, the brave defenders of Serpent's Cowl remain completely unaware of the true threat to 
their city, which has little to do with ophidian traders or mutant serpents. The yuan-ti of the 
Serpent Hills have recently developed a technique for infecting humans with a tiny portion of their 
corrupted essence, creating a new type of servitor -- the tainted one (see pages 94-96 in Monster 
Compendium: Monsters of Faerûn. While pureblood yuan-ti look mostly human, tainted ones are 
indistinguishable from humans and serve as incredibly effective spies among the population of 
Serpent's Cowl -- as well as Boareskyr Bridge, Soubar, Thiel, Scornubel, and Baldur's Gate. 

The yuan-ti also use another highly effective tool in their plots against the humans of the Western 
Heartlands: an additional portal located in the tail end of the petrified serpent, in the observatory 
atop the Sorcerer's Tower. The portal, shaped like a skull and occupying most of the southwest 
wall, stands about 9 feet tall. This variable portal functions differently depending on which of two 
keys is held by the creature activating it. If the creature carries a disembodied skull (as the form 
of the portal would seem to suggest to the unknowing), the portal connects to a remote region of 
the Barrens of Doom and Despair, an Outer Plane that is home to some of Faerûn's most evil 
deities (including Bane, Beshaba, Hoar, Loviatar, and Talona). Should the activating creature 
carry a live snake (or a snake and a skull), the portal functions as the yuan-ti intend, opening into 
the bowels of Zstulkk Ssarmn's private residence in Skullport.  

http://www.wizards.com/dnd/article.asp?x=fr/pg20010711b


Skullport 

In the wretched heart of this subterranean city's mercantile district, a magnificent structure stands 
out among the nearby homes and taverns: a mansion called "the Snake Pit" by its wary 
neighbors. The building's walls are carved with images of serpents and scales, and two snake-
tailed halfblood yuan-ti stand guard at its gates. This imposing edifice is the residence of Zstulkk 
Ssarmn, a prominent slaver and a yuan-ti abomination. 

Inside Zstulkk's mansion, a coiled ramp leads down into the stone below. At its bottom lies a 
cavern lit with lurid red flame. Magic heats pools of water and causes small geysers to erupt 
around the cavern floor, making the atmosphere steamy, much like the southern jungles, though 
no trees or ferns grow this far underground. From the cavern floor, a small step pyramid rises like 
a coiled serpent, its stone walls carved with more reptilian imagery. At this temple, Zstulkk 
Ssarmn leads his yuan-ti brood in worship of the god they call Sseth, whose name in Mulhorand 
is Set. The yuan-ti revere this evil deity as the snake-god of Chult, and believe he will lead them 
back to the power they held at the dawn of time, when a mighty nation of serpents held sway over 
the entire Chultan peninsula from the Peaks of Flame to the Mhair Jungles.  

The skull portal in the Serpent Hills leads to this humid cavern far below Skullport. Travelers 
emerge from thin air right in front of the entrance to the temple -- and right under the watchful 
eyes of two halfblood guards. In addition, a carved snake's head juts out above the temple 
doorway, its ruby eyes serving as a scrying mechanism for Zstulkk Ssarmn. In his sleeping 
chamber in the mansion above, a mirror hangs on the wall, its silvery surface constantly showing 
what the snake's gemstone eyes can "see." The halfblood guards greet yuan-ti visitors from the 
Serpent Hills formally, and invite them to refresh themselves in the warm pools until Zstulkk 
Ssarmn can meet with them. They swiftly attack any other creature who passes through the 
portal, but try to take captives rather than kill outright, so that Zstulkk can interrogate them at his 
leisure. 

http://www.wizards.com/dnd/article.asp?x=fr/pg20010718b
http://www.wizards.com/dnd/article.asp?x=fr/pg20010718b


 

Zstulkk Ssarmn is an important figure in Skullport's thriving slave trade, and one of the founding 
members of the Iron Ring -- a consortium of slavers who keep the slave business running in the 
city. Having only recently completed his temple to Sseth, Zstulkk is working hard to increase the 
numbers of yuan-ti in his employ. He encourages his underlings in vigorous breeding programs, 
and keeps eggs safe in the subterranean temple. He also accepts new recruits from Chult, the 
Serpent Hills, and Hlondeth, but does not allow any yuan-ti to remain in the city without joining his 
organization and swearing loyalty to him. Zstulkk dreams of bringing all of Skullport under yuan-ti 
domination, forming the city into a serpentine city-state with himself as priest-king.  

In addition to the yuan-ti who travel via the portal to Skullport, Zstulkk Ssarmn happily welcomes 
pureblood and tainted one spies from Chult who travel to Skullport via merchant ships operated 
by the Rundeen (see pages 105-106 in the Forgotten Realms Campaign Setting). Zstulkk 
commands legions of spies throughout Skullport and even in Waterdeep above, for he has come 
to realize that information is perhaps the most valuable commodity in Skullport. 

http://www.wizards.com/catalog/product.asp?wtc11836


Skullport lies along the subterranean river Sargauth, and over the centuries several portals large 
enough for entire ships to travel through them have been built in cavern walls along this 
waterway. One such portal stands in the wall about 400 feet east of Skull Island, only faintly 
visible as a scratched outline in the stone. (A successful DC 30 Spot check enables a character 
to notice it from a ship's deck; characters actively scanning for it can find it with a successful DC 
20 Search check). Triggering the portal requires no special key, just extraordinary confidence on 
the part of the ship's pilot: The vessel must simply be steered bow-first into the wall. When the 
bowsprit makes contact with the portal, the vessel and all its contents are transported instantly to 
the middle of the Lapal Sea, about 2,000 miles to the south-southeast at the base of the Chultan 
peninsula. 



The Black Jungles 

Any ship floating in the midst of the Lapal Sea is surrounded by jungles: the Black Jungles to the 
west and the Mhair Jungles to the east. Cool breezes blow over the water to break the sun's 
unforgiving heat and disperse the swarming clouds of gnats and biting insects. The water flows 
gently toward the Great Sea to the south, fed by four rivers, two originating in the mountains to 
the north (a spur of the Hazuk range), the other two bubbling up in the midst of the Mhair. The 
sun glaring overhead and reflecting off the water offers a stunning contrast to the darkness of 
Skullport, and yuan-ti travelers are generally anxious to take cover in the shade of the jungle. 

The Black Jungles were once the heart of a yuan-ti empire, or so their legends say. Around the 
time of Netheril's collapse, an avatar of Set appeared in the jungles of Chult as a yuan-ti 
abomination with gargantuan wings. The avatar, called Sseth, forged a nation of serpents that 
stretched from the Peaks of Flame to the eastern extent of the Mhair Jungles, enslaving the 
emerging human cultures of the region. This yuan-ti empire, called Serpentes, dominated the 
Chultan peninsula for several centuries before Sseth disappeared and Serpentes collapsed 
without his leadership. Scattered remnants of the yuan-ti nobility of Serpentes worked their 
influence in distant regions: A snake cult that originated in the Shining Plains spread under yuan-
ti leadership as far as Calimshan and the Vilhon Reach, while another human tribe moved into 
the Forest of Wyrms to seek ancient relics of serpentkind and unleashed an ancient curse that 
transformed them into ophidians.  

For centuries, Sseth remained distant from the yuan-ti, and tales say that he lay in a state of 
torpor while his people struggled to regain their lost power. During the Time of Troubles, Sseth 
reappeared in the Black Jungles for a time, rousing his clergy and exhorting them to muster their 
strength in preparation for a time when Serpentes would be reborn. 

Now, some thousand years or more since the fall of Serpentes, three yuan-ti tribes struggle for 
dominance over the Black Jungles. The Eselemas and Jennestas tribes have formed a loose 
alliance, but the Sesehen tribe remains the largest and most powerful. Its power comes in part 
from its alliance with the Rundeen trade consortium of Tashalar, exchanging exotic spices and 
poisons for slaves and a means to transport their spies to ports in the north. Their spies, 
assassins, and thieves are scattered throughout Faerûn advancing the yuan-ti master plan.  

The Sesehen engage in extensive experimentation with the other creatures of the Black Jungles. 
Their most successful creation is the ti-khana, a sort of crossbreed of serpent and deinonychus. 
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The Sesehen tribe also derives power from the fact that it controls the Pit of Vipers -- a vast, 
overgrown stronghold that sprawls on the northwestern shore of the Lapal Sea. Once the capital 
city of Serpentes and the seat of Sseth's reign, most of the Pit now lies in ruins, covered with 
jungle undergrowth, though teams of yuan-ti move regularly through the ruins, clearing debris and 
rebuilding where they can. A central temple area still forms the center of yuan-ti power in the 
Black Jungles and Mhair. Priests of Sseth -- and most other yuan-ti, regardless of their tribe -- 
consider the Pit of Vipers the most holy location on the face of Faerûn, and a vast egg chamber, 
tended by broodguards, lies under its central altar.  

In the deep bowels of this temple, another portal links the priests of the Sesehen to their greatest 
allies, the yuan-ti of Hlondeth. Before the holiest altar of Sseth, where the avatar himself is said to 
have coiled while he ruled Serpentes, lies a shallow pit full of writhing snakes. In the center of this 
pit stands a raised dais where no serpent crawls. Inscribed with a mystical pattern formed of 
snakelike shapes, it is the portal. There is no key. The portal operates 5 rounds after any creature 
sets foot on the dais. Yuan-ti accessing the portal use that time to assume postures of reverence 
and respect. When activated, the portal instantly transports all creatures standing on the dais at 
that instant to an identical temple in Hlondeth. Because the two temples are images of each 
other, it is difficult to be sure the portal has functioned . . . except for the figure on the altar. 



Hlondeth 

While the altar in the Pit of Vipers lies empty, a memorial to the long-vanished Sseth who ruled 
from there a thousand years ago, the altar of the identical temple in Hlondeth is anything but 
vacant. Unwelcome visitors who find themselves in the Hlondethan temple are not always quick 
to notice the change -- until the figure who occupies the altar brings herself to speak. When she 
does, her words are almost invariably a death sentence upon those who would trespass into her 
holiest of holy places. She is called the Serpent Sibyl, and among certain yuan-ti in Hlondeth, she 
is worshiped as Sseth reborn. 

The Serpent Sibyl appeared in Hlondeth in Alturiak of 1372 DR (roughly six months before the 
start of the new Forgotten Realms campaign, as described in the Forgotten Realms Campaign 
Setting). She established herself in a temple to Sseth that had long lain vacant, visited only 
occasionally by the complacent state priests loyal first to the Extaminos family and, a distant 
second, to the yuan-ti as a whole. She has swiftly killed any yuan-ti who came to the temple and 
refused to worship her, including a distant Extaminos cousin. Dediana Extaminos, the city's yuan-
ti ruler, has not yet made up her mind whether to worship the Serpent Sibyl or not, and keeps her 
distance from the temple.  

Meanwhile, a strong faction of yuan-ti serves the Serpent Sibyl with blind loyalty. They are 
convinced that Sseth has returned in her hideous form, mightier than ever and ready to lead them 
to victory over the mammal races of Faerûn. In her name, yuan-ti agents across Faerûn plot and 
spy and kill, preparing her way to world domination. At her orders, they scheme to wrest 
Serpent's Cowl from human control, re-establishing the ancient yuan-ti capital (called the Shrine 
of Cowled Serpents) and the power of the northern yuan-ti kingdom. In her honor, Zstulkk Ssarmn 
plots to seize control of Skullport -- then work his way up toward Waterdeep, the City of 
Splendors. In her name, the Sesehen tribe works toward rebuilding the Pit of Vipers and unifying 
the yuan-ti tribes of the Chultan peninsula, rebuilding the southern yuan-ti kingdom. Under her 
leadership, the yuan-ti of the Serpent Hills, Hlondeth, Chult, and Skullport could be united into the 
mightiest empire of serpents Faerûn has ever known.  

The Serpent Sibyl's directs her primary efforts toward the areas where yuan-ti historically ruled 
mighty nations (Chult and the Serpent Hills) though the city-state of Hlondeth, with its ruling family 
of yuan-ti, is obviously a key location as well. Her activities through Zstulkk Ssarmn in Skullport 
reveal her willingness to expand her vision beyond the memory of ancient glory to consider new 
opportunities and goals. Skullport's location directly beneath Waterdeep -- easily the most 
important port on the Shining Sea -- makes it an attractive area to extend yuan-ti influence; the 
surface city is rife with pureblood and tainted one spies, even as Zstulkk plots below. While the 
Serpent Sibyl waits to see if Zstulkk's plans will bear fruit, she keeps a close watch on the Inner 
Sea as well, particularly Cormyr and Sembia. Nearer to home, she maintains a vigilant watch on 
Dediana Extaminos and the yuan-ti nobles close to her, planning to win them to her cause or, 
barring that, eliminate them and put a new yuan-ti ruler on Hlondeth's throne.  

The Serpent Sibyl also works to defend Hlondeth's portal that leads to the Serpent Hills {{link to 
part 1}}. The portal lies in the Deepwing Mountains near Surkh, in territory that is claimed by the 
lizardfolk of Surkh. Her yuan-ti agents have built a small fort around the portal, but they have had 
to fight off regular lizardfolk assaults in order to retain control of the fort and keep their 
passageway to the Serpent Hills open. Unable to breach the fort's walls, the lizardfolk have taken 
to ambushing parties of yuan-ti that come from Hlondeth to use the portal. The lizardfolk's 
presence is a constant thorn in the Serpent Sibyl's side, and she ever ponders the best course of 
action to deal with it. If she can muster the necessary forces from Chult, the Serpent Hills, and 
Skullport, she will almost certainly move against the city of Surkh before the year's end. 

http://www.wizards.com/dnd/article.asp?x=fr/pg20010801b


The portal itself is a slab of stone, 8 feet tall and 4 feet wide, jutting up from the earth at a sharp 
angle. Serpentine symbols trace the eastern side of the slab, marking the portal's presence, but 
the portal activates only when the early-morning sunlight shines full upon the stone. During this 
time, any creature touching the stone is drawn through the portal and deposited in the petrified 
serpent's mouth in the midst of the Serpent Hills. The nature of the portal makes its defense 
particularly important, as traveling yuan-ti typically arrive at the stone several hours before it can 
operate and need a safe place to wait for dawn unmolested by lizardfolk raiders. 



Portals of Lantan 
 

Lantan is a near-mythical island out in the Trackless Sea where gnomes invent wondrous things. 
Strangely, although the island’s name is known throughout Faerûn, almost no one who wasn’t 
born there has visited. Lantanese traders usually sail to other ports rather than accepting traders 
in their own port, and no commonly known portals take travelers there. 

Of course, there might be some commonly unknown portals operating under everyone’s noses. 
Take a look at four portals that travel into and out of Lantan, and meet the people who put them 
there…if you can find them. 

 The Welcome Gates 
 Lantan to Samarach 
 The Lamstrand family portal  
 Lantan to Pirate Isle 
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he Welcome Gates 

The Lantanese government has two great desires for their people: to let them invent, and to be 
allowed to do it safely. While wars and nations raged on mainland Faerûn, Lantan has maintained 
peace and noninvolvement. The most amazing facet of Lantan’s obscure security is not that they 
stay hidden, but that they do it without looking like they’re hiding. 

In retrospect, this is not a terrible surprise from a nation whose main inhabitants prize trickery. 
The Lantanese do not erect stout defenses or possess overwhelming offenses; they just look 
uninteresting and give the impression that they are too much trouble to invade. They claim to be 
open and willing to trade, but they develop obtuse entry statutes and trading policies for nations 
they would rather avoid. They rarely hide, but they have a near-bottomless supply of diversionary 
tricks. As the old gnome expression says, "Always smile, but do it with false teeth." 

Nowhere is this policy more evident than the absurdly named "Welcome Gates." The Welcome 
Gates is a large, clearly labeled (but never advertised) portal leading from the Lantan Embassy in 
Waterdeep to an area known as the Visitors’ Vale right outside Anchoril on Lantan’s southern isle. 
On both ends, the portal is 12 feet tall, 8 feet wide, and bordered by a metallic frame imbedded 
with countless whirring mechanical gewgaws. Travel through the Welcome Gates is ostensibly 
free and open. In reality, it’s troublesome and convoluted by design. 

Lantanese residents and their families have access to the portals whenever they it. Residents 
must show a passport and proof of residence, and they may obtain a gate pass for a small fee. 
The process for obtaining a gate pass by non-Lantanese is a labyrinthine five-day affair involving 
numerous forms, daily trips to various official buildings around Waterdeep, and signatures from 
three to six different city officials (depending on the stated nature of the visit). 

Welcome Gate hours for nonresidents are only the daylight hours between dawn and dusk, 
except between highsun and afternoon, when they are closed. The precise interpretation of when 
highsun and afternoon begin and end depends on who is acting chief portal warden that day. 
Illiterate visitors are flatly denied entry (according to the application handbook) as Anchoril can be 
dangerous to visitors who cannot read warning signs. 

The gate pass is a small wind-up toy -- a tin bird with flapping wings. Portal wardens inform 
visitors that the gate pass is the portal key. The key is actually the word "enjoy," spoken in 
Gnome, which a warden works into the conversation as visitors stand before the portal, ready to 
activate it with their phony key. 

Most of the paperwork and runaround that Welcome Gate portal wardens require is perfunctory, 
and like many gnome behaviors, a blind for the actual process. Regardless of an applicant’s 
ability to fill out forms and follow obscure directions, the wardens observe applicants’ behav ior 
and then divide them into three categories: 

 Keep Out is designated for known or suspected troublemakers. Portal wardens know 
enough tricks to keep these types tied up indefinitely. 

 Tourist is someone who seems like a minimal security risk and has shown enough 
interest in visiting to get through part of the application. But the would-be visitor either 
doesn’t have the wherewithal to wade through the full application process, or perhaps he 
or she knows someone who the portal wardens consider trustworthy to vouch for them.  

 Watch Carefully is reserved for anyone who calmly threads the bureaucratic labyrinth. 
Anyone who shows enough determination to jump through all appropriate hoops without 



getting discouraged or upset probably has a hidden agenda. These people are allowed 
through, but a "Visitor Assistant" (government spy) is assigned to "help coordinate" 
(monitor) the visitor’s every action in Anchoril. 

None of this behavior is ever presented as a security precaution, but rather as a desire to help the 
applicant get the most out of his or her visit to the Multifaceted Capital, Anchoril. (The fact that 
other gnomes claim that Sambar, or sometimes Sundrah, is Lantan’s capital is an incidental 
gnome misdirection ploy. All three cities are considered to be a capital of something.) 

Some Basic Tasks Portal Wardens Assign 

When the portal wardens want to keep out a possible threat, they first resort to some of these 
basic tasks: 

 Literacy Test: The applicant must first prove that they can read and write Common. 

 Proof of Identification: The applicant must also prove that they are who they say they are. 
This can include a variety of tasks, such as bringing five people who know the applicant 
to vouch for him or her, getting a public official to write a note with a bonded messenger 
that vouches for the applicant, submitting to a magical test of the gnome's devising, and 
whatever else the gnomes can think of. This part of the process can take several weeks 
of time in itself and include several stages. 

 Proof of Ability to Survive Portals: The applicant must prove that he or she can travel 
through portals without experiencing problems. After all, the gnomes don't want to be 
responsible for any imbalance within the applicant that could lead to the applicant's 
death. The proof can be as simple as having a gnome representative go through a 
different portal with the applicant and "testing" the applicant's health on the other end. 
Portal wardens also might make it more difficult if they choose. 

 Affidavits from Past Travelers to Lantan: The applicant must seek out a number of 
different past visitors to Lantan and get these people to sign off on official affidavits 
before the local (to the past visitor) magistrate. 

These three different tasks can take the applicant a long time to complete, and each can have a 
series of stages if warranted. Portal wardens can easily add on more tasks, such as requesting a 
Purpose of Visit form to be completed and notarized by a gnome in a different part of the world, 
verifying the identity of anyone who shows up on earlier forms, and so on. 

The Delights of the Visitors' Vale 

Once visitors make it to Lantan, they enter at the Visitors’ Vale. The Vale is a pleasant bowl 
surrounded by low hills and is about half a mile from the entrance to Anchoril. This side of the 
portal requires no key, although the pretense of the toy bird is continued for visitors. In the Vale, 
two 10-foot-tall iron statues flank the Welcome Gate. These statues are of a male and female 
gnome, with the expression and posture of benign workers, tinkering with the edges of the portal. 
They are, of course, iron golems who spring to life if a weapon is drawn or if any of the five basic 
elements (fire, lightning, cold, acid, sonic) magically appear within the Visitors’ Vale. The golems 
defend themselves, but their main order is to move combatants back through the portal. 

Though effective, statues that turn out to be golems is one of the oldest tricks in the book. Anyone 
who pays attention knows that the obvious threat is seldom the only threat when gnomes are 
involved. The vale has a flagpole at five points around the perimeter of the hills. Beneath the 



huge Lantan flag on each pole is a large metal horn, which is known as a vale sounder. Sounders 
are the second line of defense, and gnome watchers activate them only if one of the golems falls. 

Iron golems (2): hp 170 each; see Monster Manual page 109. 

How to Incorporate the Welcome Gates Into Your Campaign 

Getting into Lantan is tricky, and no one gets in without knowing someone who already lives 
there. Some ways that PCs might break through the screen include the following:  

 While in Waterdeep, the PCs are approached by a petitioner with a nine-page form, half 
written in Gnome. If the party has a cleric of a commonly lawful and/or good god, the 
petitioner asks the cleric to verify that he is an honorable and forthright person by means 
of divine power, and sign the form in several places. The petitioner seems confused and 
doesn’t know why this is necessary. However, he does mention that he's doing this so 
that he can visit Lantan. 

 If the PCs are an honorable lot, a gnome who seeks to be escorted from her current 
location (which is well away from the Welcome Gates) to Waterdeep contacts them. As 
they travel, the PCs discover that the gnome is a target of a particularly vengeful and 
stubborn group of assassins. Should the gnome die, she will give the PCs a message to 
deliver to the portal warden in Waterdeep that will allow them to use the portal. She also 
gives them an item to deliver once in Lantan. What the item is, who the assassins are, 
where they need to deliver it to in Lantan, and why the item needs to go to Lantan is up to 
the DM! 



Lantan-Samarach Portal 

Aside from a small amount of native iron, Lantan is resource-poor. Yet serious invention requires 
considerable resource expenditure. The Lantanese regularly trade goods with their Tashalaran 
and Calimshan neighbors, and they trade sporadically with other places. But Lantan lacks 
abundant supplies of wood, copper, tin, gems, and a list of other goods a gnome’s arm long. 
Importing all these raw materials is a lot of trouble, and it puts money in other people’s hands. 

Several Lantanese trading companies recently decided to put an end to such heavy reliance on 
outside materials, and place more reliance on different sources of outside materials. So they 
created a consortium to explore and exploit natural resources in less developed parts of the 
world. 

After a few months of scouting a good location, the consortium found a good site in the Samarach 
jungle near the Chult border. They talked to the locals to find a good site, and they made sure 
they showed proper respect for local laws. During their talks, they discovered that the locals had 
a fear of something that they couldn't explain. The consortium decided not to deem it a significant 
threat to their enterprise, but agreed to help the locals however they could. The gnomes rose to 
the challenge and settled upon providing illusory defenses. In exchange for advice and local 
labor, the gnomes have shown the locals how to improve their illusory defenses and have given 
them the wonders of Lantanese clockwork toys. The relationship is not blatantly exploitive, but it 
does favor the consortium, which is fine with the gnomes. 

Finally, the consortium set up a small compound at the site and made it the base of operations for 
a logging camp. Once the compound was established, the consortium had a portal erected, a 
standard 15-foot circle in a simple metal frame, to cart timber home. The gnome overseers and 
workers usually go home at night and take the day’s work with them. The weight limit of what can 
be taken through a portal (850 pounds) is occasionally a nuisance, but a heavy saw machine on 
the Samarach end solves the problem with minimal fuss. 

The Samarach natives who work with the consortium are superstitious about the jungle, but 
confident enough in the daytime. They do not like talking about what happens at night though, 
when they shut their communities up behind tall wooden palisades and barricade their homes. 

This set-up is, of course, prime fodder for prankster-happy gnomes. The gnomes are not ignorant 
to the possibility that something truly dangerous might be lurking in the Samarach wilds, but 
danger is never a reason to avoid having a little fun. Since the natives never seem to get the joke, 
the gnomes usually leave them out of tricks. But they often use the eerie feel of the jungle and the 
tales of the locals as springboards for elaborate pranks on each other. Their favorite targets are 
newcomers to the camp, especially nongnomes. 

The camp had been operating for a few weeks when problems started cropping up. 

First, the heavy saw machine, which is ten feet long and weighs several hundred pounds, is 
occasionally found moved in the morning. It is never broken or inoperable, but it often has been 
dragged around to a different place in the compound, its legs leaving long, deep ruts in the dirt. 

Next, the wood started causing problems. Uncut logs were no problem, but once the wood was 
cut and used in items, the wood would occasionally hum and vibrate. The humming is quiet and 
intermittent, but definitely noticeable. Very few of the consortium’s customers have traced the 
problem back to their lumberyard, but more are beginning to notice. 



Finally, the portal stops operating sometimes. It starts back up within ten minutes to an hour, and 
no one has been hurt, but its failure is a disturbing prospect. 

Any or all of these occurrences could be some gnome playing a prank. This is what most of the 
workers assume, and since no one wants to be "got" by someone else’s prank, everyone acts 
normal, as if nothing has been happening. The strangeness could also be a spirit or creature in 
the Samarach jungle that doesn’t like the logging camp. If this is the case, why haven’t the 
occurrences been more destructive? Why have no demands been made? It’s also possible that 
all the problems are completely unrelated. This option is probably the most unsettling one. 
Regardless, the consortium needs to know more about this before they have to shut down the 
camp and lose all their investment. 

How to Incorporate the Samarach Portal Into Your Campaign 

Using the Lantan-Samarach portal is nigh impossible, but the PCs might find themselves in one 
of these situations:  

 One of the Lantan traders might secretly hire respectable adventurers to stay at his camp 
overnight and watch what happens. He thinks the problems are probably a prank, and he 
doesn’t want to admit that he’s checking into things. But he does want to know whether 
whatever’s going on is something to be more concerned about. 

 The Lantan traders consortium could hire the PCs to scout a new location for their next 
camp. They’re eager to build a site near a mine for copper, gold, or gems. They would 
especially like to find a safe underground site to set up camp. 



Lamstrand Family Portal 

Tilnacci Lamstrand has been attempting to create a mechanically based portal in her seaside 
home-workshop for years. To facilitate her studies, she has had a portal constructed in her 
workshop. The portal has no key and no special quirks. Tilnacci just wanted something simple 
and stable to study. The portal is a small two-way affair of about 5 feet by 5 feet in dimension. 
One side is in Tilnacci’s workshop. The other is in her step-brother’s warehouse in a 
predominantly gnome town in the Western Heartlands.  

In exchange for using his warehouse as a safe connection point, her step-brother, Ressenalk, the 
family patriarch, wanted free access to the portal for business purposes. Over time, the easy 
access of this new portal introduced relatives who had never met before. Though the portal’s 
original intent had been scientific and commercial, a happy side effect was a new closeness 
among the scattered Lamstrands. Over the weeks and months, life has become an ongoing 
family reunion. 

Tilnacci and her husband have had a large guest room added to their house, and several 
relatives have come over by boat to stay "indefinitely" so that they could mask the portal’s 
presence (the portal is not technically a secret, but the Lamstrands would rather not everyone 
know about it). This makes the Lamstrand family a bustling household, with many family 
members coming and going at all hours. Tilnacci has more trouble doing research with so much 
traffic through the workshop, but the joy of a newfound family more than makes up for the 
inconvenience. 

Experimentation on the mechanical portal has fallen by the wayside since Tilnacci and her 
husband have begun to spend more time as hosts than inventors. Tilnacci still tinkers with it 
occasionally, and she believes her theories are sound, but she doesn’t have as much time to 
work on it as she would like. 

The Bereft Familiar 

Meanwhile, the human wizard whom Tilnacci hired to construct the portal, Klazakstrata, was killed 
in the collapse of a building while leaving the port of Sundrah. The wizard’s cat familiar, Silky, was 
presumed dead or lost in the uproar. Silky was not killed, but she was grief-stricken by the loss of 
her master. She blamed Tilnacci for bringing her master to the loud, oily, smoky island and 
causing her loss. She plotted revenge. 

Silky waited a few weeks to be forgotten, and then she began hanging around the house like a 
stray. She was taken in quickly and with little fuss. The house already had several pets, and the 
new Lamstrand lifestyle was given to welcoming wanderers. 

After waiting a few more weeks to become accepted and acclimated into the household, Silky 
struck. Like a feline ethereal filcher, Silky began stealing small objects from around the house. 
Sometimes she spirited them away and tossed them into the ocean. Other times she saved them 
for later in a crawl space under the house or used them in schemes. Stolen items are usually 
chalked up to absentmindedness by the victims, although she has fostered quarrels and rivalries 
within the household by stealing precious items from one person and planting them in someone 
else’s drawer or pouch. 

Silky is no master planner, and she doesn’t really have anything in mind to rain destruction down 
on the Tilnacci family. On the other hand, she’s growing tired of being a petty nuisance. She has 
recently begun looking for opportunities to do more damage. She thinks the increasing number of 



people using the portal will give her a great opportunity. One of these people must have 
something she can steal or turn to her own ends to exact revenge on the Lamstrand clan. 

How to Incorporate the Lamstrand Family Portal Into Your Campaign 

If you wish to add the Lamstrands and their current familiar problem into your campaign, here's a 
suggestion: Player characters might rescue someone in the Lamstrand family. If they do, they will 
almost certainly be invited to over to "the house" for dinner. The fact that the house is on an 
island hundreds of miles away from the rescue seems almost incidental to the affable 
Lamstrands. 



Lantan-Pirate Isles Portal 

Pirates can get their hands on things other people can’t. Expensive things. Rare things. 
Combustible things. And they ask for so little in return: gems and exotic weapons -- things 
gnomes have in plenty. 

A "retired" gnome pirate, Gimlet Watersprecht, saw this as an opportunity. Gimlet had returned 
from the Pirate Isles nearly five years ago to settle down and fish in the waters around Lantan, 
which is his homeland. Retirement lasted nearly six months before the old pirate got bored. Then 
he started looking around for ways to get back into the old business. What he saw shocked him. 

First, the Lantanese black market appeared mainly to come through the unsavory Nelanther 
pirates. These foul orcs, lizardfolk, and ogres (or worse) possessed a far more treacherous and 
bloodthirsty streak than the pirates of Gimlet’s experience. Sometimes Lantanese traders didn’t 
come back from meetings with the Nelanther pirates, with no ransom ever offered. Gimlet was 
distressed that otherwise reasonable gnomes with perfectly good gems dealt with unreliable 
riffraff when he knew of Pirate Isle riffraff who had predictable and somewhat respectable codes 
of behavior. 

Second, the goods that Nelanther pirates dealt in were nothing an honest black marketeer 
couldn’t get from just sailing to Calimshan, Tethyr, or the Sword Coast in person. They were just 
smelly, dangerous middlemen who marked the price up. Pirate Isle mateys, on the other hand, 
had swag from faraway Sembia, Turmish, and Unther. 

Third, Nelanther pirates were amateurish and sloppy. They had no style. Further, any decent 
illusionist could run them into their own islands. It was practically criminal to continue giving them 
business when clever, respectable pirates were sailing around the Inner Sea looking for safe 
places to unload booty. 

Gimlet practically felt a mandate to work up a real pirate operation, for the good of rogues and 
unlawful business people all over his homeland. Over the next year and a half, Gimlet assembled 
a small crew of pirates and had a portal constructed to open a pirate trade route between the Sea 
of Fallen Stars and the Trackless Sea.  

On the Pirate Isles side, the portal activates over the mouth of a shallow cave on one of the 
smaller, uninhabited isles. The cave is half-submerged, low, but wide. When activated by the key 
(any spell in the Illusion school will do), a rowboat or narrower keelboat with its mast struck can 
pass through easily. No sane person would row a keelboat through here when the portal was not 
activated, as the ship would smash into the back of the cave about 10 feet later. Anyone taller 
than a halfling or gnome must duck going through the portal. 

On the Lantan side, most of the good nooks and crannies were spoken for by someone else’s 
experiment or scheme. So Gimlet made his own. About a day’s sail east of Lantan, two blue 
metal posts jut from the waves in parallel, 4 feet above the water and about 15 feet apart. Both 
posts are actually long, immovable rods that extend another 4 feet below the water. The 
activation buttons are on top, above the water, but have been capped with metal hoods and fused 
into place so that the rods are not accidentally deactivated. The rods delineate the area of the 
portal. 

With his crew and portal set up, Gimlet began a ridiculously lucrative gunrunning operation to the 
Pirate Isles, raking in treasures of the nations all along the shores of the Sea of Fallen Stars. The 
Nelanther pirates have noticed the drop-off in their business, and the Nautical Spyglasses (the 
semi-formal coast guard of Lantan) has recorded a slight increase in piratical activity in Lantan. 



Of the two organizations, the Nelanther pirates are the ones more likely to take action to put a 
stop to the trend. 

Gimlet knows that success is perhaps more dangerous than failure in the pirate business, so he 
intentionally constructed the portal to be small. Large ships cannot possibly pass through the 
portal, and Medium-size or Large humanoids can’t get through without effort. The poles on the 
Lantan side are the same color as the water and are barely visible to those who know about 
them. As extra insurance, he used his unusual grasp of Aquan to recruit a tojanida as part of his 
"crew." The adult elemental keeps an eye on things on the Lantan side of the portal. Gimlet 
himself keeps an eye out for strangers who ask too many questions (especially half-orcs), and he 
has illusion spells prepared for a moment’s use. 

Now Gimlet has a better retirement than he ever could have hoped for. 

Tojanida: hp 55; see Monster Manual page 177. 

How to Incorporate the Pirate Portal Into Your Campaign 

If you want to have the PCs look into Gimlet's business, they either might be hired or sent by 
Princess Alusair of Cormyr to investigate the frighteningly sudden rise of smokepowder weapons 
in the hands of pirates along the Inner Sea. 



Emerald Enclave Portals 
 

The Emerald Enclave is a druidic organization that has existed for almost 1,000 years, and it 
protects the interests of nature in the face of resource despoilers. Given that in the Forgotten 
Realms, the myriad "resources" of nature sometimes speak and cry out in pain, defense of 
nature is not mere tree-hugging. To some, it is a literal civil rights crusade. 

Inescapably active in the Vilhon Reach, the Enclave Caretakers have begun to concern 
themselves with preservation of nature throughout Faerûn. In a recent proactive burst, the 
Enclave has begun small cells in the largest forests in Faerûn -- the High Forest, Cormanthor, the 
Wealdath, and the Great Dale forests -- forests they believe need their attention for various 
reasons. To speed aid to these areas, they've built portals to these forests from their island 
headquarters of Ilghon. Here is what those portals have wrought. 

Expand the radius of druidic circles: 

 11/7 The High Forest 
 11/14 Cormanthor 
 11/21 The Wealdath 
 11/28 The Forests of the Great Dale 

http://www.wizards.com/dnd/article.asp?x=fr/pg20011107a
http://www.wizards.com/dnd/article.asp?x=fr/pg20011114a
http://www.wizards.com/dnd/article.asp?x=fr/pg20011121a
http://www.wizards.com/dnd/article.asp?x=fr/pg20011128a


The High Forest 

The High Forest is dense with nothingness. Unprepared wanderers can travel for days without 
finding a friendly face, or even an unfriendly one. Because of its forbidding reputation, people who 
don't know how to treat nature responsibly tend to stay out, minimizing the danger to the local 
ecology. 

As a result, the Caretakers of the Emerald Enclave are more concerned about internal threats to 
the forest than external threats. There are sufficient external threats, true. But as balance-loving 
worshipers of nature can tell you, evil entities are not the only threat to nature. 

More than a year ago, the Emerald Enclave began discussions with Turlang, a great treant and 
de facto ruler of most of the High Forest. The Chosen of Eldath and Mielikki requested that they 
be allowed to send representatives to the wood to see if they could be of any assistance. Since 
the High Forest is said to be under the direct protection of these two gods, Turlang gladly 
accepted representatives in their name. 

So the Caretakers constructed a portal from Ilghon to a cave mouth near one of Turlang's homes 
and sent two Caretakers to assess threats to the forest: Kressna Pisacar (LN female human 
Drd9) and Naeva Waterborn (N male moon elf Drd5/Brd5). After several months of travel and 
observation through the High Forest, the two druids came to a sobering conclusion: The chief 
threat to the High Forest's long-term safety is Turlang himself. 

Turlang has spent the last 400 years pushing the boundary of the forest north, toward the Nether 
Mountains. While druids would normally applaud arboreal expansion, it must be done with an eye 
toward long-term consequences. After some study, Kressna and Naeva have come to believe 
that pushing the High Forest north creates more problems than it solves, borrowing trouble the 
forest wouldn't have otherwise. The treant's expansionism has become a threat to the entire 
wood. 

The main instance of this threat is Turlang's behavior around Hellgate Keep. Having pushed the 
treeline past the Hellgate Keep crater, the treant claims to have sealed off the area. The 
Caretakers believe that this so-called "sealing" has made both the treant and his protectorate a 
target. If the High Forest did not cover Hellgate Keep, the baatezu trapped within would be less of 
an issue and easier to keep out. Instead, they're already in it and not shy about recklessly using 
fire magic. 

Further, Turlang has become fixated on destroying the baatezu and tieflings he has contained in 
a long, slow siege. He takes his fight against the Hellgate Keep fiends personally and as an 
affront to all he has created, while forgetting other problems -- mainly the pillaging orcs streaming 
off the Spine of the World mountains. 

However, one does not simply tell a treant that he is mistaken and then carry on, especially one 
who takes his duties so seriously as Turlang does. Using all their diplomacy and reasoning, 
Kressna and Naeva are attempting to redirect their ally as a vine up a trellis. They tell Turlang 
tales of the wood to the west and south, toward the Dessarin and Larch Hills, where they believe 
expansion would be simpler and less troublesome. They also discuss with him the malignancy of 
war and how it affects surrounding nature. They hope that with enough indirect cues, Turlang will 
allow them to take over the "war effort" in the north, and go back to planting trees in safer areas. 

Turlang, however, is fixated on his current plans and will not be swayed by pleasant alternatives. 
Further, he has suspicions that the Enclave druids who come in the name of Eldath and Mielikki 
are trying to steer him away from where he is most needed in the High Forest -- away from the 
trees he has worked so hard to plant and nurture.  



The situation is not quite tense, but not as cordial as when the druids first arrived. As diplomatic 
entrappings drop away and both sides' true positions become clearer, residents of the forest are 
beginning to pick favorites. Turlang and the Caretakers probably will not come to blows over the 
matter, but the repercussions of a conflict between the forces could be as damaging as a natural 
disaster. 

What might push it over the edge is the portal the druids use to travel between the High Forest 
and their home island. The portal is situated squarely within territory controlled by Turlang and is 
guarded by some of Turlang's best agents. Originally this was done to honor his esteemed 
guests, but with Turlang's increasing suspicion about the Caretakers' motives, his agents 
eavesdrop as much as they guard. 

The druids themselves know that they have increasingly less freedom to speak openly in the High 
Forest, but they must remain to continue the delicate negotiations with the treant while helping 
the fight against pressing forces within the wood. They hope that they can get through to the 
treant before his shortsightedness brings trouble none of them can contain. 

 

How to Incorporate the High Forest Portal Into Your Campaign 

This situation is just waiting for a catalyst to set things in motion. If the PCs so much as set foot in 
northern parts of the High Forest, they're likely to run into somebody who knows about the 
difficulties. 

 Player characters who are known to be impartial or friends of the High Forest might be 
called in to arbitrate the situation.  

 Spies from cities in the North report that orcs have been massing just north of the High 
Forest. The orcs seem to think it's a good time to attack, and no one knows if anyone in 
the High Forest is paying attention. The PCs are asked to check on that. 



 The situation is further exacerbated by an erinyes who escaped from Hellgate Keep. She 
thinks the perfect getaway from the High Forest would be through the portal. Though the 
portal is well within Turlong's territory, the Caretakers and the treant might be too busy 
with their own smoldering conflict to keep a close eye on other matters. 

 



Cormanthor 

Queen Amlaruil has been secretly establishing ties with governments and organizations across 
Faerûn. The Emerald Enclave is one of those organizations. In exchange for unspecified favors, 
the Enclave commissioned one of their number, a male wood elf named Selsian Earthenhands (N 
male wood elf Drd4/Exp12), famed for his artistry in landscaping, to construct an elven garden to 
welcome the slowly returning brothers and sisters from Evermeet. Begun nearly ten years ago, 
the entire project has become more of an effort than anyone ever envisioned. 

Originally, this was just what it seemed: an opportunity to restore order and balance to what had 
become an unruly magically tainted wilderness. In an area pockmarked with overgrown plants 
and hidden mythals, Selsian first went in with a pack of disenchanters and cleared unwanted 
magic out of several square miles of forest near the ancient Elven Court. 

Then, he developed a blueprint for a garden so rich and beautiful, the like has never been seen 
outside of Evermeet. The shapes, colors, textures, architecture, and plant choices combined in 
interlocking layers of meaning that evoked historical, philosophical, religious, and sociological 
commentary on elves in Cormanthor. The whole effect was designed to welcome and challenge 
returning elves to their millennia-old home. The design had a beauty and complexity that was 
nothing less than inspired, and the first phase of implementation went flawlessly. 

So it was understandably hard for Selsian to accept the tribes of wild elves that overran his 
vegetable opus during a complicated inter-tribal contest that amounted to a bloody game of 
"capture the flag." 

Committees formed. Meetings were called. Discussions took place. The wild elves cared nothing 
for it. They continued their barbaric existence unfazed by the high art being constructed around 
them. 

Rather than fight, Selsian wisely incorporated the wild elves into his masterwork, using thick 
shrub barriers and subtle psychology to channel his wild kin into certain places and away from 
others. Logically, wild elves are part of the elven tapestry within Cormanthor. In retrospect, it 
seemed only fitting that they should be a living part of the welcome garden, and it was 
serendipitous that they "intruded" into the plan before its completion, allowing for their inclusion. 
He soon drew up the plans again, and if anything, the garden took on a deeper, more satisfying 
subtext in the interplay of history and present-day life that everyone agreed was really superior to 
the previous work. 

So it was understandably even harder for Selsian to accept when the surface drow in Cormanthor 
began vandalizing the garden. 

Drow cannot be incorporated. Drow must be eliminated. 

But Selsian is a landscaper, not a warrior -- he used the tools at hand. Soon, seemingly random 
sections of the garden would spring to life at the very mention of the word "drow." Tendriculoses, 
shambling mounds, assassin vines, and even stranger plant creatures would attack any elf with 
skin darker than deep tan. Even spiders larger than four inches across are killed on sight by 
scuttling, low carnivorous shrubs. 

This too has worked surprisingly well. The constant foliage ambushes not only discourage drow 
incursion, but also poignantly represent the elves' struggle against their dark kin through their 
race's long memory. Once again the garden neatly encompassed another layer of meaning. 



Unfortunately, so many layers have been inadvertently added to Selsian's original plan, that even 
he has forgotten some of the original signs and meanings locked within the garden. Among other 
things, the landscaper has lost the original portal to Ilghon that brought him to Cormanthor.  

Before he started redrawing plans and giving the landscape free reign to rearrange itself, Selsian 
had tried to hide the portal from marauding drow by having misdirection and permanency spells 
cast on it, making it seem to be grass. Now, not even an analyze portal spell can find it, and the 
chief landscaper has no idea how to locate it again. No one of sufficiently high level to cast a 
limited wish spell has appeared to help yet, and Selsian needs to find the portal again before any 
drow do. 

All Selsian can say for sure now is that the portal is bordered by an archway surrounded by 
rosemary somewhere within the shifting boundaries of the garden. He hopes good elves can find 
it before the dark elves discover a way to spread their taint to the hoe of the Emerald Enclave. 

 

How to Incorporate the Cormanthor Portal Into Your Campaign 

 While walking along a normally safe road in the forest, a bedraggled, nearly dead drow 
staggers into the road, begging for amnesty. One round later, a tendriculos smashes 
through a line of trees and tries to grab and swallow the drow. It has no qualms about 
going through a PC to do the job.  

 If the PCs have anyone in the party who is wilderness oriented -- druid, ranger, barbarian, 
or otherwise -- the whole party is asked to help comb the garden one day for the lost 
portal. Every willing forest creature for miles around is pressed into service in a great 
portal hunt. From their hiding places, the drow want to know what's going on. 



The Wealdath 

War-torn Tethyr is entering a new period of prosperity under the united rule of Queen-Monarch 
Zaranda Star Rhindaun and King Haedrak III. After decades of civil war, a single civilization is 
emerging, growing, and driving monsters out of the land. 

For once, logging and mineral resource exploitation are not cause for the Emerald Enclave's 
involvement. Rather, the exact definition of "monster" is of concern. Fey creatures, gnolls, giant 
spiders, wyverns, dragons, and even (accidentally) elf inhabitants of the Wealdath have been 
targeted by lone hunters and angry mobs intent on "clearing the forest of all evil doers and ne'er-
do-wells." 

The Enclave hardly considers "evil" punishable by death. Gnolls perhaps do not make the best 
neighbors, but they generally show more respect for nature than humans. The druids don't 
defend their behavior, and they certainly won't protect any gnoll causing trouble outside the wood. 
But they do not allow the villagers on the forest's outskirts to hunt them. 

Similarly, giant spiders, wyverns, and fey are woodland creatures, not be dispatched simply 
because they are dangerous or inconvenient. And though dragons can take care of themselves, 
self-appointed dragon slayers tend to harm the forest more than help it. The druids direct them do 
their slaying north in the mountains of Amn where blue and white dragons can be killed with less 
damage to the local flora. 

Understandably, this stance makes the Enclave unpopular. Yet, their druid cell staunchly 
remains, visible and active, protecting the interests of nature. To offset familiarity and retaliation 
by local "civilized" inhabitants, four druids of the Wealdath cell rotate out every new moon. 

The portal they use is formed by the arcing of two oak tree branches near a stationary elf village 
deep within the forest. Dryads who have seen enough action in their time to gain druid and ranger 
levels protect these trees. The dryads agreed to let their trees be used as part of a portal and 
understand the potential danger. They also understand that having the friendship and protection 
of the Emerald Enclave outweighs any danger that association could cause. The dryads 
themselves have the ability to open the portal from the Wealdath side, while the portal is 
continually open from the Ilghon side. 

The exception to the rotation cycle is Meller Handspan (NG halfling Drd11), a halfling druid with a 
green thumb and a silver tongue. Meller is a better diplomat than many court professionals, with a 
background in Waterdeep which suits him for the job of civil liaison. The halfling smoothes over 
potentially messy situations between those who live in the forest and those who live off the forest. 

Though an excellent speaker and an amiable person, Meller's secret weapon is nothing more 
complicated than a civilized residence -- i.e., he lives in town. As a visible, friendly figure, he 
provides a face for the Enclave that the stereotypically remote, stoic druids lack. He drinks at the 
inn every evening and explains in simple, down-to-earth terms why the Enclave druids do what 
they do. Meller also makes himself useful, healing the sick and helping people with their animals 
at no charge. He moves every few weeks to spread the word or quell little problems before they 
become big ones. He also meets with local mayors and lords to negotiate responsible logging 
and discuss current events. 

Predictably, response is mixed. Some people appreciate that for once in their lives someone 
explains the reasons behind mysterious movements of great powers. Others are belligerent 
despite Meller's best attempts, while still others are inconsolably grieved when a loved one 
walked too close to a forest danger. Still, the higher Enclave circles think Meller is useful enough 
that he remains assigned to the area indefinitely. 



 

How to Incorporate the Wealdath Portal Into Your Campaign 

 Before the PCs enter the Wealdath on some other mission, Meller approaches them for a 
chat. He offers them magic or some bit of information that they want to know in exchange 
for a promise not to kill indigent wildlife on their mission -- especially the monstrous 
wildlife. 

 When a farmer's son dies at the hands of a gnoll, Meller stands alone trying to talk down 
an angry mob. They might just take it out on the halfling if the party doesn't intervene. 

 One of the dryads whose tree forms the portal to Ilghon has become ill. Meller is the 
highest-level druid in the area, but in order to reach the tree in time, he'll have to go 
through some dangerous territory that he would normally go around. He could use some 
assistance from any nearby adventurers. 



Forests of the Great Dale 

The situation in the Forests of the Great Dale is practically archetypal: People outside the forest 
are attempting to exploit the forests' resources with no regard for the balance or long-term 
usefulness of the trees, animals, and mineral resources they harvest. 

The local druids were happy to have the Emerald Enclave provide support and assistance to their 
efforts and at first welcomed their involvement. Soon after, things started getting ugly. 

The Enclave assigned a sharp, competent half-orc druid/barbarian, Shumash Jaundiceeye (CN 
half-orc Drd9/Bbn6), to assist, along with two subordinate half-orc druids. Shumash is cunning, 
powerful, and has excellent instincts for both conflict and nature. He also has all the personal 
skills of a dire boar. Shumash knows how to get what he wants -- as long as it doesn't involve 
working with others very closely. 

Almost immediately upon arrival through the portal, Shumash determined that the local druid 
circles in the Great Forests were almost wholly incompetent and could only be trusted with the 
simplest tasks. Even those tasks required painstaking amounts of handholding, in Shumash's 
estimation. 

The local druids, who had been handling things nicely for the entire history of the forests, 
naturally resented Shumash's constant condescension and bullying. Shumash could be 
dismissed easily if he wasn't right most of the time. In truth, sometimes Shumash does know 
better than the local druids. And he isn't slow or gentle in telling local druids exactly when and 
how they're wrong. 

When approached by someone about his combative behavior, Shumash informs the locals that 
the Enclave sent him, and he takes orders only from his superiors there. When the Great Forest 
druids attempt to contact the Enclave, they are shuffled around from person to person or have 
their concerns dismissed after being told that Shumash is an excellent Caretaker and that the 
Great Forest druids have full access to his capabilities. 

If this hierarchical runaround weren't enough, the druids have a couple of other reasons to be 
suspicious of Shumash's presence and motives. 

First, Shumash is secretive about the portal that he uses to travel between the Great Dale 
Forests and his headquarters on Ilghon. No one knows where it is, what it looks like, how it 
operates, or how often he uses it. He becomes belligerent if anyone asks more than one question 
about it. 

Second, subordinates have virtually disappeared since his arrival. They are never seen in 
common meetings and rarely seen anywhere else. They talk to no one except Shumash, and 
even then speak only in Orc. Sometimes, late at night, under cloudy skies, murmurings in Orc can 
be heard coming from Shumash's tent, and his subordinates are seen leaving after long, quiet 
conversations. Predictably, Shumash does not discuss these meetings with the local druids, and 
he becomes intensely angry when questioned about them. 

Third, Shumash seems to be resistant to divination and mind-reading spells. Information gleaned 
indicates that he is preparing "to lead a great defeat in the forests parallel." 

The druids of the Great Dale Forests are not all sissies, but they're at a loss on how to deal with 
the situation, and they would like a resolution soon. Rejecting the Emerald Enclave's appointed 
Caretaker would be bad form. Shumash is so purposeful and strong-willed that subtle redirection 



proves fruitless. Reasoning with him has failed repeatedly. Some are beginning to suspect that 
Shumash is up to no good, though no one wants to move without proof. The only thing they know 
is the location and customs of the orc tribe from which Shumash comes. The tribe lives near the 
Great Glacier and is known for its violent confrontation and deep reverence for Gruumsh. 

One useful tidbit the druids have learned from animal spies concerns ritual combat from 
Shumash's tribe. If the druids can find someone to defeat Shumash in ritual combat without killing 
him, he must (according to tribal tradition) open his mind and heart to the winner. Whether 
Shumash still considers himself bound by tribal law is a mystery, but it seems to be the best 
option available. 

 

How to Incorporate the Forests of the Great Dale Portal Into Your Campaign 

 Shumash might listen to another half-orc who speaks his "language." If the party has a 
brutish half-orc who could at all be sympathetic, they are asked to try to "reason" with 
Jaundiceeye in a ritual battle. 

 If the party doesn't conveniently have a half-orc, the druids ask the party to go to 
Shumash's home tribe and escort a suitable orc back to fight him. 

 One of the local druids might request that the PCs speak to the Emerald Enclave on their 
behalf in the hopes of getting their attention, or at least learning why the Caretakers are 
so unhelpful in their helpfulness. 

 Shumash's protectiveness of the portal's location is suspicious to say the least. The 
druids might ask the PCs to find the portal and watch for what Shumash is up to with it. 



The Trail of Tears 
 

The Lord of Battles strode across the battlefields of Faerûn during the Time of Troubles, leaving a 
trail of Tempus's weepings in his wake. These blood-crimson gems, also known as red tears, 
mark a path of pilgrimage for the Foehammer's followers seeking either atonement or a boon 
from the god. Strap on your armor and grab your trustiest blade, for this chain of magic portals 
will lead you straight from one field of battle to another! 

"The Trail of Tears" is a portal network connecting at least four famous battlefields of Faerûn on 
which humans battled one another: the Fields of the Dead in the Western Heartlands, Sword's 
Creek in Mistledale, the Fields of Nun in eastern Chondath, and the Tharch of Thazalhar on the 
southern border of Thay. Each of these four fields of battle offers a deadly challenge to those who 
would travel in the Foehammer's wake, but successful supplicants can earn the favor of the Lord 
of Battles. 



The Fog of War (EL 15) 

Although the church of Tempus originally believed that the Lord of Battles first appeared in the 
Realms during the Time of Troubles in Battledale, they now think his first appearance was in the 
Fields of the Dead, although even that has not yet been firmly established. The first portal in the 
chain known as the Trail of Tears connects an unnamed, low, flat-topped hillock in the Fields of 
the Dead to the caverns beneath the Abbey of the Sword in Battledale {{link to part 2}}. The portal 
appears only on the night of the full moon, and then it is present only for seven consecutive 
rounds beginning at midnight. The portal resembles a circle of ghostly, incorporeal helmets lain 
on the ground. The exact location of the portal varies on each occasion, but it always appears 
somewhere atop the hillock. 

On nights when the portal appears, a small company of 20 Cormyrean swordwraiths appears 
atop the hill at dusk. (Use the sample swordwraith statistics.) The Cormyrean swordwraiths are 
committed to defending the hill against a larger company of Calishite swordwraiths who inevitably 
attack. The Cormyreans accept allies in defense of the hillock, including those seeking to pass 
through the portal, but they refuse to pass through the portal themselves. If slain, their bodies and 
their items immediately vanish, but they reappear, fully restored, on the night of the following full 
moon. The Cormyreans lack a commander and are happy to obey orders given by an ally. The 
Cormyreans never remember the tactics previously employed or the outcome of past battles, nor 
do they ever recall that the Calishites have a powerful commander. They do know, however, that 
they will be attacked by a slightly larger number of attackers at some point after dusk shortly 
before midnight, and that the portal appears exactly at midnight. 

The hillock itself is roughly circular and has an 80-foot diameter on top. The top of the hillock is 
roughly 20 feet above the surrounding terrain, and the inclination of the sides is roughly 30 
degrees. In addition to providing defenders the tactical advantage of higher ground (see Table 8-
8 in the Player's Handbook, page 132), there are five large boulders scattered around the 
perimeter of the hill. Each boulder is firmly imbedded within the earth and weighs several tons. 
Each boulder is roughly equivalent to a 10-foot-long, 3-foot-high wall providing one-quarter cover 
for two defenders (see Table 8-9 in the Player's Handbook, page 133). The hillock is otherwise 
unremarkable. The portal appears in a random location atop the hill. 

The 30 Calishite swordwraiths never appear at the same location in the Fields of the Dead, but 
they always appear close enough to mount an attack on the hill defended by the Cormyreans 
shortly before midnight. (Use the sample swordwraith statistics, but replace the longswords with 
scimitars and the heavy crossbows with shortbows and raise the weapon enhancement bonuses 
to +2.) Like their Cormyrean counterparts, the Calishite swordwraiths vanish if slain, along with 
their possessions, but reappear, fully restored, on the night of the next full moon. The Calishites 
never remember the tactics employed or the outcome of past battles either, but they too know of 
the existence of the portal. The inviolable military objective of the Calishite swordwraiths is to 
command the hillock by the time the portal appears and allow no creature to pass through it. 

Unlike the Cormyrean company, the Calishites have a commander, one Malik yn Memnon adh 
Shoon, a mameluk commander of the Shoon Empire in life. Thanks to Malik's tactical skills, the 
Calishite company often overruns the hill unless the Cormyreans gain the aid of one or more 
other individuals who can provide commensurate fighting prowess and tactical support. Malik 
relies on the chaos of battle to undo the plans of the Cormyreans and their allies. Prior to the 
attack, he drinks his potion of bull's strength and casts invisibility on himself. He casts a separate 
invisibility spell on his eversmoking bottle. Then, just prior to the beginning of battle, he casts 
ghost sound and dancing lights to confuse where the attack is coming from. As the Calishites 
charge from hiding up the hill, he tosses the invisible eversmoking bottle approximately onto the 
center of the hillock, followed immediately by a series of fireballs (spells and necklace variants). 
The eversmoking bottle usually lands within 20 feet of the center of the hill, but the exact location 
varies. Finding the bottle requires looking in the 5-foot square it occupies and still requires a 
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Search check (DC 30). Once battle is joined, Malik charges into the mix. Although he is not too 
concerned with finding the portal itself, as the eversmoking bottle obscures the randomly 
appearing portal from friend and foe alike, he does so eventually with his locate object spell. 
Once located, Malik moves to defend the portal along with any allies in his immediate vicinity. 

The goal of this first battle along the Trail of Tears is to instruct the Foehammer's followers in the 
inevitable confusion and unpredictability of war. In the words of the Foehammer, "War is fair in 
that it oppresses all sides equally and that in any given battle, a mortal may be slain or become a 
great leader among his or her companions." Should someone win their way through the portal 
and then return to do it again, replace Malik with a different commander of the DM's devising. 



A River of Blood (EL Variable) 

Although Battledale boasts the bloodiest history of all the Dales, neighboring Mistledale has seen 
its share of strife as well. During the Time of Troubles, the Sword of the South, a 7,000 strong 
army of Sembian mercenaries led by Zhentarim officers, clashed with barely a hundred or so 
Riders of Mistledale, Harpers, and Knights of Myth Drannor on the banks of Swords Creek. 
Almost unbelievably, the defenders of Mistledale prevailed, thanks in large part to the self-
sacrifice of one Baergil, priest of Tempus who gave his life to create a ring of skulls that hurled 
death all around. Baergil's sacrifice prompted an appearance of his patron deity, Tempus, once 
thought to be the first appearance of the Foehammer in the Realms during the Time of Troubles. 

In the immediate wake of the Time of Troubles, Eldan Ambrose, an Amnian priest of Tempus, 
tracked the Foehammer's appearance in Mistledale back to the hold of Belarus, a long-dead 
worshiper of Tempus, by following a trail of red tears (gems) into Battledale. While standing within 
what was once the castle's great hall, Eldan received a vision from the Foehammer confirming 
that site was henceforth to be held sacred to the Lord of Battles. Eldan and his followers 
established the Abbey of the Sword and set about rebuilding the castle and sinking deep wells to 
reach a lake of cool, sweet water in the Underdark. The lake lay within a cavern network riddled 
with portals, including one portal through which the avatar of Tempus has reached Mistledale. 

The portal from the Fields of the Dead exits amidst the cavern network beneath the Abbey of the 
Sword, now heavily guarded by soldiers from the fortress above. Anyone exiting this portal sees a 
trail of red tears leading away from the portal. Investigation reveals that these tears are 
permanent illusions (as the spell permanent image, 20th caster level) visible only to creatures that 
have passed through that specific portal. The trail leads through the cavern network and up a well 
into the heart of the Abbey of the Sword. (Further details on the Abbey of the Sword may be 
found in Faiths & Pantheons). 

From there the trail leads west into Mistledale to Swords Creek, ending at the sight where Baergil 
sacrificed his life in defense of Mistledale. A ring of skulls still hovers 12 feet above the stream 
bank. The ring of skulls is actually a one-way portal, the second in the chain of portals that 
compose the Trail of Tears. The portal opens at midnight only if one or more persons are present 
who have passed through the previous portal. This portal also lasts only seven rounds, and 
passage through it requires one be bathed in blood, whether their own or that of another. 

Three rounds before the portal opens, the blood-soaked land gives rises to a horde of 
bloodstained defenders. First to arise are 10 bloodstained zombies. The zombies are anywhere 
from 10 feet to 1,000 yards away from the ring of skulls and all begin immediately marching 
towards the beckoning portal, attacking anyone who stands in their way. Two rounds before the 
portal opens, the blood-soaked ground directly beneath the portal rises up directly in the form of a 
bloodstained greater earth elemental. Additionally, another 10 bloodstained zombies appear. The 
earth elemental immediately attacks anyone attempting to make his or her way to or through the 
portal. One round before the portal opens, Swords Creek itself seems to darken and flood, rising 
up in the form of a bloodstained greater water elemental. Along with this elemental appear 10 
more bloodstained zombies. Anyone subject to the bloodstained water elemental's drench attack 
or anyone struck 3 or more times is bathed in blood for purposes of using the portal. For every 
ten rounds after this, 10 more bloodstained zombies rise from the ground. 

The goal of this second battle along the Trail of Tears is to instruct the Foehammer's followers 
that they should be valorous, but not foolishly so. In the words of the Foehammer, which echo in 
the mind of anyone passing through the portal, "Acquit yourself honorably and tirelessly in battle, 
but do not fear to retreat from hopeless fights." 
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The Scourge of Pestilence (EL 15) 

From 900 DR to 902 DR, Chondath was rent by civil war between its cities. In 902 DR, a battle on 
the Fields of Nun, which lie between the Nunwood and the northeastern tip of the Chondalwood, 
earned the conflict the moniker of the Rotting War. The rulers of the various cities, tired of the 
conflict and looking for a quick victory, ordered their spellcasters to release ancient plague magic 
dating back to the height of Jhaamdath. Necromantic magic poured over the battlefield, 
decimating all sides of the conflict. The survivors stumbled home to their respective cities only to 
find the gates barred by those they had sworn to protect. Although the cities were spared, the 
rural population fell victim to all manner of horrible plagues, leaving large swaths of Chondath 
unpopulated for the first time in centuries. 

The one-way portal from Swords Creek in Mistledale leads to the center a long-abandoned ring of 
standing stones in the Fields of Nun, on a low hillock on the southern bank of the River Nun. 
Nearly five centuries after the Rotting War, the Fields of Nun still lie fallow, still avoided by the 
local populace as a dangerous and deadly region that often causes travelers to suddenly sicken 
and die. Nevertheless, the Trail of Tears wends its way south and west into the heart of this 
dangerous region. Anyone exiting the Swords Creek portal can see a trail of illusionary red tears 
leading out of the ring of standing stones into the plague-ridden battlefield. 

Travelers along this link in the Trail of Tears are apt to encounter packs of slavering ghouls lead 
by ghasts, all of whom have the plague carrier template and are infected with cackle fever or red 
ache. (Cackle fever and red ache are detailed in the Dungeon Master's Guide, page 75.) The 
chance of infection is both cases is high, as a ghoul's willingness to bite its foes near the mouth 
and nose often spreads its fetid breath and the sharp claws of such undead can easily injure their 
foes, allowing red ache to spread easily into open wounds. 

Eventually, the Trail of Tears leads to an ancient barrow mound, where hundreds of those slain 
during the Battle of the Fields of Nun were buried in a deep trench and covered with a pile of 
earth. No vegetation grows atop the barrow, which is a grim reminder of the deadly pestilence 
that still lingers within the soil. Once again, the next portal in the Trail of Tears opens at midnight 
only if one or more persons are present who have passed through the previous portal. This portal 
also lasts only seven rounds, and it opens somewhere along the sides of the barrow. (The exact 
location varies each time.) Passage through the one-way portal requires one to be infected with 
some sort of disease, such as red ache or devil chills. The portal leads the Tharch of Thazalhar in 
far-off Thay.  

The appearance of the portal also heralds the arrival of its three guardians, a trio of erinyes with 
the plague carrier template who are infected with devil chills. (Devil chills are detailed in the 
Dungeon Master's Guide, page 75.) The erinyes, named Alecto, Tisiphone, and Magaera, lead a 
small company of nine barbazu, who also bear the plague carrier template and are infected with 
devil chills. The sawed-toothed glaives of the barbazu are particularly dangerous, for the devils 
smear their blood over them prior to battle, allowing them to pass on their disease through strikes 
with their favored weapons, in addition to their claws. 

The goal of this third battle along the Trail of Tears is to instruct the Foehammer's followers that 
war is just one of many ways that people die, and as such should not be feared. In the words of 
the Foehammer, which echo in the mind of anyone passing through the portal, "War should not 
be feared, but be seen as a natural force -- a human force -- the storm that civilization brings by 
its very existence. Pestilence and famine are the true scourges of civilization, for they too afflict all 
equally yet without the opportunity for valor." Should someone win their way through the portal 
and then return to do it again, replace the disease that infects the devils with filth fever, slimy 
doom, or the like. 
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Death 
Before 
Dishonor 

The rolling hills 
region of 
Thazalhar, 
bounded by 
the River 
Thazarim and 
the River of the 
Dawn, is 
perhaps the 
most desolate 
region of Thay. 
Once home to 
bountiful farms 
and 
prosperous 
inhabitants, the 
region withered 
during the 
Battle of 
Thazalhar in 
922 DR under 
the boots of 
sword-wielding 
soldiers, the 
spells of the 
Red Wizards, 
and havoc 
wreaked by 
summoned 
elementals. 
The Red 
Wizards 
defeated the 
army of the 
Mulhorandi 
god-kings 
during that 
battle, and 
Thay has 
remained 
independent of 
Mulhorand 
ever since. Yet 
the cost to 
Thazalhar was 
high, as for generations thereafter, nothing grew or could be grown amidst the blackened ruins. 

Now, over four centuries later, Thazalhar is fertile again, yet it remains largely uninhabited. The 
wild and empty easternmost province of Thay is largely ignored, and it is a place to be endured 
by the wizards, soldiers, and slaves compelled to live there. Each spring thaw raises a crop of 

 
 



grisly relics -- old bones and rusted armaments -- from the earth. All too frequently, such legacies 
of battles past rise up as undead to plague the living. 

The one-way portal from the unnamed barrow in the Fields of Nun exits atop a low hillock on the 
south bank of the River Thazarim, some 30 or so miles northeast of the river's outlet, where a 
Mulhorandi counter-invasion of Thay foundered in 976 DR. From there, the Trail of Tears wends 
its way south and east through the Tharch of Thazalhar. Anyone exiting the Fields of Nun portal 
can see a trail of illusionary red tears wending through the rolling hills. 

The trail through Thazalhar avoids the few settlements of the region, but does not guarantee safe 
passage by any means. Companies of dread warriors (see Monsters of Faerûn) led by Red 
Wizards (see the Forgotten Realms Campaign Setting) and Thayan Knights (see Lords of 
Darkness) are infrequent, but small bands of roving undead are not. When not battling or fleeing 
the inhabitants of Thazalhar, travelers are apt to spot ruined castles, overgrown barrows, and 
barren patches in which no living thing can grow. 

The Trail of Tears ends at the foot of a low cliff carved by a now-buried stream of water. The cliff 
appears to have partially collapsed long ago, leaving a large hill of earth and stone at its base. A 
careful search of the hill (DC 15) reveals a crude tunnel leading into the ground. A successful 
Search check (DC 10) reveals that the tunnel is unstable, but safe enough at least for the 
moment. The tunnel appears large enough for a Medium-size creature to crawl through, 
measuring roughly 3 foot by 3 foot in diameter and some 50 feet in length. Evidence of numerous 
cave-ins is visible along its length, as are several human skeletons that appear to have been 
crawling down the tunnel when they were crushed by falling rock. None of the skeletons have any 
gear, suggesting they must have been animated undead, not living creatures, at the time of their 
passage. 

The tunnel leads to the Darkcrypt {{link to 
/leaving.asp?url=http://www.wizards.com/dnd/images/mapofweek/darkcrypt.jpg }}, a long-
forgotten memorial to Re, the Mulhorandi sun god, dating back to the Orcgate Wars. The 
memorial was built to mark the site where Re fell in battle to Gruumsh, but it quickly faded into 
obscurity under the benign neglect of the church of Horus-Re, Re's son and successor. 

In 922 DR, the church of Horus-Re abandoned the memorial as the Red Wizards drove 
Mulhorand's armies back across the River of Dreams. Unwilling to concede defeat and seeking 
atonement for his failure to lead the empire's armies to victory, Ramathanhur, an incarnation of 
Anhur, swore to defend the site until his dying breath or until Mulhorand could reclaim its lost 
territory. 

To aid that vow, a high-ranking priest of Horus-Re took such defensive measures as time 
permitted, casting a forbiddance spell (aligned to chaotic good, 16th-level caster) on the shrine as 
a whole and then causing part of the cliff face to collapse around the shrine, using magic to 
ensure that the shrine itself remained inviolate. Although he fully expected to return when 
Mulhorand reconquered Thazalhar, fate intervened on two accounts. First, the high priest and all 
who knew what he had done were slain in a skirmish as Mulhorand's armies withdrew in defeat, 
leaving the fate of Ramathanhur forever lost to history. Second, spoils taken from an early 
skirmish of the Battle of Thazalhar and hastily stashed within the memorial were left behind. 

Among those items were several that had been looted from the body of a dead Red Wizard 
named Kethoth Uuthrakt of Delhumide. After Kethoth's former allies recovered his corpse, he was 
animated as a spectral mage by an allied priest of Kossuth. Kethoth fought alongside the Red 
Wizards until the Battle of Thazalhar was won, and then began a centuries-long quest to recover 
the items he had carried at the time of his death, slowly losing what remained of his sanity in the 
process. After centuries of frustration, Kethoth stumbled across a scroll of locate object shortly 
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after the Time of Troubles (secretly placed where he would find it by an agent of Tempus). Using 
the directional clue provided by the scroll, Kethoth determined that his missing items lay within 
the Darkcrypt, but he himself was prevented from entering thanks to the lingering forbiddance 
spell. Undaunted, the spectral mage began animating skeletons (buried in great number across 
the rolling hills of Thazalhar) and directing them to tunnel into the buried memorial. Some were 
crushed as the tunnel collapsed, while others fell victim to the forbiddance effect or the sharp 
blade of Ramanthanhur. 

Those who follow the Trail of Tears to its conclusion inevitably arrive in the Darkcrypt, briefly 
detailed below. The trail of red gems visible to those who have exited the previous portal in the 
chain ends at the end of the rubble-strewn tunnel from the surface, begging the question as to 
what those who follow the Trail of Tears should do next. 

Unbeknownst to Kethoth or Ramanthanhur, the archway leading out of the outer memorial and 
into the forecourt is actually a portal, although it does not detect as magical and can only be 
employed by someone exiting the chamber. That person must bear a depiction of the holy symbol 
of Tempus in some form and have defended their beliefs (whatever they may be through actions, 
force of arms, or words) within the past hour. In other words, there is no actual need to delve 
further into Darkcrypt, only that a follower of Tempus uphold the Foehammer's instruction. 
Anyone who calls upon Tempus for aid hears the following words echo in their head, "Defend 
what you believe in, lest it be swept away, and remember the dead who fell fighting before them. 
Above all, disparage no foe and respect all, for valor blazes in all, regardless of age, gender, or 
race." 

The setting simply provides one with the opportunity to act according one's own beliefs, whether 
they dictate an attack on Kethoth, an attack on Ramanthanhur, and/or exploring the Darkcrypt. 
One possibility is that a follower of Tempus might choose to slay Ramanthanhur in ritual combat. 
At the DM's option, this might have the effect of breaking the Mulhorandi pantheon's claim to 
Thazalhar and all of Thay, allowing Tempus to supplant Anhur as the reigning god of war in the 
land of the Red Wizards. Of course, such a shift might be short-lived if the character does not 
establish an abbey or some other such manifest symbol of the Foehammer's sovereignty at this 
site. 

The fourth and last portal leads back to the Fields of the Dead, on the same hill where the Trail of 
Tears began. Anyone passing through this portal after having completed the Trail of Tears 
receives a boon from the Foehammer and hears the following echo in their head, "You have 
proved yourself worthy of my favor. You may ask of me one boon." That boon could be in the 
form of a long-lost weapon or suit of armor, a granting of forgiveness for some sin, or a boon to 
be exercised in a battle to come. A typical boon provides the effects of a one-time prayer spell to 
the recipient, only the area of effect increases to a 30 mile radius and the duration increases to a 
tenday. Such a boon is often enough to allow an army allied with the recipient to prevail against a 
much stronger foe. 



Aarakocran Portals 
 
The common races rule the ground, but there's more going on in Faerûn than meets the horizon. 
Mountains, treetops, and mesas all provide an elevated layer of existence, which is known only to 
those who can fly. See how the aarakocra of Faerûn have been using portals that you never 
knew existed. 



The Internest Portal 

Though some people believe that two distinct colonies of aarakocra exist in the Storm Horns in 
Cormyr and the Cloven Mountains in the Vilhon Reach, this is only partially true. These two 
aarakocra colonies were separate at one point. But nearly ten years ago, in exchange for some 
timely aerial reconnaissance service, a powerful sorcerer created a portal between the two 
colonies. If that sorcerer's name were known today, thousands of residents in and around these 
mountain ranges would have a new curse word. 

Since the portal's construction, the aarakocra of the two colonies have begun to mingle. The 
colonies do not get along perfectly, but they have a strong mutual pact of protection and 
community. Colony leaders handle disagreements between aarakocras quickly and decisively, 
and violence between colony members is punished on the spot by groups of nearby aarakocras 
pressing in on offenders, creating a claustrophobic sensation that quells violence almost instantly. 
This sort of community vigilantism works extremely well. A large group of aarakocran bystanders 
solve many problems before any officials ever get involved. 

The Cloven Mountain aarakocras have strong ties to the Emerald Enclave. While few are 
Emerald Enclave members, all feel a strong allegiance to the druids. Their fighters have been 
known to travel in V-shaped flocks, and they attack anyone even carrying an axe near a healthy 
grove. When they find someone abusing an animal, they pay back every stripe laid down with two 
of their own. These aarakocras once burned a wizard's tower for polluting 10 square miles of 
wetlands with an experiment. Though not irrational, these aarakocras are zealots for natural 
concerns. 

Meanwhile, the Storm Horns aarakocras have lived communally for hundreds of years. When 
they need something, they simply take it, not out of malice or greed, but because they have a use 
for it. When done with an item, the Storm Horns aarakocra either puts it down where she is and 
leaves it there, or returns it to a communal object pool in the Storm Horns colony. When anything 
turns up missing in the Storm Horns region, the usual refrain is, 'Lost it to the birdfolk.' Some 
traders make their living simply traveling up and down the mountains, retrieving items for people. 

Outsiders who live near the Cloven Mountain aarakocras have learned to treat nature with 
respect. Those who live near the Storm Horns aarakocras have learned to lock up things they 
want to keep. Neither group has learned the other's lessons yet. 

Violent aarakocra attacks on animal-driven caravans through the Storm Horns are an increasing 
problem. Though no one condones cruelty to animals, Cormyr and Dalelands residents are 
shocked by the sudden rise of vicious beatings delivered to caravan drivers in the mountains. 
Some loggers have been found nearly dead, their skin torn to ribbons, and left babbling about 
'knives from the sky.' Meanwhile, the Vilhon Reach has suffered a veritable crime wave of 
everyday objects. Rakes, hammers, baskets, bags of grain, stools, and more disappear when no 
one is looking, and sometimes when someone is looking. 

Though each colony is aware of the other colony's activities, they do not police each other's 
actions outside of the nests. At the same time, they emphatically do not allow outsiders to come 
into the nests to seek revenge or justice. The nests are neutral ground, and both colonies defend 
each other. As tensions rise on the ground, the aarakocras appear unconcerned. 

The aarakocras are skilled mountain fighters, and they are fully capable of defending their nests 
against physical or magical threats. They would be open to negotiation, but first, they must be 
convinced why their behavior is a problem. Humans and other ground-based creatures have 
learned to adapt in one place. Why can't they simply learn to adapt in another? 



How to Incorporate the Internest Portal Into Your Campaign 

 The rulers on both sides of the internest portal don't see this as enough of a problem to 
devote serious attention to it. However, they do want it dealt with, and they're willing to 
pay in gold if some freelance negotiators would go convince the aarakocra to stop 
thrashing loggers or stealing household goods from the peasants. 

 A group of angry loggers decided to take revenge into their own hands. Unfortunately, 
before they even got up the first real rise of the mountains, ogres attacked them. Now, 
they've come back with stories that the aarakocras have allied with ogres. The loggers 
have the attention of more powerful people now, and they've got more resources to 
attack the aarakocras. Can the PCs stop a mob from getting themselves killed? 



Elemental Plane of Air Portal 

After Elaacrimalicros the green dragon awoke and destroyed the Star Mounts colony of 
aarakocra, the survivors scattered across the North and Cormyr. Some groups formed new 
colonies in the spaces they could find, and some individual aarakocra have struck out into Faerûn 
seeking their fortune alone. All have sworn revenge against the ancient green dragon who killed 
so many of their people and razed their home. 

One group of survivors was a small circle of wizards, clerics, and druids. This group of 
spellcasters all had ties to the Elemental Plane of Air and had worked together before, so when 
the Star Mounts aeries split, they knew how to find one another. Rather than scatter, the 
spellcasters made a short flight north and settled in the Lost Peaks. Pooling their magical 
resources, they formed an association known as the Nest of Retribution. 

The Nest of Retribution is zealously dedicated to revenge against Elaacrimalicros. They have 
pledged the rest of their lives to destroying the dragon and reclaiming their home, and they are 
prepared to do anything up to, and including, the sacrifice of their lives to accomplish this goal. 
However, dying is easy. Living meaningfully is the trick.  

The Nest aarakocras have decided to spend their lives collecting and marshalling assistance from 
the elemental plane of air to gain revenge. Slowly, over a period of years, they plan to summon 
an army of elementals, great and small, and then destroy the dragon in a whirlwind of destruction.  

Elementals, however, while helpful, can be notably mercenary. In exchange for the elementals' 
promises to help assault the ancient green dragon, the aarakocra perform services or retrieve 
items for the elementals from the Prime Material Plane. Considering that the aarakocras are 
systematically asking every elemental they can summon to attack one of the most powerful 
beings on the continent, the elementals require some serious service in return. 

As a result, all ten members of the Nest of Retribution are rarely at their Lost Peaks aerie 
simultaneously. More often, they're off on a mission either in Faerûn or on the Elemental Plane of 
Air itself, serving an elemental in some capacity. At least one member is usually in their shared 
aerie, but rarely more than three members are present at once. 

To facilitate travel to and from the elemental plane of air, the aarakocras created a portal. The 
portal is one of the most inauspicious of its type. Hanging in midair, roughly a quarter mile away 
from the eastern edge of the Lost Peaks, the portal has no visible boundaries or sign of 
existence. The Nest aarakocras have simply memorized its location and know how to orient 
themselves to find it from either side. The key to opening the portal is the phrase, 'swift passage' 
spoken in Auran. Even when open, the portal does not appear different from the air around it, 
since the elemental plane of air doesn't look much different from the material plane's air. Only 
when looking down at an angle can an airborne observer can see a difference. The land below 
appears to have an unnatural hole cut in it -- a 15-foot-diameter circle of sky. 

The Nest's aerie is guarded by air elementals of increasing power. Air mephits, arrowhawks, and 
air elementals of up to 8 Hit Dice vigilantly protect the aerie from intruders and Elaacrimalicros's 
spies. An air genasi named Shyven Arvagress (NG female air genasi Ftr 8) serves as captain of 
the elemental guard, and she is always at the aerie, even when none of the aarakocras are 
available. Shyven is a paid employee, but a loyal one. She trusts the aarakocras and believes in 
their cause. She's in no hurry to attack a green dragon herself, but is happy to manage the 
defense of the aerie for as long the Nest aarakocras want to keep her employed. 

How to Incorporate the Plane of Air Portal Into Your Campaign 



 Characters who enter the Lost Peaks in search of the Fountains of Memory could get 
attacked by one of the Nest of Retribution's guardian air elementals. The Nest's resident 
aarakocras will soon be on the scene to inspect the disturbance. 

 When the PCs summon their own air elemental, the elemental wants the PCs to assist 
the Nest's dragon-fighting efforts in return for its service. 

 The PCs might have a magic item or have access to a magic item that a powerful air 
elemental wants. A Nest aarakocra would probably first approach the PCs and tell them 
the story of the Star Mounts colony, then beg their assistance in a righteous crusade of 
vengeance. The aarakocra will offer his or her own service for a period of time in 
exchange for the item. Nest of Retribution aarakocra can be single-minded. If the PCs do 
not help voluntarily, an aarakocra is not above manipulating events or simple theft to get 
what he or she wants. 



The Portal of the Dead 

A tribe of secluded, barbaric aarakocra known as the Sirocco colony lives on the high mesas in 
the Anauroch. The aarakocra here are lean and savage, as aarakocra go. They largely live on a 
diet of small game, but they also have no compunction about scavenging for food. They prefer 
not to eat the flesh of dead intelligent creatures, but mounts, caravan animals, and livestock are 
all fair game. 

Though the Sirocco aarakocra live on several mesas under the blistering sun, there is one mesa 
on the edge of their territory they do not fly near. This is the Mesa of the Fallen, and living tribe 
members never touch down there. When one of their number falls to disease or a desert raider's 
arrow, the other members of the tribe drop the fallen member's body off on top of the mesa. Only 
the shaman of the tribe dares land here, and only to perform the rites to send the spirits of the 
fallen to the land of Open Sky. The shaman chants, plays drums, and lays feathers from family 
members on the recently deceased. The end of the rites occurs when the shaman carries the 
body of the fallen to the Cave of Beyond. 

Roughly halfway up the 150-foot-tall mesa, the Cave of Beyond cuts into the rock like a jagged 
scar in the stone. Aarakocras naturally fear enclosed spaces, and members of the Sirocco tribe 
take this fear to superstitious heights, associating all caves with death. Their superstition is 
reinforced in this case by the fact that the shaman takes dead bodies into the narrow cave and 
the bodies are never seen again. 

Only the shaman knows the rite of final passage to the Open Sky. What even the shaman does 
not realize is that the rite of final passage is the elaborate key to open a portal to another place. 
The cave goes into the rock for only about 40 feet before it opens up into a 20 foot by 20 foot 
room. In the center of the room, a ring of rounded stones marks the edges of the portal. When the 
proper rite is performed to open the portal, the stones glow brighter and brighter until vision is 
completely obscured. When the stones fade again, the body in the center of the portal is gone. 

The knowledge of the rites to send the fallen to the afterlife is passed down from shaman to 
shaman, and this pattern has continued for as long as anyone in the Sirocco tribe can remember. 
Unfortunately for the Sirocco tribe, stingers have recently kidnapped their shaman. The aarakocra 
fought valiantly to save their shaman, but the stingers got away. 

The aarakocras of the Sirocco tribe are now in a terrible quandary. They are afraid to chase down 
the offending stingers and rescue their shaman. After all, if one of them were to die and the 
rescue failed, what would become of the fallen avenger? If anyone dies, they have no way to 
send their fallen tribe member to the afterlife, leaving their corpses to the horrible fate of being 
picked over by scavengers, the soul of the deceased scattered to live eternity. The shaman's son 
is too young to have learned the rites of the dead. The entire tribe has been paralyzed by this turn 
of events. 

After long councils, the chief of the tribe has decided to appeal to outsiders for help. They aren't 
even sure where to go, but something must be done. The shaman's young son has volunteered 
to lead the delegation of Sirocco aarakocras to the outside world to find champions whose spirits 
will not be imperiled by facing stingers.  

How to Incorporate the Portal of the Dead Into Your Campaign 

 The Sirocco delegation winds up in Silverymoon, requesting assistance in recovering 
their shaman from the stingers. They will pay by escorting caravans across the burning 
wastes if Lady Alustriel will help them find their shaman. Alustriel asks the PCs to attend 
to the search and rescue mission. 



 The portal doesn't really connect to any mysterious land of the dead, but just drops out 
somewhere secluded like the deep jungle in Chult. (The dead aarakocra bodies quickly 
decay and disappear among the ravenous jungle scavengers.) When the PCs are stuck 
in Chult and need a way back north, a sly stranger offers them cheap passage to 
Anauroch. The aarakocras are, of course, completely shocked to see people emerge 
from the Cave of Beyond. 

Or, maybe the portal really does connect with another plane, such as the Beastlands. The PCs 
might use the portal to get back from there after a trip to the outer planes. 



The Slaves' Escape Portal 

Kohar-De Hethshep (N male human Wiz4) is a Mulhorand slave trader who hit the jackpot when 
he found a colony of aarakocras living peacefully in the steppes of the Hordelands. A few sleep 
spells later, Kohar-De had a caravan wagon full of brightly plumed slaves for the jaded tastes of 
Mulhorand slave owners. 

The colorful, bird-like creatures have been a hit. They are considered exotic and fashionable 
slaves to have in one of the last nations on the continent that still condones slavery. Many clerics 
of Mulhorand pay handsomely for the privilege of owning one of these strange humanoids. Those 
who appear more hawk-like command even higher prices, and are seen by some as a symbol of 
the gods' presence. 

As symbols of prestige, little is expected of an aarakocran slave in Mulhorand. Mainly these 
expensive status symbols are kept nearby as decorative 'objects' or as ostentatious displays of 
their owner's wealth. Aarakocran slaves usually accompany their owners as part of an entourage, 
for both business and social functions. Sometimes they are instructed to flank their owner and 
wave palm fronds, but mainly they stand around with their arms chained decorously to their sides 
to prevent them from flying off. 

Though treated well, a caged bird is still caged. The aarakocran slaves who remember flying 
freely over the steppes long for return to the life they knew before. Fortunately, though few know 
it, they have an ally. 

Mather Esseylnn (CG male halfling Rgr11) is already an outsider in this ancient land simply by 
being a halfling. But he would be hunted in the streets if someone discovered his real purpose in 
Mulhorand. Mather was a slave in Mulhorand himself sixty years ago. In the intervening years, 
Mather traveled west, joined the Harpers, had many adventures, and now has returned to the 
land as an anti-slavery crusader. 

When Mather was a slave in his youth, he ran away often. Once when hiding from his master, he 
ran into a dilapidated building in Gheldaneth. Worming his way farther into the building, he 
discovered a staircase that led down to an odd room beneath the street. There, he discovered an 
ornate room with relief carvings covering every wall. The carvings were of slaves carrying 
palanquins full of gold and food through a shimmering rectangle, from a land by water to a grassy 
land with magnificent buildings. Humans, connected by long chains and dressed in animal skins, 
walked back through the rectangle in exchange. 

One wall was crumbled however. From within that wall, a rectangle of light poured through into 
the room. When he looked through, Mather saw a ruined city. Frightened, but desperate, Mather 
walked through the portal. He never learned what the name of the ruined city was, but today the 
land is known as 'Tethyr.'On return to the land of his captivity, Mather took some of his earnings 
and bought several buildings surrounding the area where he had discovered the portal so long 
ago. He now lives quietly in the slums of Gheldaneth, and runs a secret 'underground railroad,' 
moving slaves out of Mulhorand to Harper compatriots in Tethyr.  

His heart goes out to the growing number of aarakocras he sees trailing about the cities. Since 
aarakocras are so high profile, it's noticeable when one goes missing. He can't move them as 
simply as he does human slaves. But he keeps his eyes open for opportunities to help them 
escape -- or for adventurers passing through who have no reputation to lose while attempting a 
high profile liberation run. 

How to Incorporate the Slaves' Escape Portal Into Your Campaign 



 Player characters in Mulhorand might be hired by Hethshep to serve as guards for his 
caravan. Of course, Hethshep neglects to tell them beforehand that they're guarding a 
caravan of slave traders, off to grab another lucrative batch of aarakocras. 

 Aarakocran slaves are waning in popularity, in favor of other exotic slaves. Aarakocras 
are being discarded or forgotten in droves. Mather needs help moving two dozen 
aarakocra from Neldorild to his underground escape space. It must all be done all in one 
night and completely in secret. 

 It's been three generations since Mather was a slave in Mulhorand, so there's little 
chance of him being recognized. But if someone were to discover his former slave status, 
the family that owned him is still active and would be happy to have the long-lost (and 
forgotten) asset back in their portfolio. If this happened, Mather's Harper friends in Tethyr 
would be willing to hire good-hearted adventurers to go rescue him from his new masters. 
Of course, Mather wouldn't want to leave without taking some friends with him… 



Portals in Ruins 
 

The Assam Portal 

Standing as the northernmost city on the Shining Plains, Assam is controlled by the two larger 
cities to the south. Those cities, Lheshayl and Ormath, appoint the ruling council for Assam, and 
the council appoints a mayor. Assam is a trade city, and efficient but uninteresting times are the 
norm for this somewhat isolated city. That is, until recently. 

A little north and west of Assam sits some ruins of a village or town left thousands of years ago by 
some civilization. The ruins comprise only the remains of walls of buildings for the most part, but 
two intact structures remain as well. Adventurers and other treasure seekers looted them long 
ago, taking whatever treasure they might have contained, and no one had paid the ruins much 
attention for centuries. They were just there.  

 

A group of adventurers stopped at the ruins for a night and found a secret chamber in the larger 
of the mostly intact buildings. Within that chamber they found a portal. The report of their 
discovery has set the country afire with speculation and conflict, because the portal opened to a 
spot in far-off Kara-Tur, near a Shou city of moderate size. The portal is a one-way gate, 
continuously active, and marked by an arch about 15 feet across and 12 feet high. The chamber 
in which it resides has since been demolished to ease access to the portal, as the trade potential 
of this portal is immense, and everyone wants to make the most coin possible from the discovery. 
One enterprising trading group sent a representative through to Kara-Tur to establish a post 
there. The group sends goods through the portal on mules, and the representative communicates 
magically with his firm as needed. This one firm is not the only user of the portal. Several groups 
send things through to Kara-Tur, and more and more have lined up to take advantage of the 
"shortcut to the far east." Plans are even in the works to make a return portal. Thankfully for 



Assam, word of the portal has not spread outside the Shining Plain, but that will happen far too 
soon for everyone’s comfort. 

The members of the ruling council of Assam disagree on who should have control of the portal, 
as well as any user fees to be generated. The conflicts grew large enough to have spread back to 
Lheshayl and Ormath. In the meantime, the mayor of Assam has appointed an official to the new 
post of gate warden, with duties to record who uses the portal and what passes through. The gate 
warden must also collect such user fees as the ruling council sets. This person is Malgoriam, and 
he assiduously fulfills his duties. 

Malgoriam: Male human Exp6/Sor4; CR 10; Medium-size humanoid; HD 6d6 plus 4d4; hp 
23; Init +1; Spd 30 ft.; AC 11 (touch 11, flat-footed 10); Atk +6/+1 melee (1d4/19-20, dagger); 
or +7/ +2 ranged (1d4/19-20, dagger); AL LN; SV Fort +5, Ref +4, Will +10; Str 10, Dex 13, 
Con 11, Int 13, Wis 13, Cha 14. 5 feet 7 inches; age 29. 

Skills and Feats: Appraise +7, Bluff +10, Concentration +6, Diplomacy +14, Gather 
Information +8, Intimidate +12, Knowledge (local -- Vilhon Reach) +7, Knowledge (nobility 
and royalty) +7, Listen +9, Profession (politician) +11, Sense Motive +7, Spellcraft +7, Spot 
+3, Alertness, Dodge, Extend Spell, Great Fortitude, Spell Focus (Enchantment).  

Sorcerer Spells Known (6/7/4; base DC = 12 + spell level): 0 -- daze, detect magic, 
open/close, prestidigitation, read magic, resistance; 1st -- comprehend languages, 
expeditious retreat, message; 2nd -- detect thoughts. 

Possessions: Dagger. 

Malgoriam is a petty official’s petty official. Viewing politics as a way to get rich, he entered the 
government of Assam as early as he could get a post. He served without distinction but with great 
energy, and when Mayor Tempest needed to appoint a gate warden, Malgoriam maneuvered 
himself into the post. He has realized his dream with this post, as the trade through it will only 
increase and everyone sending anything through has to pay the user fee. Since he collects the 
fees, he inflates them beyond what the government requires and keeps the extra gold. 

The bureaucrat is thin and sniveling, caring only for himself and his own prosperity. He cares 
nothing for the plight of anyone using the gate, and those who offer a sob story or try to talk him 
out of the fee get charged an extra "I have to listen to your whining" fee on top of the usually 
inflated fees. He has three "subordinates," who are really thugs, and if there is any trouble over 
the fees, he calls them to do any fighting that might be needed. They are always 4th-level fighters 
(use NPC stats on page 53 of the Dungeon Master’s Guide). 

How to Incorporate the Assam Portal Into Your Campaign 

 If you want to take your campaign to the Far East, or mix in some Oriental elements, this 
portal can connect your PCs with the world of ninjas and samurai. The characters could 
have to go through the portal to find a missing merchant, or recover some stolen 
property. Once there, they will no doubt run into other adventures while waiting for the 
return portal to be completed. 

 Once the return portal is complete, who can say what horrors might pour through it from 
Kara-Tur on missions of conquest. The characters could be hired to defend the portal 
itself from unlawful use or from whatever might come through. 



 The conflict in Ormath escalates, and a noble is found murdered. Was his death really 
related to the newly found portal, or is there some other cause? The characters can be 
pulled into this mystery either by direct hire or by happening on the body. They could 
inadvertently have clues to the killer, or could have clues that the killer planted to divert 
suspicion away from herself. It could be that the killer must be sought on the far side of 
the portal, or closer to home (say, the murdered person’s sibling). 



The Farsea Marsh Portal 

In the western part of Cormyr sits the Farsea Marsh and its sister, the Marsh of Tun. Each holds 
the ruins of a civilization that predates the elven kingdoms of the Realms. What happened to 
these two civilizations, or the one common civilization, no one knows. However, the ruins in the 
Farsea Marsh were later put to use by someone -- perhaps a wizard from Netheril. No one knows 
for sure, but someone placed a portal deep within the ruined structures.  

The marsh is filled with pestilence and plague -- a remnant of whatever that lost civilization 
wrought. The sickness keeps adventurers out of the ruins, so nobody discovered the portal until 
very recently. Once someone learned the destination, the discovery generated a lot of excitement 
in Cormyr and among various other interests nearer by. 

 

The portal is a two-way continuously active gate that leads to a ruined town on the eastern side of 
the Dragonsword Mountains in Mulhorand. The ruins are at the foothills on the northeastern side 
of the range, within a day or two’s journey to the Road to the Dawn. The portal is set inside a 
doorway of average size and meshes with the architecture of the ruin so as to look like a doorway 
into a room within the structure. The portal in Mulhorand possesses an arch 10 feet high and 8 
feet wide, standing amid partially standing buildings and scattered stone. No one remembers the 
name of the town in which this portal is located, and as of yet no one in Mulhorand knows that it 
has been discovered. If the people knew, they would probably be worried about conquest forays 
from Cormyr. 

Cormyr claims control of the portal in the Farsea Marsh in the name of Azoun V, the infant king, 
but maintaining control of a site west of the Stormhorns is difficult given the current state of the 
nation. The best that Regent Alusair can do is maintain a presence, and this she has done in the 
person of Jingarnd Jolles, a Purple Dragon Knight of unimpeachable devotion to the crown. He 
commands a small force based outside the marsh, as close to the ruins as possible. Scouting 
patrols ride the marsh, but they watch for any sign of sickness carefully. No one has forgotten that 
men die just from riding through this swamp. To fully utilize the portal, some permanent solution 
to the marsh plague must be found. 

Other interests also vie for control of the portal, including Zhentarim based in Darkhold, orcs and 
other warlike humanoids from the Stormhorns, a mutant race of lizardfolk living in the marsh that 



is somehow resistant to the pestilence, and disloyal or self-serving nobles within Cormyr. All of 
these threats keep Jolles and his knights busy. 

Jingarnd Jolles: Male human Rog2/Ftr4/Prp4; CR 10; Medium-size humanoid; HD 2d6+2 
plus 4d10+4 plus 4d10+4; hp 69; Init -1; Spd 20 ft.; AC 17 (touch 9, flat-footed 17); Atk 
+13/+8 melee (2d6+6/19-20, greatsword); or +8/+3 ranged (1d8/x3, composite longbow); SA 
Fear, sneak attack +1d6; SQ Heroic shield, inspire courage (2/day), oath of wrath, rallying 
cry; AL LN; SV Fort +9, Ref +4, Will +2; Str 17, Dex 9, Con 12, Int 13, Wis 10, Cha 12. 5 feet 
10 inches; 221 lbs. 

Skills and Feats: Appraise +6, Climb +6, Decipher Script +6, Diplomacy +5, Handle Animal 
+5, Hide -2, Intimidate +6, Jump +1, Listen +4, Move Silently -2, Open Lock +4, Pick Pocket 
-2, Ride (horse) +10, Search +3, Spot +4, Swim +11; Cleave, Foe Hunter (goblinoids), 
Leadership, Mounted Combat, Power Attack, Saddleback , Weapon Focus (greatsword), 
Weapon Specialization (greatsword). 

Fear (Su): Jingarnd can evoke a fear effect (Will save DC 14) once per day. His allies are 
immune to the effect. 

Heroic Shield: When using the aid another action, Jingarnd can give an ally a +4 
circumstance bonus to AC instead of +2.  

Inspire Courage (Su): This ability has the same effect as the bardic music ability of the same 
name. Each ally who can hear Jingarnd receives a +2 morale bonus on saves against charm 
and fear effects and a +1 morale bonus on attack and weapon damage rolls. The effect lasts 
for 5 rounds after the ally can no longer hear Jingarnd. While speaking, Jingarnd can fight 
but cannot activate magic items by spell completion or magic word.  

Rallying Cry (Su): Jingarnd can utter a powerful shout that gives each ally a +1 morale 
bonus to his or her next attack and +5 ft. speed until Jingarnd's next turn. This mind-affecting 
ability is usable three times per day.  

Oath of Wrath (Su): Once per day, Jingarnd can swear an oath to defeat a single opponent 
within 60 ft. For the duration of the encounter, Jingarnd receives a +2 morale bonus on 
melee attack rolls, weapon damage rolls, saves, and skill checks used against this 
challenged foe. He must continue to attack challenged foe (attacks of opportunity against 
others do not count) or the effect is broken.  

Jingarnd is one of those people who is very energetic in support of causes he believes in, but he 
is also careless. Thus, bad things happen to him because he does not plan ahead well. Usually 
these are not serious, or at least not critical, but they do make him look less competent than he 
wants to appear and cause his troops to chuckle from time to time. 

Jingarnd was born and raised in Cormyr, and he fought alongside Azoun IV in the recent 
goblinoid wars. That is why Princess Alusair knows and trusts him with this duty. The difference is 
that he was not in command on the battlefield, and now he is, and command does not suit him as 
well as she thought it would. His family has lived in Cormyr practically since the founding of the 
nation, and they have always supported the monarchy. He followed the obvious course for a 
young man who did not wish to adventure but who sought excitement, and though he has seen 
his share of battle and more, he has not led a life that one would talk much about. 

How to Incorporate the Farsea Marsh Portal Into Your Campaign 



 The player characters are hired to escort a small shipment through the portal and to 
Mulhorand. The shipment is very troublesome, however, and causes them to get 
attacked frequently by people or creatures that want it. In Mulhorand, they find out just 
how dangerous their cargo is when a dragon lands and demands it of them. Who ends up 
with the package could affect whether the characters ever leave Mulhorand alive. 

 Jolles needs additional help protecting the portal from orc bands while replacement 
knights come from Suzail. The PCs are in the area, and they help him defeat some orcs 
at the start of the adventure, so he enlists them for the time being. The characters 
discover the lizardfolk in the marsh and have to defend themselves. Then agents of the 
Zhentarim approach them and ask them to betray Jolles by helping them finish his troop 
off. Where will their loyalties lie? 

 A priest of Ilmater is going to the Farsea Marsh to try to discover a cure for the 
pestilence, and she asks the characters to accompany her. She calls it a holy quest and 
tells them that their suffering on this quest will profit everyone. The group comes into 
contact with the lizardfolk and finds that they know how to suppress the plague and how 
to spread it. The lizardfolk have spread it to keep people out of the marsh, and thus they 
come into conflict with the characters’ mission. However, they are not the evil that they 
appear, and they have some deeper reason for keeping people away from the portal. 



The Longsaddle Portal 

The town of Longsaddle, in the northwestern part of Faerûn, is a quiet town on the main road 
from Waterdeep to Mirabar. Longsaddle sits in the center of the Dessarin Valley, which is an area 
held by orcs until the rise of Waterdeep. The orcs found themselves pushed back into the Spine 
of the World Mountains, but they remain a threat. Not that the orcs could sweep away the towns 
now, but smaller groups can still threaten the peace of the inhabitants. And there are other 
threats as well. Longsaddle itself has never had any extraordinary excitement, until recently.  

Sitting at the edge of the town is a crumbling arch made of stone. Sages say it has been there 
since the time of Illefarn, and possibly longer. It certainly stood there when orcs held sway over 
the Dessarin Valley, because crude orc runes have been added to the arch since it was 
constructed. The arch is about 8 feet tall, and about 5 feet wide, with a section missing from the 
top down to about 3 feet above ground on one side. The rest is weather-beaten and crumbling. 
Sages say that the arch was a monument for some long-forgotten people, perhaps a military 
victory or a sign of some covenant between two groups. The many runes that adorn the arch 
seem to support these theories, though they do not tell a clear story. No magical energies have 
been detected in the arch. The people of Longsaddle have built the western edge of town around 
it, so that it is a local village square with taverns and shops. 

 

Needless to say, the people were surprised one morning to find a hobgoblin standing in the arch, 
looking over the town as a conqueror looks over a new prospect. Then a second appeared, and 
witnesses fled in fear. The militia took care of the creatures, but small groups of them appeared 
throughout the tenday. For reasons that remain mysterious, the portal located in the arch became 
active again. 

Sages came and studied the portal while the militia set up a permanent watch on the arch, and 
the local residents were moved to parts of town further away from the problem. The sages 
determined that the arch was one part of a two-way continuously active portal that had its other 
destination in the Gray Forest, all the way over in Impiltur. A circle of stones nearly buried in dirt 
and underbrush is all that marks the portal in the Gray Forest. 



The hobgoblins living in the Gray Forest are taking full advantage of this new opportunity. Day by 
day they send forays into Longsaddle to test the strength of the defenders there and to scout the 
town. Occasionally they steal, and once they took a tavern worker from the nearby Tavern of the 
Arch. Troops from Longsaddle rarely follow the hobgoblins back into the Gray Forest, for they are 
not prepared for a protracted campaign there and don’t know if the portal will stop functioning 
again suddenly. The commander of the town militia, Suka Hjilt, believes that containing the threat 
is sufficient for now. 

Suka Hjilt: Female human Rgr1/Ftr8; CR 9; Medium-size humanoid; HD 1d10+3 plus 
8d10+24; hp 86; Init +8; Spd 30 ft.; AC 16 (touch 12, flat-footed 14); Atk +11/+6 melee 
(1d8+5/17-20, longsword) and +11 melee (1d61/19-20, short sword); or +11 ranged (1d8/19-
20, light crossbow); SQ Favored enemy (orcs); AL LG; SV Fort +11, Ref +4, Will +3; Str 17, 
Dex 15, Con 16, Int 14, Wis 12, Cha 11. 5 feet 5 inches; 170 lbs. 

Skills and Feats: Climb +7, Craft (siege engines) +6, Handle Animal +4, Knowledge (local -- 
North) +6, Knowledge (nature) +6, Listen +8, Move Silently +4, Ride (horse) +10, Search +6, 
Spot +11, Wilderness Lore +9; Alertness, Blind-Fight, Blooded, Combat Reflexes, Dodge, 
Improved Critical (longsword), Improved Initiative, Track, Weapon Focus (longsword), 
Weapon Focus (short sword), Weapon Specialization (longsword). 

Possessions: Chain shirt, light crossbow, 20 bolts, longsword, short sword. 

Originally from Silverymoon, Suka moved westward to Longsaddle when her family decided to 
move east. She loves the North and the hardy lifestyle that she finds here. She is rather direct 
with people, and this trait has caused her trouble when a little diplomacy would have been much 
better. However, she is an excellent leader of troops, and the militia has thrived since she took 
command. The infestations from the portal have her concerned, as the small groups of 
hobgoblins are clearly the prelude to a larger invasion. She is doing her best to prepare the town. 

How to Incorporate the Longsaddle Portal Into Your Campaign 

 The hobgoblin raids increase and the militia’s resources are becoming depleted. Hardy 
adventurers could be a great help defending the town. 

 The characters are sent on a scouting mission through the portal by Commander Hjilt to 
determine the strength of the hobgoblin forces on the other side. They find more than 
they bargain for when they discover that the hobgoblins are led by a more powerful 
monster that has heard of the portal and has specific designs on Longsaddle. These 
designs could be revenge or conquest, or merely to use it as a base to conduct some 
actions against Waterdeep. 

 A sage studying the portal finds some runes that connect it with the Illefarn Empire of 
long ago. Wanting to learn the origin of the portal, he or she sends the characters to 
investigate various other historical sites in the region. Naturally these are dangerous in 
and of themselves, but there is also an ancient undead creature that does not want the 
characters or anyone else to find out about the origin of the portal. 



The Isle of Prespur Portal 

The Isle of Prespur, located in the Sea of Fallen Stars, is not often visited. It has only one 
possible harbor, and no real cover. It was originally the private estate of a mage of great power 
named Prespur, and on it he built a castle. Prespur, a Netheril mage, studied and researched 
magic there in seclusion. It was his retreat when magic went afoul in Netheril, and his place of 
safety when Netheril fell. With his death, the island remained uninhabited for many years. 

Eventually pirates landed on the island and investigated the castle, still in good repair despite the 
passage of time. They looted the valuables and started cutting the forest to make ships for their 
fleet. Then, for reasons undisclosed, they fled the island and spread tales of demons and ghosts. 
Adventurers who visited the islands through the centuries never found these demons or ghosts, 
but never stayed either. Pirates stopped there if necessary, but tended to avoid the place. The old 
castle started to fall into disrepair, and it was soon swallowed by the forest. The castle remains to 
this day, but it has suffered over the centuries. Moaning winds and leaky walls attest to the 
ravages of time. 

 

A few years ago, an unseelie nymph moved to the island and began to destroy the natural life 
there. The forest died, and the island became like a desert. The castle once again could be seen 
from the waters, and the sight of it attracted explorers. These explorers unearthed the cellars of 
the ruins, previously undiscovered, and found the laboratories there. They also found Prespur’s 
portal. The unseelie nymph kept out of sight and observed the explorers, stealing life from them if 
they stayed too long. 

Discovery of the portal brought sages and wizards to the island to investigate, and eventually 
something killed the unseelie nymph or she abandoned the island; no one is sure which. In truth, 
she has not left, but she has found an underground lair in a cave on the far side of the island that 
she has hidden from view. She slowly saps the life of the investigators still. 

The portal is a two-way, continuous portal that emerges on the island nation of Tharsult in the 
Shining Sea. It requires a key to reach Tharsult; those entering without the key are transported 
instead to the wastes of Icewind Dale (a one-way trip, as there is no return portal). The key for 
Tharsult is the word "travel" spoken in the ancient Netherese language. A simple doorframe on 
one of the basement walls frames the portal. The door set in the frame opens to reveal only wall 
behind; it is a false door. However, with the door open one can step into the portal.  

http://www.wizards.com/dnd/article.asp?x=dnd/mm/mm20020112a


On the Tharsult side, the portal is located near the sea, and it was once surrounded by a natural 
rock lip that formed part of a small ridge over the beach. Time and accident of nature have worn 
away the rock lip, and one can find the portal site now only by use of magic. Thus, it has not been 
found in all the centuries. The people of Tharsult live mostly in the port city of Urbeth, but they 
farm and hunt across most of their island home. The inhabitants discovered the portal site when 
mages began appearing in the same place on the beach about 10 miles south of Urbeth. The 
portal has not changed their lives much at all, as it goes to a basement of a castle on a nearly 
abandoned island. 

Interest in the portal on the Isle of Prespur is currently limited to a few wizards who would like to 
control a fast way to the Shining Sea. After all, more trade travels on the Shining Sea than most 
other seas of Faerûn, and Tharsult is a large trading center. The chance for wealth is great, and 
the wizards investigating the portal have kept quiet about what they know.  

How to Incorporate the Isle of Prespur Portal Into Your Campaign 

 The characters are shipwrecked on the Isle of Prespur, and explore the castle. They find 
the signs of recent and continuing exploration, but no one is about at the time. Eventually, 
they find a well-concealed secret compartment that contains a journal written by Prespur, 
and a strange twin gem (two gems fused). The journal explains that the gem has been 
created with powers to defeat a monstrous menace found through the portal, which it also 
describes briefly. If the characters can decipher it they can activate the portal and go 
through to Tharsult (or Icewind Dale if they make a mistake). Once there, they find that 
the monstrous menace is long gone but can be tracked through historical documents to 
the region of Tashalar. What the menace is, and what the twin gem does, is left for you to 
decide. 

 A wizard hires the characters to raid the Isle of Prespur and recover a valuable magic 
item stolen by a rival who is trying to make a home on the island. The rival would protest 
the charge, if asked, but did in fact engineer the theft (or merely purchased the stolen 
item from the thieves with no questions asked). The characters become trapped by the 
rival’s power and creatures, and may have to use the portal to escape. Even inhospitable 
Icewind Dale is better than certain death. 

 The unseelie nymph, forgotten by now, extends her influence more strongly across the 
island. The few trees that have been planted since she was "routed" begin to die, and a 
druid trying to restore the natural life of the island suspects that the nymph is not gone 
after all. He or she calls on the adventurers to help root out the fey creature once and for 
all. When the druid is captured or killed by the nymph, the task falls to the characters 
alone. 



Great Rift Portals 

Deeperdown Reservoir Portal 

In 786 DR, one of the major wells in Eartheart dried up. This well provided water for an entire 
Deeperdown clan neighborhood within the city. After divination and thorough hydrological 
inspection, the Eartheart Water Inspection Council determined that this failure was purely natural 
-- not an attack, not the result of an accident, and unrelated to any known prophesies. The well 
simply dried up. It seemed an almost pleasant change for a major occurrence not to be tied to 
some portent of doom. Once the dwarves were done feeling relieved though, they still had a 
water supply problem to solve. 

The council's representatives studied the problem for two months. When they returned with their 
proposals, they had three options. Their first option, digging to connect the well with an 
underground lake several miles away, was ruined when an aboleth suddenly took up residence in 
the lake and the aberration's scum fouled the waters. The second option proved unfeasible when 
the necessary aqueducts to bring water in passed through dense residential areas of Eartheart. 
The third option was no one's favorite, but the only feasible solution: Go to the surface for water. 

The dwarven representatives had found a suitable lake about three days' pony ride south of the 
Rift in a wooded glen. It was clean water, fed by two streams, in the open Shaar. After some 
observation, it seemed that only animals and a wemic tribe knew of its existence. Though relying 
on a surface lake for water seemed unorthodox and perhaps even a little risky, the dwarves 
decided to try it. 

The dwarves dispatched a wizard and a team of engineers to the site. The engineers built 
temporary dams and drained the lake. Then the wizard set about the muddy task of creating a 
portal in the floor of the lake and the engineers began moving earth to create a deeper reservoir. 
When done, the engineers installed a mithral grate over the portal to prevent intrusion, and the 
wizard summoned a Huge water elemental to stand guard in the water. Then the dwarves 
released their dams, stopped up the lake's outflow, and watched their new reservoir begin to fill. 
They built an underground guard bunker next to the reservoir for dwarven warriors to keep watch. 
Then they left a dozen stout warriors to look over it and rode back to the Rift. 

The portal is delimited by a 1-foot diameter ring of stones, which are carved with runes and 
arranged in shapes of larger runes. It is one-way and always open, allowing a constant flood of 
water through. Within Eartheart, the water appears from the ceiling above an open plaza in the 
Deeperdown clan neighborhood. In a thunderous cascade, the water spills into a specially carved 
basin that serves as both water supply and public fountain, serving the community splendidly.  

The arrangement has worked for the last 580 years, with all the precision that one would expect 
from a dwarven engineering project. Only the guard has slipped over the years. As time wore on, 
and the reservoir began to seem safe and stable, the guard positions posted at the reservoir were 
reassigned to other posts. Today, only a single dwarf, Rauthas Deeperdown (N male dwarf Drd9), 
lives in the old bunker, keeping watch over the reservoir. As a full-blooded Deeperdown, Rauthas 
feels it is his duty to make sure that the water remains undisturbed. He also prefers the solitude, 
even if it is above ground. The elemental remains, vigilant as ever, and the grate is still as tough 
as the day it was bolted down into the surrounding bedrock. 

Unfortunately, other things have changed. An evil water genasi from Dambrath, Mavesta Krinindo 
(LE female water genasi Clr5) has discovered the gold dwarves' water supply. She has reported 
the find to her half-drow masters, and they have devised a terrible plan. Mavesta is to take a 
score of rogue and warrior confederates to kill Rauthas. Then they intend to poison the reservoir 
and wait for the dwarves to sicken and die. Once the poison has had time to set in, they will enter 



the city through the portal in water form and kill everyone they find. What the half-drow believe 
they will accomplish by doing this remains their own secret. 

 

How to Incorporate the Deeperdown Reservoir Portal Into Your Campaign 

 The PCs might learn of the plot in Dambrath and either try to stop it or warn the dwarves 
of the coming doom. 

 The PCs are visiting dwarves in the Deeperdown neighborhood at a time when many of 
the dwarves are beginning to sicken or die. Investigations into the matter might lead the 
PCs to find out that the water is the source of it. 

 While traveling in the southern Shaar, higher-level PCs come across Rauthas's decaying 
body. Tracks or clues lead the PCs to the reservoir where they see nearly two dozen half-
drow and a water genasi drinking potions, changing into a watery form, and slipping away 
into the reservoir. 



Warriorgates Portal 

The Warriorgates network of portals facilitates quick military response or civilian evacuation to 
both edges of the Great Rift. This defense system dates back to the last massive drow attack 
several hundred years ago, when the drow killed hundreds of dwarf children and noncombatants 
after breaking through the dwarves' anti-teleportation defenses. The dwarves originally 
envisioned the portals as purely defensive, but after applying dwarven ingenuity, developed a 
secondary, offensive use for them as well.  

Approximately every half mile in populated tunnels of the Rift, a thick, red line of words is 
inscribed into a blank section of wall. In Dwarven, the words say, "When Sirens Sound Run 
Through Here" and either "East Edge" or "West Edge" followed by a number. These words outline 
a system of one-way portals to the surface, designed only to allow dwarves out -- never outsiders 
in. Those who step through appear at a specific location on the edge of the Rift, depending on the 
portal chosen. The portals have two separate keys for their two purposes: evacuation in case of 
underground attack and rapid troop deployment in case of surface assault. 

In time of underground attack, should attackers penetrate the thick dwarven defenses through to 
residential areas, dwarves from all over the Rift stream to these portals to escape above ground. 
This is considered by everyone as a truly last ditch effort, and many Rift dwarves swear they will 
never use the Warriorgate portals, preferring to die in their homes rather than flee. Less stubborn 
dwarves (what few there are) prefer to live and fight another day if they can 

The key to activating portals in these times is the defense warning sirens found throughout the 
tunnels. When these huge, distinct-sounding horns sound off, their call echoes throughout the 
halls and chambers of most of the Great Rift complex. Ever paranoid about having their defenses 
used against them, the dwarves have created the key so that only one siren will not activate it. 
Instead the portal requires a two-toned, echoing blend of multiple sirens to open it so that 
infiltrators cannot use the portals to escape after setting off a single siren. 

The second use is to get troops to the surface in case of attack from above. An elite branch of the 
gold dwarf army, known as "Irontoes" (for the shiny iron toes on their boots), specializes in 
surface combat and defense against aerial assault. They have proven themselves in more than 
one attack on the Rift, and a number of squad members adorn their helmets with teeth from 
dragons they have slain in defense of the Rift. 

The Irontoe troops wear more than iron on their boots. The iron bears an insignia: a hammer 
erupting from the ground. The second key to activating the Warriorgates portals is this symbol. 
When the Irontoes need to reach the surface, they simply have to step into the portal and are 
teleported in motion. 

The Irontoes brag that the portals open only for them because they know the secret rituals and 
war cries that allow them passage. As they enter the portals, Irontoe soldiers usually shout a war 
cry to throw the occasional curious onlooker off track. In truth, no rituals or passwords are 
necessary; the insignia on any piece of iron activates the gates. If they must take someone with 
them who is not of their company, they haul the visitor out on a palanquin, carrying him or her as 
cargo between two Irontoe soldiers. 

Though old, the portals are rarely used. They are activated occasionally by Irontoe soldiers, both 
in drill and in combat. Since their construction, though, they have never been used as an 
evacuation tool. Few dwarves pay the portals much attention, and in some cases, the entries are 
covered by some project in mid-stage. How the civilian dwarves will react in emergency -- if they 
will even remember to use the Warriorgates -- remains to be seen. 



 

How to Incorporate the Warriorgates Portal Into Your Campaign: 

 When attacked, many dwarves would rather not leave their defense to outsiders. 
However, they might leave trusted outsiders to care for their noncombatants, seeing them 
to safety. After all, the dwarves might know how to get out, but they don't necessarily 
have a plan once they've reached the surface. 

 Some dwarf children might like to see what happens when the portals are triggered. They 
develop a bold plan to set off two sirens and watch what happens. When the PCs 
overhear seditious talk of "creating an emergency" by two scurrying dwarf children, will 
they brush it off or follow up on it? 



Durgen's Folly Portal 

When the Rift was an active quarry, traveling from the top to the bottom quickly was a valuable 
commodity for quarrymasters. Lifts anchored to the rock usually expedited travel to the top, and 
the system was used to ferry huge stone blocks up to the edge where horses or wizards would 
spirit them away to the sites of future palaces and castles. For Quarrymaster Durgen Graymantle, 
the speed of lifts was never fast enough.  

Graymantle was an impatient dwarf and an unforgiving taskmaster. He was not merely greedy, 
but grasping. He oversaw his workers with a whip, and he would hire anyone to work at low 
wages: dwarf, human, or half-orc, not caring if they had stonecunning or training, as long as the 
workers were strong and able. He tried to control as much of his operation as possible in person 
and always wanted work done faster.  

When it came to his attention that one could pay to have a spellcaster create a magical portal that 
would instantly move people and cargo to a given destination, Durgen began hunting for 
someone who could make one for him. It was hard for him to part with the gold to pay the 
exorbitant price that portal construction cost, but he had calculated that the time savings would 
earn his money back and more in just a few years. 

In those years, the gold dwarves had much more distrust of magic than they possess today, and 
they eyed the elven sorcerer brought in to do the work with distrust and disdain. However, the 
sorcerer did his job and left with no trouble, and the portal worked perfectly after that. For those 
who would use it. 

Many workers, especially the dwarven ones, were loathe to stop using a system they had built 
with their own hands in favor of a nonmechanical transport they neither built nor understood. The 
workers blamed accidents on "charms" that the odd elven sorcerer left behind, and they 
constantly associated the portal with bad luck. Further, Durgen quickly found that while the portal 
effortlessly and instantly transported people up and down, it would not carry more than a few 
hundred pounds of stone. He still had to rely on the block and tackle lifts to raise the heavy 
stones to the edge of the Rift.  

In the portal's favor, customers often appreciated the instant, comfortable transportation to the 
Rift floor when they came to visit the site and negotiate a deal. Durgen himself used it to oversee 
both quarrying on the floor as well as storage and loading on the edge, hopping back and forth, in 
an ever faster attempt to control all aspects of the operation. He ruled his company with the same 
granite fist until the day he died. In fact, while on his deathbed, he griped that the cleric of 
Moradin would not work fast enough to save him from an early grave. 

After his death, Durgen's son, Kurdun, continued to run the business. He had as little love for the 
portal as the workers did. Business returned to the traditional ways, and the portal fell into disuse, 
becoming known as "Durgen's Folly." 

Today, the portal is more of a tourist destination than a useful part of anyone's life. Few gold 
dwarves have business on either the floor or edge of the Rift. Those who want to travel to one are 
rarely close enough to the other for a detour to the portal to be worth it. As before, lifts remain 
ready to ferry dwarves up and down long distances, and as before, some superstitious types still 
believe that the sorcerer hexed the portal so that accidents happen nearby. The portals are now 
marked with signs, and the portal of the Rift edge is watched by guards as any entrance to the 
Rift would be. It remains a curiosity and a reminder to many that magic does not solve every 
problem, especially the common dwarven problems of perspective and greed. 



 

How to Incorporate the Durgen's Folly Portal Into Your Campaign: 

 Maybe the elven sorcerer really did set charms on the portal to cause accidents. Elves 
are long-lived and perhaps the sorcerer is still alive somewhere, with a plan in mind to 
use the portal for some evil purpose. 

 Some gold dwarves see Durgen's Folly as a nuisance, an embarrassment, and a 
potential safety hazard. They want it removed. Others see it as a landmark, a reminder, 
and a legacy of dwarven history. They want it preserved. Once the PCs have performed 
a service for the gold dwarves and gained some notoriety, one or both sides comes to 
them asking for support for their political cause. The PCs must either take sides or do 
some delicate negotiations to keep their heroic reputations intact. 



Wyrmtrap Portal 

The main passage that connects the Wyrmcaves and the Deep Realm is uncomfortably large for 
most dwarves' tastes. A dragon of considerably advanced age could force his or her way through 
the passage with either spells or strength. The officers charged with overseeing defense in these 
sections of the Underdark have carved a curving path, inserted heavy redoubts, summoned 
elemental guardians, cast all the appropriate glyphs, and maintain a vigilant guard force. Their 
first line of defense is solid, and it holds off most draconic intruders. They also intended to make 
attackers waste spells so they won't see the second line of defense: a portal known among gold 
dwarves as "the Dragon's Noose." 

The Wyrmtrap portal is enormous. More than 50 feet high and 40 feet wide, it encompasses the 
entire area of one slice of the tunnel, from ceiling to floor, wall to wall. Beyond the portal area, the 
tunnel runs another 30 feet and curves around to the right. The only sign of its presence is a 
seam of runes carved in a line around the circumference of the portal's area. As camouflage, the 
seam is placed just past a second row of carved glyphs, making it look as if the two are a single 
band. Once a dragon dispels the glyphs, he or she usually assumes the runes to be remnants of 
the spell. At this point, the commander nearest the portal speaks the key phrase, "Steady, 
soldiers," in Dwarven. This activates the trap. 

The genius of the Wyrmtrap portal is not in its construction or design, but its destination. The 
Wyrmtrap portal deposits encroaching enemies into a section of played-out mines some 30 miles 
away from any occupied area of the Great Rift. This one-way portal teleports anyone who passes 
through it into another tunnel carved to look exactly like the tunnel the portal occupies. Thus, 
when active, the portal looks no different than when inactive. 

Just like the original tunnel, the trap tunnel runs for 30 feet and then curves around to the right. 
Unlike the original tunnel, the trap tunnel abruptly halts around the corner. Behind the spot where 
a trapped dragon appears, the tunnel narrows to a 20-foot diameter, runs for 50 feet, and ends. 
At the end of the tunnel, a three-foot diameter circular crawlspace allows most Medium-size 
creatures to enter and exit with a little effort. Any dwarves who accidentally are swept through the 
portal with a dragon have a chance of survival if they can get to the crawlspace before the dragon 
makes sense of what has happened. 

Of course, dwarves know that dragons are wily, and simply being trapped in a tunnel won't hold 
any wyrm for long. Most of them can change shape or teleport and burrow or come up with some 
escape plan. However, the portal does generally disorient them long enough for the spellcasters 
and archers waiting on the other side of the crawlspace to finish them. Then, workers climb in, 
check for treasure, remove remains, clean up damage, and repair the tunnel so it looks like the 
real tunnel on the other end again. 

Though the portal is known as the Wyrmtrap, it has also been used on drow, hobgoblins, and 
once, a rampaging umber hulk. Its secret is well kept because only one dragon who has ever 
gone through has survived. The blue dragon, Zellenesterex escaped with her life after an assault 
on the caves of the dwarves. That was more than 100 years ago, and everyone who still 
remembers the attack assumes the dragon has moved on to easier targets. 



 

How to Incorporate the Wyrmtrap Portal Into Your Campaign: 

 Zellenesterex, an adult blue dragon, and the only creature ever to escape the Dragon's 
Noose, still lairs in the Wyrmcaves and still holds a grudge against the gold dwarves of 
the Great Rift. But she has grown wise in her years and will not attack blindly again. 
Rather than charge in and expect her power to help win against the dwarves, she wants 
to know what she's up against. In the guise of a gold dwarf miner who has lost his 
memory after a head injury, she comes across the PCs in the Underdark, preys on their 
sympathies, and tries to learn about the Rift cities and gain access to them through her 
newfound "friends." She will not make the same mistake again. 

 When a dragon attacks and walks through the portal, someone has to be on the other 
end to finish the job. The dwarf in charge of Wyrmcave defense asks the PCs to do the 
job, calling it "the easy part." 



One-way Portals in Amn 

The Dusty Rat 

Some put portals to profitable use. Baldy Spryth, the owner of the Dusty Rat bar in Athkatla, Amn, 
found that his cellar had a one-way portal. To find out where it went, he hired a reputable wizard 
and a fighter to go through it. To his surprise, the pair went through the portal, but all their items 
remained behind. He waited a year with the adventurers' gear, but no one ever heard from the 
team again. 

Definitely one to recognize a good opportunity, Baldy realized that this could be a great scam. 
Baldy subtly spread the word that he had a portal to some other dimension that he would let folk 
through for a price. This information is available with a Gather Information or Knowledge (local) 
check (DC 20). Less well known (DC 25) is the fact that he occasionally fences magic items and 
gear (obtained from the portal travelers). The most obscure information involves his dealings with 
the city's assassin's guild and his removal of bodies for them (DC 30). 

Baldy interviews potential clients. He'll let only individuals or very small groups go through (those 
that can all fit through the 10-foot by 10-foot portal simultaneously) to ensure that the secret of the 
creature-only portal remains. 

Baldy was savvy enough to realize another use for this portal from which no one seems to have 
returned. He uses it to dispose of dead bodies and incriminating evidence. He has Destiny cast 
animate dead and has the undead creature tote whatever Baldy wants to get rid of through the 
portal. 

In these ways, Baldy grew powerful and accumulated a great deal of wealth as well as a pair of 
trusted associates: Scales, a human bouncer that claims (falsely) that he is a quarter-dragon, and 
Destiny, a human cleric of Fharlanghn. 

None of them know where the portal leads. They don't care, as long as it continues to be a 
source of such fine revenue. None of those who went through it seems to have survived. 

 

The Dusty Rat Staff (EL 10) 



Baldy Spryth: Male human Rog7; CR 7; Medium-size humanoid; HD 7d6-7; hp 18; Init +2; Spd 
30 ft.; AC 15, touch 12, flat-footed 15; Atk +7 melee (1d6+2/19-20, +1 short sword); SA Sneak 
attack +4d6; SQ Evasion, traps, uncanny dodge (Dex bonus to AC, can't be flanked); AL NE; SV 
Fort +1, Ref +7, Will +3; Str 12, Dex 15, Con 8, Int 14, Wis 12, Cha 10. 

Skills and Feats: Appraise +12, Bluff +10, Decipher Script +7, Diplomacy +2, Disguise +5, 
Escape Artist +8, Gather Information +10, Hide +21, Innuendo +6, Intimidate +12, Listen +13, 
Move Silently +12, Search +12, Spot +13; Alertness, Combat Reflexes, Dodge, Mobility. 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving 
throw for half damage, Baldy takes no damage with a successful saving throw. 

Possessions: +1 shadow leather armor, +1 short sword, potion of alter self, potion of glibness.  

Scales: Male human Ftr7; CR 7; Medium-size humanoid; HD 7d10+14; hp 52; Init +1; Spd 20 ft.; 
AC 17, touch 11, flat-footed 16; Atk +11/+6 melee (2d4+6, +1 spiked chain); Face/Reach 5 ft. x 5 
ft./5 ft. (10 ft. with spiked chain); AL NE; SV Fort +7, Ref +3, Will +1; Str 15, Dex 13, Con 15, Int 
10, Wis 8, Cha 12. 

Skills and Feats: Bluff +6, Climb +7, Diplomacy +3, Intimidate +3, Jump +7, Listen +2, Spot +2; 
Alertness, Blind-Fight, Cleave, Exotic Weapon Proficiency (spiked chain), Great Cleave, Power 
Attack, Weapon Focus (spiked chain), Weapon Specialization (spiked chain). 

Possessions: +2 scale mail armor, +1 spiked chain, potion of cure moderate wounds (2). 

Destiny: Female human Clr7; CR 7; Medium-size humanoid; HD 7d8+14; hp 45; Init +1; Spd 20 
ft.; AC 23, touch 11, flat-footed 22; Atk +5 melee (1d8, +1 heavy mace); SA Rebuke undead 
7/day; AL NE; SV Fort +8, Ref +4, Will +11; Str 8, Dex 13, Con 14, Int 12, Wis 16, Cha 10. 

Skills and Feats: Bluff +5, Concentration +12, Diplomacy +2, Intimidate +2, Knowledge (local) +3, 
Knowledge (religion) +7, Spellcraft +11; Combat Casting, Extra Turning, Iron Will, Spell 
Penetration. 

Cleric Spells Prepared (6/6/5/4/2; base DC = 13 + spell level): 0 -- create water, cure minor 
wounds, detect magic, detect poison, light, read magic; 1st -- bless, cause fear, cure light wounds 
(2), expeditious retreat*, sanctuary; 2nd -- augury, cure moderate wounds, hold person, locate 
object*, silence; 3rd -- animate dead, blindness/deafness, cure serious wounds, fly*; 4th -- 
dimension door*, summon monster IV.  

*Domain spell. Deity: Fharlanghn. Domains: Luck (good fortune 1/day), Travel (freedom of 
movement). 

Possessions: +1 full plate armor, +1 large steel shield, +1 heavy mace, cloak of resistance (+1). 

How to Incorporate the Dusty Rat Portal Into Your Campaign 

 The PCs might need to get out of town fast, and they can learn of this particular portal. 

 Perhaps a spate of missing persons comes to the attention of the PCs. When they 
investigate, will they come across Baldy's portal and his method of ridding the area of 
incriminating bodies? 



Through the Dusty Rat Portal (EL 10) 

The portal is a one-way creature-only means of transport. Although it leads only to a foe of CR 7, 
arriving without any equipment makes this more than a challenge for almost any group. Even with 
the encounter level adjusted upward for the lack of equipment (with equipment, it would merely 
be EL 7), it's likely to kill one or more PC. 

The portal leads to a small tower on an island in a remote part of the Dragon Coast. A vampire, 
Theserin inhabits the tower and constantly keeps watch over the portal. He commands a small 
host of undead, most of which were furnished by Destiny, the cleric at the Dusty Rat. 

Without armor, weapons, spell components, and holy symbols, the best solution for the player 
characters may well be to flee, returning some other day, via a different method, with their 
equipment. 

Theserin: hp 32; see sample vampire in Monster Manual, page 222. 

Medium-Size Skeletons (5): hp 6; see Monster Manual, page 165. 

Medium-Size Zombies (5): hp 16, see Monster Manual, page 191. 



Submerged Portal 

Another little-known one-way portal is at the top of the Elethephryn Falls near Lake Esmel in 
Amn. The portal is submerged, though it's near the usual surface of the water. It's a one-way trip 
to the Western shore of Lake Esmel. What the spellcaster who placed the portal intended no one 
knows. 

The portal was discovered recently when an unlucky trapper, Teri, capsized her canoe. She tried 
to swim to shore, but the current was too strong. As she approached the edge of the waterfall, 
she knew she couldn't survive the fall. To her delighted surprise, in the instant she was tipping 
over the edge, she found herself on the West Beach of Lake Esmel, suddenly appearing near the 
health resort amid the tourists and vacationers.  

Teri: Female half-orc Exp3; CR 3; Medium-size humanoid (orc); HD 3d6+6; hp 16; Init +2; Spd 30 
ft.; AC 12, touch 12, flat-footed 10; Atk +4 ranged (1d8/19-20, light crossbow); SQ Darkvision 60 
ft.; AL N; SV Fort +3, Ref +3, Will +4; Str 12, Dex 14, Con 15, Int 10, Wis 13, Cha 6. 

Skills and Feats: Appraise +4, Climb +5, Craft (trapmaking) +6, Handle Animal +2, Heal +5, 
Listen +3, Profession (trapper) +5, Spot +5, Swim +2, Use Rope +6, Wilderness Lore +5; 
Alertness, Skill Focus (Craft [trapmaking]). 

Possessions: Light crossbow, case with 10 bolts. 

Local mages have undertaken the study of the oddly placed portal, but little has been learned. 
Some speculate that a ship that wrecked on the rocks at the top of the falls might have caused it. 

The truth of the matter is that about 10 years ago, a wealthy young halfling aristocrat named Velth 
hired a mage to place the portal there so that he could fake his suicide. A bardic knowledge or 
Knowledge (local) check (DC 25) will recall that Velth owed a great deal of money to underworld 
loan sharks. In fact, he owed more money than the cost of creating a portal, and he never 
intended to repay the debt. He seemed to have committed suicide by jumping into the river near 
the falls. His body was never recovered. 

Velth faked his death. He invested in an amulet of proof against detection and location to help 
avoid attempts to locate him. He now lives in Athkatla under the alias Souvrin with his ill-gotten 
gains. Due to a recent misfortune, however, he has lost his amulet but has gained a ring of mind 
shielding. If word of Velth's survival reaches the underworld, a bounty of 5,000 gp will be offered 
to capture him alive.  

Souvrin/Velth: Male halfling Ari10; CR 10; Small humanoid; HD 10d8+13; hp 58; Init +1; Spd 30 
ft.; AC 14, touch 12, flat-footed 13; Atk +8/+3 melee (1d4/19-20, dagger); or +10/+5 ranged 
(1d4/19-20, dagger); SQ Halfling traits; AL CN; SV Fort +5, Ref +7, Will +7; Str 10, Dex 12, Con 
13, Int 14, Wis 8, Cha 17. 

Skills and Feats: Bluff +18, Climb +2, Diplomacy +14, Disguise +18, Forgery +15, Gather 
Information +16, Hide +5, Intimidate +5, Jump +2, Knowledge (local) +7, Listen +1, Move Silently 
+3, Ride (horse) +5, Sense Motive +4, Spot +4; Lightning Reflexes, Skill Focus (Bluff), Skill Focus 
(Disguise), Toughness. 

Halfling Traits: Souvrin gains a +2 morale bonus on saving throws against fear, a +1 racial 
bonus on all saving throws, a +1 racial attack bonus with a thrown weapon, and a +2 racial bonus 
on Climb, Jump, Listen, and Move Silently checks (already figured into the statistics given above). 



Possessions: Bracers of armor +2, dagger, ring of mind shielding. 

 

How to Incorporate the Submerged Portal Into Your Campaign 

 The PCs learn of the bounty on Velth's head and decide to pursue it. 

 Souvrin holds the key to something that the PCs need in their current quest, whether it be 
an actual key or item or simply information. Will his alternate identity come to light? If so, 
will they stumble across the portal themselves? 

 The PCs fall into the portal and discover themselves in the resort. Who built this portal, 
and why did this person build it? 



Spy Network 

Based in Athkatla and disguised as a gold dwarf jeweler, Panma, a rakshasa, operates an 
international spy ring -- the Ears. Every major metropolis in Faerûn has a seemly-innocent 
storefront that covers up a deadly spy network. The cover may be a tailor's, jeweler's, or some 
other elite craft catering to a well-to-do and powerful clientele. 

Each of these branch offices has a two-way portal to a long-abandoned elven council chamber in 
the forests of Cormanthor. For her own protection, Panma, has only a one-way portal to the 
meeting place. She usually teleports home. 

The members of the Ears meet on every new moon to share information they've gathered and to 
piece together international plots and events. The spy ring uses rogues and multiclass rogues of 
various races and abilities, but they all are masters of disguise and deception and at least 10th 
level. If members need to contact Panma, they arrange for a coded message to be passed via a 
sending spell. None of the members know that Panma is a rakshasa, although many know she is 
not the gold dwarf she seems to be. 

Panma uses the intelligence gathered by her group for profit. Sometimes it blackmails a victim; 
sometimes the information is given in trade or to secure favors. 

Panma: hp 52; see Monster Manual, page 153. 

 

Sample Branch of the Ear 

All of the wealthy and powerful in Athkatla go to Pharsun's for their court finery. Only the 
wealthiest of the middle-class merchants can afford to patronize the tailor for special items of 
apparel. 

The shop is located on Cloth Street and resembles a fine home. The rooms are spacious, with 
items of clothing or swaths of cloth tastefully laid out as samples. Nothing is purchased off the 
rack. All clothing is custom-made. Clients' measurements and preferences are kept on file. Each 
item created for a client is unique. Well, unique except for one copy kept hidden in storage in the 
event that Pharsun or another member of the Ear ever needs to impersonate the client. 



Selecting clothing styles, approving designs, and getting fitted are all very time-consuming tasks. 
Often during a fitting, a client will have a friend along and chat freely about the events of the day 
or upcoming happenings. The tailor largely goes unnoticed. This information is carefully recorded 
after the client leaves. 

The two-way portal to the meeting place is located behind a secret door in the backroom. 

Pharsun: Male half-elf Rog12; CR 12; Medium-size humanoid (elf); HD 12d6-12; hp 32; Init +2; 
Spd 30 ft.; AC 14 (touch 12, flat-footed 14); Atk +10/+5 melee (1d4+1/19-20, +1 dagger); SA 
Sneak attack +6d6; SQ Evasion, half-elf traits, slippery mind, traps, uncanny dodge (Dex bonus 
to AC, can't be flanked, +1 against traps); AL N; SV Fort +3, Ref +10, Will +5; Str 10, Dex 15, 
Con 8, Int 14, Wis 12, Cha 17. 

Skills and Feats: Appraise +16, Bluff +16, Decipher Script +15, Diplomacy +22, Escape Artist +8, 
Innuendo +8, Intimidate +5, Listen +4, Move Silently +12, Profession (tailor) +16, Read Lips +17, 
Search +18, Sense Motive +16, Spot +19, Use Magic Device +18; Alertness, Blind-Fight, Dodge, 
Leadership, Quick Draw. 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving 
throw for half damage, Pharsun takes no damage with a successful saving throw. 

Half-Elf Traits: Pharsun is immune to magic sleep spells and effects and has a +2 racial bonus 
on saves against enchantment spells or effects. He has low-light vision (can see twice as far as a 
human in low-light conditions) and a +1 racial bonus on Listen, Spot, and Search checks (already 
figured into the statistics given above). 

Slippery Mind (Ex): If Pharsun is affected by an enchantment and fails his saving throw, 1 round 
later he can attempt his saving throw again. He gets this extra chance to succeed only once. 

Possessions: Bracers of armor (+2), +1 dagger, vest of escape, boots of elvenkind, chime of 
opening (5 charges), cloak of Charisma (+4), potion of hiding, potion of cure light wounds, 200 
gp. 

How to Incorporate the Ear Portal Into Your Campaign 

 The PCs might have reason to visit one of the Ear's shops on their own. What news do 
they relate there that comes back to haunt them? 

 Perhaps the PCs get on the wrong side of Pharsun or Panma. What do they do about 
this? 

 The PCs may have a rogue in the party who is prime material for recruitment. What does 
the rogue do? What happens if the rogue refuses? 



Dragons’ Claw Portals 

The Great Swamp Portals 

Deep within the heart of Rethild, the Great Swamp, nestles an abandoned city. Some believe it to 
be the home of a long-forgotten race. Swampy dangers such as shambling mounds, 
tendriculoses, and lizardfolk keep the casual and unprepared visitor far from this site, and few 
have ever returned from it. None of them have returned with wealth.  

Valraxaxath discovered the swamp in his travels, and he felt it was a perfect site for an 
unreachable lair, so when he began creating his portal network, he chose the city as his base. His 
lair sits deep within a ruined temple or government building (it is impossible to tell which 
anymore); part of it is submerged. He sleeps in a flooded section and uses the ancient buildings 
and streets as waterways. His main hoard is stored here, but it represents only about 60% of the 
wealth that Valraxaxath has acquired in his life.  

Valraxaxath has two portals here. The first connects to the rest of the Dragons' Claw portal 
network. This is a triple-sized, variable portal with keys required for all destinations. Each key is 
simple because Valraxaxath assumes that only he will ever use this portal, so he set the key to 
be himself. The user names the location desired (Small Teeth, Forest of Wyrms, Dragonspine 
Mountains, Dragonjaw Mountains) in Draconic, and the portal sets to that destination. The portal 
here is constantly active. Since all of the portals at these locations require Valraxaxath as the key 
to reach this site, the black dragon feels pretty secure. 

The second portal is a two-way continuously active portal with its destination in a cave deep 
within the Wyrmbones. Valraxaxath keeps his secondary hoard in this cave, and he adds to his 
hoard by sending them here first (either by one of the other portals or by use of magic). No key is 
required for this portal. Ancient archways that once formed bridges over the streets of the 
abandoned city mark both this and the network portal. 

Valraxaxath loves the solitude and the swampy environment, and he has assumed some control 
over the swamp near the city itself. He does not have any guards in the swamp because the 
natural dangers are enough to keep most away. Some of the lizardfolk that live in the swamp give 
him information about travelers and the activities just outside the swamp, and Valraxaxath uses 
his scrying ability to keep an eye on his home even when away. 

How to Incorporate the Great Swamp Portals Into Your Campaign 

Since these portals are at Valraxaxath's lair, it is unlikely that the characters would find these first. 
These come into play at the end of the campaign against Valraxaxath. See the rest of the portals 
for campaign implementation suggestions. 



The Small Teeth Portal 

Creating portals is expensive and requires costly materials. Thus, Valraxaxath needed a portal 
near a trade center where wealth was prized above all things. The Small Teeth Mountains in the 
south of Amn were perfect, and they are the home of a great blue wyrm, as well. Valraxaxath 
uses this site to trade with the people of Amn in Murann, and he has not slowed down at all even 
when the ogre mages took over this area. Rich caravans also provide a good source of treasure 
for hoards, and dragons from far away come to hunt riches in these lands. They can also use it to 
escape pesky adventurers who chase them too closely. 

The portal is set in the mountains high above where most of the humanoids live. The portal is a 
triple-sized variable portal that uses keys to select each destination. The portal itself sits in a ring 
of natural rock hanging below an outcropping and can be reached only by flying creatures. If 
creatures fly through the portal and it is not active, they crash into the side of a rock face, which is 
extremely painful. It opens only four times a day. 

The portal's default destination is a cavern deep underneath the Peaks of Flame in Chult, and 
those emerging from it come out in a spot far enough from the exit that those without knowledge 
of the area are not likely to find their way out before salamanders and other fiery creatures attack. 
These battles tend to happen quickly since the portal transports the creatures to this cavern while 
it transports all of their equipment to Valraxaxath's secondary hoard in the Wyrmbones (south of 
the Shaar). The spell analyze portal can show that the Small Teeth portal has several 
destinations, but it focuses only on the Small Teeth destination. 

The other destinations link to the rest of the Dragons' Claw, and each has a key as follows: 

 The portal to the Forest of Wyrms requires a dragon's breath weapon to activate. Breathe 
through the gate as you approach, and it sets for this destination. 

 The portal to the Dragonspine Mountains requires a spell cast at the gate to activate it. 
Any spell will do. 

 The portal to the Dragonjaw Mountains requires the user to speak the word "gem" in 
Draconic. 

 The portal to Rethild requires Valraxaxath himself as the key; unless he uses one of the 
other keys, Valraxaxath always goes to Rethild when using this portal. 

The local humanoids, especially those in the ogre mages' armies, have noted green and white 
dragons flying out of, or into, the Small Teeth in the past year or so. Often these dragons return to 
the mountains laden with wagons in their claws. They even have reports that red and green, or 
green and white, dragons are cooperating. One survivor of a dragon attack says, "Two great 
beasts acted in concert, cutting off escape and countering our attempts to kill one or the other 
with distractions or devastating attacks from the rear. I survived only because the beasts thought I 
was dead." Tensions in the region south of the Small Teeth are increasing, but the all-out dragon 
attacks that some fear have not materialized. This is because Valraxaxath needs to maintain 
relations with his trade partners here, so he restrains the other dragons somewhat. North of the 
mountains is fair game for dragon raids. 

How to Incorporate the Small Teeth Portal Into Your Campaign 

 Player characters could stumble across two or three dragons attacking a very large 
caravan. The dragons flee or carry off the goods to the Small Teeth. Local lore reveals 



that at least one of the dragon types is not indigenous to the area, and the merchant hires 
the characters to track down her missing goods. 

 Valraxaxath is having trouble with copper dragons in the Dragonjaw Mountains near 
Aglarond. Appearing as a human wizard/merchant in Murann, he asks the heroes to 
travel to these mountains and investigate the rumors that evil dragons are masquerading 
as copper dragons and disrupting the work at the gnome mines. Coincidentally, some 
copper dragons are playing tricks on the gnomes that look very suspicious. Valraxaxath 
(not using his own name) tells the characters how to use the portal to get to Aglarond, but 
leaves out the part about them having to fly to use it. 

 A silver dragon flees two reds and uses the portal from the Dragonspine Mountains to the 
Small Teeth. The silver is near death, but the PCs find her as she plummets to the earth 
(scorched, of course). The reds disappear back through the portal. Before dying, the 
silver relates to the characters that the two mountain ranges are linked and suggests that 
they try to close the portal before more reds come through. Unfortunately, the silver does 
not have that great a memory, and was rushed anyway, and so she cannot recall where 
the portal is located. 



The Forest of Wyrms Portal 

Deep within the Forest of Wyrms live green dragons. Lots of green dragons. Not so many that 
they are a real threat to the Western Heartlands, but nevertheless there are a lot of them. These 
dragons rule the forest, and intruders find themselves breathing noxious gases if they are 
unwelcome or are carrying a lot of valuables. 

The forest is very close to the Trade Way, the main trade route from Waterdeep to the Inner Sea. 
It is also within a day's dragon flight from the Serpent Hills and the High Moor. For all these 
reasons, the location was practically irresistible to Valraxaxath. The portal here is deep within the 
forest itself, marked by two large trees and set high in the branches so that flying dragons can 
use it easily. As a consequence, one has to fly to use the portal. It is double-sized, but it can 
accommodate most dragons. Like the Small Teeth portal, it is a variable portal that requires keys. 
It can be used four times per day. 

The default destination for the portal is deep within the Mortick Swamp in Luiren, where aquatic 
ogres and scrags await. Anyone who survives while trying to leave the swamp is indeed heroic, 
because the portal transports the creatures to this swampy death while their equipment goes to 
Valraxaxath's secondary hoard in the Wyrmbones. 

Activating the portal for the other destinations requires a specific key for each destination: 

 The portal to the Small Teeth Mountains requires blood from a freshly killed (within the 
last 8 hours) humanoid or animal. 

 The portal to the Dragonspine Mountains requires a spell cast at the gate to activate it. 
Any spell will do. 

 The portal to the Dragonjaw Mountains requires the user to speak the word "gem" in 
Draconic. 

 The portal to Rethild requires Valraxaxath himself as the key; unless he uses one of the 
other keys, Valraxaxath always goes to Rethild when using this portal. 

Would-be dragon slayers have perished when encountering a blue or red dragon when they were 
prepared for greens, and occasionally chromatic dragons of other colors will help the greens if a 
lot of "heroes" invade the forest. After all, the greens are very useful in helping them with their 
own problems. The other denizens of the forest have become worried that reds, blues, blacks, 
and the occasional white have taken up residence, but when one is used to having green dragons 
around all the time, a dragon of a different color does not phase one that much, and the other 
dragons leave the forest alone. The people who use the Trade Way, on the other hand, are very 
disturbed by the rise in frequency and boldness of dragon strikes. 

How to Incorporate the Forest of Wyrms Portal Into Your Campaign 

 If the party contains would-be dragon slayers, they enter the forest to hunt a green and 
claim its treasure, but run into a blue or black dragon instead. The dragon, not used to 
fighting in the forest, retreats to the portal and disappears through it. The characters can 
try to follow and probably end up naked in Mortick Swamp the first time through. 

 Local city or town governments become increasingly concerned about the activity of 
dragons in and around the forest. Divinations reveal that the dragons are coming from 



elsewhere, and the governments or their representatives hire or ask the player characters 
to find and investigate this source of dragons so that something can be done. 

 The characters investigate the tracks of some troll bandits and follow them deep into the 
forest. While on this quest, they see a white dragon appear out of thin air at the portal 
(from the Dragonspine Mountains) and fly away over the trees. The trolls think the portal 
is a holy site of some kind and give it wide berth. They can, if captured, tell of dragon 
traffic through the strange place. 



The Dragonspine Mountains Portal 

Located west of the Moonsea, the Dragonspine Mountains are home to red and white dragons in 
the higher peaks, and giants and monsters in the lower altitudes. Zhentil Keep, Melvaunt, and 
Hillsfar all mine the range, and the infamous Citadel of the Raven stands on the western slopes. 
Valraxaxath linked this site into his portal network because of the reds and whites, but access to 
mines and to Zhentil Keep and other sites on the Moonsea is not to be belittled. The dragons of 
this range avoid the Citadel of the Raven, but they freely go elsewhere in the mountains. Fiercely 
independent, as most dragons are, they have lairs on peaks and small territories that they 
defend. Valraxaxath talked them into minimizing their infighting so that they could increase the 
sizes of their respective hoards, but adventurers find the occasional dragon corpse near an empty 
lair. 

Valraxaxath does business with Mulmaster and Zhentil Keep merchants as well as with the 
Thayans at the Thayan Enclaves. He also keeps track of the mercenaries and Zhent forces, 
because one can never tell when one will need disposable resources. He uses a human form 
when in this district, though he rarely uses the portal himself. 

The portal here is the most obvious of all those in the network, but it is atop a peak that few but 
dragons ever ascend. Since the portal was placed, no one has survived the ascent, though they 
were all quite tasty. The portal, a triple-sized one, is demarcated by a great U-shaped stone 
formation that looks like an oarlock and is about 20 feet across. One can access it by climbing up 
to it, but the climb is extremely treacherous even under the best of weather conditions. 

The portal is variable, like the others in this network, and it can activate four times a day. The 
default destination is a spot in the midst of Raurin, the Dust Desert east of Mulhorand. This desert 
is a home to brown and blue dragons that devour any tasty morsels that suddenly appear from 
the portal. As with the other portals in the network, creatures are transported to the desert, while 
their equipment goes to Valraxaxath's secondary hoard in the Wyrmbones. It is likely that in the 
future Valraxaxath might build a two-way portal from here to bring the browns into his network. 

The other destinations all require keys: 

 The portal to the Forest of Wyrms requires a dragon's breath weapon to activate. 

 The portal to the Small Teeth Mountains requires blood from a freshly killed (within the 
last 8 hours) humanoid or animal. 

 The portal to the Dragonjaw Mountains requires the user to speak the word "gem" in 
Draconic. 

 The portal to Rethild requires Valraxaxath himself as the key; unless he uses one of the 
other keys, Valraxaxath always goes to Rethild when using this portal. 

With the Zhentarim, powerful wizards, and dangerous mercenaries, the residents of the Moonsea 
area have not really thought much of the increase in dragon raids on mine caravans. They 
assume some wizard or other is behind it, and they keep their mouths shut. The Zhentarim have 
noticed, even though the raids have been light compared to elsewhere in Faerûn. Several groups 
of mercenaries have been sent into the peaks to deal with this or that dragon, and their remains 
are found charred or burned by acid and broken from falls of over 1,000 feet. Sessions 
questioning these remains have provided the information that most died when a second dragon, 
often one not of a color known to live in the Dragonspines, attacked just as the mercenaries were 
about to finish off their target dragon. One report included references to a dragon that cast horrid 
wilting and acid fireball-like spells before spitting acid. Fzoul and his senior wizards continue to 



monitor the situation, but they do not take strong actions because other projects demand their 
attention. 

How to Incorporate the Dragonspine Mountains Portal Into Your Campaign 

 The characters are in the Dragonspines dealing with giants or ogres when they see a 
huge dragon fly over carrying a wagon. A couple gold coins fall to the ground near them. 
They can find out from local towns of your choice that a wagon train is late arriving from 
the Dalelands. They find the remains of the caravan. They are asked to hunt down the 
dragon or recover the gold -- if the PCs do not become interested on their own. The 
dragon flew through the portal to the Dragonjaw Mountains, and a "breadcrumb" trail of 
coins leads toward the portal structure. 

 In the Dalelands, the characters are neck-deep in trouble with some evil creatures such 
as drow when a dragon flies overhead. It sees the characters and lets loose a breath 
weapon attack before moving on. The dragon later raids a farm to the south, and the 
characters are asked to solve that problem, too. It could be that the dragon is taking 
advantage of the other situation the characters are dealing with, or it could be the 
instigator. Its trail leads back to the Dragonspines and perhaps even to the portal itself. 



The Dragonjaw Mountains Portal 

The Dragonjaw range is home to clans of gnomes, who make jewelry, tools, and inventions. They 
then trade these things and iron to the humans in the nearby city of Milvarune. A small number of 
copper dragons live in the mountains, too. Copper dragons aside, the presence of gnomes with 
gems and metals and other goods is a strong temptation, and Valraxaxath felt it behooved him to 
link this area to his portal network. The copper dragons might not be interested in his plans to 
bring more wealth to dragons, but plenty of blue, red, and white dragons find the gnomes not only 
good wealth sources, but tasty as well. Unknown to many in Thesk, a few chromatic dragons 
have moved into the Dragonjaws and have begun preying on the gnomes in a quiet way. The 
gnomes know, of course, and do not know where these new dragons have come from, or why 
their copper dragon friends don't know either. 

The portal is located, like the others in this network, in the highest peaks. This one, however, is in 
a cavern that once served as the lair of a copper dragon. Valraxaxath killed it some thirty years 
ago. The portal is actually set in the cave opening to the lair and is triple the normal size for a 
portal. One uses the portal from the outside, and those arriving appear in the cave and depart 
through the portal aperture. This portal works four times per day, and, to reach any destination, 
one must activate it by a key. It is variable, with no default destination. Valraxaxath did not want 
anyone appearing in the cavern and then accidentally being sent somewhere dangerous. 

The keys and destinations are as follows: 

 The portal to the Small Teeth Mountains requires blood from a freshly killed (within the 
last 8 hours) humanoid or animal. 

 The portal to the Dragonspine Mountains requires a spell cast at the gate to activate it. 
Any spell will do. 

 The portal to the Forest of Wyrms requires a dragon's breath weapon to activate. 

 The portal to Rethild requires Valraxaxath himself as the key; unless he uses one of the 
other keys, Valraxaxath always goes to Rethild when using this portal. 

With few in the area even knowing that a problem is brewing, the new dragons have had an easy 
time starting hoards. They are moving slowly, because a rash of dragon slayers entering the hills 
would be bad for their plans. The gnomes have increased their defenses, but they are still 
working under the "lone dragon" paradigm, and they are in for a rude surprise. 

How to Incorporate the Dragonjaw Mountains Portal Into Your Campaign 

 A clan of gnomes can ask the characters to protect a caravan bound for Milvarune. Two 
dragons attack it at once. After the carnage, the dragons divide the spoils, and each 
takes a laden wagon and flies away. One flies to the portal and the other to a lair. Since 
the portal looks like the entrance to a lair, it might take the characters a little while to 
figure out what is happening. 

 The Golden Way, the trade route between for Kara-Tur and Faerûn, ends in Thesk. It is a 
prime target for bandits, and some people notice a sudden rise in bandit-related activity. 
The characters are asked to patrol the region and keep the bandits from attacking the 
next caravan due in two days. Bandits do take the caravan, but they don't keep their 
wealth for long. The bandits have a lair in the Thesk Mountains, and the dragons of the 
Dragonjaws steal the stolen loot from the bandits' hideaway. The characters have to find 



the lost loot to prevent a major problem in the area, and the trail becomes quite 
complicated. 

 Another creature, perhaps a spellcasting manticore or a gorgon, has discovered the 
portal here and one of the keys (choose based on creature used). It uses the portal to 
raid or maraud or spy at both locations. If spying, then it has some humanoid form that it 
can take. The characters somehow become involved; perhaps the humanoid form 
matches that of one of the characters. They must find out who the spy or marauder is and 
how it is getting to safety. 



Portals of the Frozen Wastes 

The Sea of Moving Ice 

On a small, ice-covered island in the endless expanse of crashing icebergs that is the Sea of 
Moving Ice, five smooth, greenish stones jut up from the frozen earth like the fingers of a gigantic 
hand. In the center of the standing stones, a sinkhole descends to unknown depths below. (A 
diagram of this area is available in the Map-a-Week archive: download the map here). 

Long ago, this island was the tip of a peninsula extending westward from what is now called 
Icewind Dale, and a great city stood on its heights. The peninsula now drowns beneath the 
freezing waves, and the city is long forgotten. All that remains are the weathered remains of what 
was once a fine structure formed of magic stone, and the remnants of this structure barely 
support the magic of a portal in the air above the sinkhole.  

 

Touching any one of the five standing stones activates the magic of the portal, causing a 
shimmering web of green energy to appear suspended in the air. The energy web connects the 
stones to each other and forms an intricate latticework that covers the sinkhole entrance. The 
energy seems weak, however, since it flickers when the arctic wind gusts and disappears again 
within a minute of being activated. Once the portal is deactivated, it must remain dormant for 24 
hours before someone can trigger it again.  

The portal is variable: It has two preset destinations. When activated as described above, the 
portal leads to a cavern under the High Ice in the desert of Anauroch. If the word "Jhothûn" is 
spoken while the portal energy is active, however, the lattice changes to a rich purple color and 
the portal leads to Jhothûn. 

In either case, using the portal in its present condition is somewhat hazardous. The harsh 
elements of the freezing north have taken their toll not only on the physical structure of the portal 
but also on its magic. Entering the portal at the wrong instant, when its energy is flickering out 
(10% chance of it doing so), sends a character plummeting down into the sinkhole -- a fall of 100 
feet into ice-cold water (2d3 points of subdual damage and 6d6 points of regular damage from the 
fall, plus 1d6 points of subdual damage per minute of exposure from the cold). Characters at risk 
of falling can make a Balance check (DC 20) to catch themselves before falling, and those who 
are prepared might avoid the fall altogether at the DM's discretion. Characters arriving in this 
portal from another destination must move out immediately or risk plummeting into the sinkhole 
when the portal's magic fails. 
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At least as dangerous as the failing magic of the portal is its guardian, who is an evil orc druid 
named Thurghom. An outcast from one of the orc tribes that lives on the ever-shifting terrain of 
the Sea of Moving Ice, Thurghom and his polar bear companion keep watch over the portal for 
reasons they do not fully understand. Thurghom believes that the sinkhole spoke to him when he 
was a child, charging him with guarding it and imbuing him with the druidical ability he now 
possesses. The truth behind this story, if any exists, is a mystery whose only possible answer 
must be in Jhothûn.  

Thurghom does not even know that the site he guards so painstakingly is a portal. He has never 
laid a finger on the standing stones, believing them too sacred to defile with his touch, and he has 
never seen the portal's magic activated. He believes that a great spirit lives in the sinkhole, and 
he worships it from outside the ring of the stones and never approaches closer than required to 
hurl a still-living sacrifice into its depths. Thurghom guards the portal as a sacred shrine, not a 
magic artifact of an ancient civilization. 

http://www.wizards.com/dnd/article.asp?x=fr/pg20020605a


The High Ice 

Ice hangs in dense flows from the walls of a vast cavern below the High Ice. Frost-rimed 
stalagmites tower up from the cavern floor, and among them seven columns of lustrous pale blue 
hardly stand out. Many creatures have made their lairs in this mighty cavern over the course of 
millennia, from mysterious giants in ages long past to a very unusual young red dragon named 
Icindallix in more recent years. Now the dragon's offspring calls this place home, having killed 
and devoured its sire. This offspring, born of a mighty remorhaz of monstrous size, is known as 
the Red Worm. 

Before recorded history began, a city stood in this cavern, its spires rising gently from the cavern 
floor like what were then young stalagmites. Its smooth crystalline walls morphed with the icy 
stone, forming one surface. It fell to an army led by Netherese arcanists, and the army utterly 
annihilated every trace of its structures -- not even ashes remained. Later Netherese inhabitants 
were mystified by seven smooth blue columns that seemed to grow like persistent weeds from 
the cavern floor, returning despite every attempt to erase their presence. Even now, long after 
Netheril fell and its scattered colonies were abandoned to the great desert, seven blue columns 
still stand as mute testament to the first inhabitants of this nameless cavern. 

 

As in the Sea of Moving Ice, touching one of the seven blue pillars activates the portal they form. 
Seven walls of sparkling blue energy form between the pillars, each one wide enough for a single 
creature with a 5-foot face to pass through. (Creatures who do not possess a face as small as 5 
feet are out of luck. They cannot pass through the portal.) Creatures using the portal emerge from 
a vertical wall of ice in the Great Glacier. As soon as one creature passes through the portal, the 
blue curtains of energy vanish and the portal cannot be activated again for 1 hour. If multiple 
creatures want to use the portal at the same time, they must enter at exactly the same moment. 
Each creature must succeed at a DC 10 Dexterity check or move too slowly to pass through with 
the group. No more than seven Small to Large creatures can possibly use the portal at once. 
More creatures of size Tiny or smaller can pass through, since two or more of them can use a 
single 5-foot section. Characters arriving at this portal from another destination arrive in the 
center of the seven columns. 

Again, just like the portal in the Sea of Moving Ice, speaking the word "Jhothûn" while the portal is 
active causes it to shift destinations. The energy curtains become brilliant purple, and any 
creatures using the portal in this state are transported to Jhothûn instead. Unlike the western 
portal, no physical erosion has taken its toll on the pillars or their magic here. Quite to the 
contrary, the pillars and portal have actually returned from utter annihilation on multiple occasions 
-- for no known reason. However, time and the incredible magical energies unleashed on the 
region by the phaerimm have caused the portal's functioning to become unpredictable. Each time 
the portal is activated, roll on the Portal Malfunction table in the Forgotten Realms Campaign 
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Setting (Table 2-2). All creatures using the portal at a given time suffer the same malfunction, if 
any.  

The portal under the High Ice seems to have chosen a guardian over the years just like the 
western portal has. Ancient legends speak of a madness that consumed the Netherese colony in 
this cavern, and more recent adventurer's tales suggest that Icindallix, the red dragon who laired 
here, was eccentric beyond her choice of habitat. It is possible that all this madness stems from 
the presence of the portal, which whispers in the dark to those it chooses to protect it. Now one 
inhabitant lives in the cavern, and that one is the portal's chosen protector: the half-remorhaz Red 
Worm. 

The spawn of Icindallix is a gigantic remorhaz with streaks of vibrant red running the length of its 
icy-white body. Its head combines the insectoid features of a remorhaz with the frills and horns of 
a red dragon's face, and flame constantly dances around its drooling maw. To all appearances, it 
is nothing more than a ravenous, mindless beast -- but in truth, a significant glimmer of 
intelligence lurks behind its alien eyes. Certainly it is no genius, but it is capable of thought and 
reason, cunning and tactics. Unlike Thurghom in the Sea of Moving Ice, the Red Worm strongly 
suspects what it is guarding, though it gives little thought as to why it must guard.  

Recently the Red Worm has lived up to the expectations placed upon it by successfully defending 
the portal from an expedition of explorers originating in the fledgling Empire of Shade. As the 
shades settle into their new home, they are directing much of their efforts toward locating ancient 
Netherese ruins and unearthing the treasures they so often hold. The shades know that a colony 
was located in this cavern, and the exploration party was disappointed to find no trace of it here, 
after so many other creatures have made their lairs here. They quickly discovered the portal, 
however, and even activated it before the Red Worm destroyed them all. In the course of this 
event, however, the Red Worm learned enough about the portal to gain some understanding of 
what it is and why the shades might be interested in it. Without knowing any more than that, it has 
become that much firmer in its resolve to defend the portal from any intruders, and it no longer 
leaves the cavern -- even to hunt.  

The Red Worm cannot survive for long. For now, it compels other remorhazes to bring it food, 
and the region around the cavern literally swarms with the creatures, all of which hold great 
reverence for the Red Worm. However, the rulers of Shade are aware of the situation and will 
soon send a more powerful party to deal with the Red Worm and explore the portal network to the 
fullest. Their return will certainly spell the doom of the portal's latest guardian, and it may pave the 
way for the evil rulers of Shade to unlock the secrets of lost Jhothûn. 



The Great Glacier 

An apparently featureless sheet of ice deep in a crevice of the Great Glacier holds the key to 
unlocking the secrets of uncounted millennia. So deep is the crevice that sunlight rarely finds its 
way to the bottom. In shadow, the ice looks black and forbidding, as if it might close the narrow 
gap at any time, grinding anything within as the Great Glacier has ground tons of boulders to 
dust. When the sun is directly overhead, however, its light reaches to the crevice floor and 
activates its magic. Black ice turns to brilliant blue, frigid air seems momentarily warmed, and 
inscriptions ancient beyond telling become just barely visible on the surface of the ice. A daylight 
spell (but no lesser light spell) cast in the bottom of the crevice has the same effect. 

The inscriptions trace a large circle, 22 feet in diameter, on the smooth ice wall. They are written 
in characters no longer used by any of the languages of Faerûn: the lost script of the ancient 
Giant tongue. Comprehend languages is the easiest way to decipher it, but a successful Decipher 
Script check (DC 35) allows a character to get the gist of the text. It reads, "The city of Gharreil, 
seat of the Satrap of the Great Glacier, loyal servant of the Emperor of Jhothûn. May the qorrash 
smile upon it and nurture its mighty works, and continue to favor all of Jhothûn. Let no thieves or 
heretics enter this gate, for both suffer death in this city." This short inscription is ripe material for 
a legend lore spell or similar divination! 

 

If a legend lore spell is cast in the chasm with Gharreil as its subject, the result is a short verse 
from an ancient lay: "In the mountains he [the hero of the ballad] wandered long, in the icy lands 
of the Ulutiuns, amid the ruins of Gharreil. He walked on stones laid by giants of old and marveled 
at towering statues of ice. Yet naught found he of their ancient capital, nor uncovered the secrets 
of their magic might, ere Canithraxus drove him thence with its breath of hoar and taunting led 
him to its lair." 

The same spell cast with Jhothûn or the Emperor of Jhothûn as its subject reveals even less. The 
result is a passing comment in a tale of Iyraclea: "The Ice Queen built her palace in the Great 
Glacier after the fashion of lost Jhothûn and long sought its secrets, styling herself its new 
Empress." 

The circular inscription radiates a strong aura of Transmutation magic, and characters arriving 
here via the portal in the High Ice emerge from the circle, but it is not in fact a portal itself. Rather, 
it is a physical gateway leading into the lost city of Gharreil. It is opened by placing a hand 
anywhere within the circle and speaking (in Giant) words found in the inscription, "May the 
qorrash smile upon it and nurture its mighty works," a formulaic expression from the time of 
Jhothûn. When the words are intoned, the ice within the circle rearranges itself to form an 
opening, and the ruins of Gharreil are revealed. Naturally, using passwall, dimension door, and 
similar spells can help PCs reach the other side. However, a barrier of force is in place as long as 
the gate is closed, so ethereal travel into the city is not possible. 
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A map of Gharreil is available in the Map-a-Week archive: download the map (JPG format). The 
city is built inside a sphere of force to protect it from the grinding glacier, but it is in ruins 
nevertheless thanks to the gradual decay of the structures within. The city died in stages, 
however, and clear signs show that its residents built a wall around a small core of the city, while 
abandoning the outer portions that had already fallen into ruin. Now, however, even the buildings 
of that inner core are hardly more intact than the rest. At the DM's discretion, it may yet be 
possible to discover ancient items of magic and mystery within the ruins, as well as hints toward 
the information presented in the fourth installment of this portal series.  

The key location remaining in the city is area 12 on 
the map, where twelve translucent curtains of 
brilliant (but heatless) purple fire form a promenade 
leading from the amphitheater (area 11) to a portal 
leading to Jhothûn itself. When any creature steps 
between the easternmost pair of fiery curtains, the 
portal's magic activates, and a thirteenth curtain of 
fire springs up at the end of the path. Looking 
through the translucent curtain reveals not Gharreil, 
however, but Jhothûn: a magnificent palace of 
exquisite marble that towers over a flat, featureless 
plain of snow and ice. This portal's magic remains 
undiminished by the passing of eons since its 
construction, and it works flawlessly.  

Like the other portals, this one has its guardian: Tosvin, a gelugon and a servant of the Ice 
Queen, Iyraclea. Tosvin discovered the portal by accident during his first days on the Material 
Plane in Iyraclea's service, and he swore an oath to protect it before fully understanding what he 
had found. He possesses a magic mirror (looted from the ruins of Gharreil, in fact) that allows him 
to use clairvoyance to keep watch on the chasm outside the city gate, and he checks it daily at 
noon and frequently at other times as well. Whenever he can, he teleports into the city to ensure 
that the portal is safe and undisturbed, but he cannot keep a constant guard due to the demands 
of Iyraclea's service. 

Tosvin is by far the most intelligent of the three portal guardians, and he is the only one who fully 
understands what he is guarding. In fact, he is caught in the difficult situation of serving two 
masters. The Ice Queen, Iyraclea, has learned of ancient Jhothûn and is actively seeking its 
location, while Tosvin knows that the ruined city was once part of Jhothûn's empire and the portal 
leads there. However, he dares not break his oath to guard the portal by telling Iyraclea what he 
knows. His loyalty to the portal -- for he quite rightly believes it to be channeling an ancient and 
mighty intelligence beloved by Auril -- actually outweighs his fierce devotion to Iyraclea, and he 
would betray the Ice Queen before allowing her to blunder into Jhothûn's secrets. 

Likewise, if he learns of the shades' interest in exploring the portal network (see Part 2), he 
becomes quite nervous. The fledgling Empire of Shade is an unknown threat to him, while he 
understands Iyraclea quite well. Further, if shades found the portal here, they would pose a threat 
both to the portal Tosvin is sworn to guard and to the Ice Queen, who wants it for herself -- a 
doubly dangerous situation for the gelugon with his divided loyalties. 
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Jhothûn 

Somewhere in the Endless Ice Sea, nestled in a frozen valley carved from solid ice, a glorious 
city of graceful crystal towers once stood. Long before the rise of the first elf kingdoms of Faerûn, 
Jhothûn stood as the capital of a small but mighty empire -- an empire of giants whose 
descendants are now called frost giants. The giants of Jhothûn, like the humans of ancient 
Calimshan, ruled in close collaboration with a form of geniekind -- relatives of the djinn, but better 
suited to the icy regions of the Uttermost North: cold spirits known as qorrash.  

In this time of distant memory, Jhothûn's lords ruled all the cold places of Faerûn, from the Sea of 
Moving Ice in the west to the Great Ice Sea in the east. Aided by the qorrash, they mastered 
great magic, inuring themselves to the unending winter of their homeland, shaping the weather 
itself to their liking, and -- most relevant to the matter at hand -- joining the three great provincial 
cities of this empire to its capital, Jhothûn.  

Virtually all memory of ancient Jhothûn is lost, as even the guardians charged with protecting the 
portals have no real understanding of what they guard or why (Tosvin, the gelugon in the Great 
Glacier is the closest to real knowledge). Though the empire is long fallen -- sundered by 
rebellion among the provincial governors and rent by white dragons that made long war on the 
giants -- clues to its history lie in the portals, their guardians, and their ultimate destination. 

Each portal has a guardian -- Thurghom in the Sea of Moving Ice, the Red Worm under the High 
Ice, and Tosvin in the Great Glacier -- who discovered the portal and somehow communicated 
with it. In fact, the guardians were communicating with a qorrashi, the last of the noble line of 
advisors or "princes" of ancient Jhothûn, whose magic allowed him to speak and listen through 
the portals and gain the obedience of the guardians. For countless centuries, the princes of 
Jhothûn have recruited guardians for each portal, seeking to preserve the ruins of Jhothûn from 
the plundering that similar ancient ruins across Faerûn have experienced. They do this hoping 
that someday, somehow, someone will discover the proper royal line of Jhothûn among the giants 
and restore it to the rule of this lost Empire.  

 

The city of Jhothûn is lost to the ice and the passage of time, but the royal palace of the 
Emperors still stands and is maintained by the constant attention of the princes of Jhothûn . Maps 
of the palace are available in the Map-a-Week archive, and a map of the third floor is included 
below.  

http://www.wizards.com/dnd/article.asp?x=fr/pg20020626a
http://www.wizards.com/dnd/article.asp?x=fr/pg20020619x
http://www.wizards.com/dnd/article.asp?x=fr/pg20020619x
http://www.wizards.com/dnd/DnD_MW_Archive.asp


Maps:  

 Jhothûn exterior (JPG format)  
 Jhothûn Ground floor (JPG format)  
 Jhothûn First floor (JPG format)  
 Jhothûn Second floor (JPG format)  

The portals from the Sea of Moving Ice, the High Ice, and the Great Glacier all emerge in the 
palace in the round tower on the third floor. Each portal allows two-way travel, and the three 
portals are marked by carved and engraved archways spaced around the tower.  

The portal leading to the Sea of Moving Ice stands on the west side of the tower, surrounded by 
an inscription reading, "The city of Karffbadh, seat of the Satrap of the Moving Ice, loyal servant 
of the Emperor of Jhothûn. May the qorrash smile upon it and nurture its mighty works, and keep 
the Satrap firm in loyalty. From thence shall the power of the Emperor extend to the west." 

The portal leading to the High Ice stands on the south side of the tower. Its inscription reads, "The 
city of Choshein, seat of the Satrap of the High Ice, loyal servant of the Emperor of Jhothûn. May 
the qorrash smile upon it and nurture its mighty works, and keep the Satrap firm in loyalty. From 
thence shall the power of the Emperor extend to the south." 

The portal leading to the Great Glacier stands on the east side of the tower, and its inscription is 
nearly identical to that outside the gate of Gharreil: "The city of Gharreil, seat of the Satrap of the 
Great Glacier, loyal servant of the Emperor of Jhothûn. May the qorrash smile upon it and nurture 
its mighty works, and keep the Satrap firm in loyalty. From thence shall the power of the Emperor 
extend to the east." 

The palace of Jhothûn is a destination worthy of the effort put into seeking it. It is filled with 
artifacts both magical and historical -- items that predate the rise of Netheril and the flourishing of 
humanity in Faerûn. All are sized for Huge giants, of course, like the palace itself -- and unlike 
modern magic items, they generally do not resize themselves to fit the wearer. Still, the palace 
holds riches beyond imagining -- and certainly the Empire of Shade is not the only nation in 
Faerûn that would go to any lengths to have exclusive access to those riches or to keep them out 
of others' hands.  

Visitors will also find one living resident of Jhothûn: its last prince. He is a qorrashi whose only 
name is that of the long-lost empire he serves. The Prince of Jhothûn is the only living creature 
who knows the details of Jhothûn's glorious history, and he is the only one remaining who still 
clings to the hope of restoring it to its former glory.  
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Ghostly Portals 

Rikkine's Portal 

You peer through the trees and catch a glimpse of something. The forest is dark and quiet, and 
the full moon provides plenty of light. Whatever it is flickers again and then disappears. You go 
closer, sure that you are in the right place. The bard said that the portal was here and that the 
flickering light would mark it. You approach closer, and suddenly the flicker becomes a ghostly 
form. Lightning arcs from the form toward you, and you run for your life. 

-- A dream, or a portent? 

The first portal builders had not perfected the art, and they made some mistakes. The most tragic 
mistake involved Rikkine, a somewhat reckless archmage. Very few remember Rikkine, but 
sometimes practitioners of the art of portal building tell stories about his case. The stories are 
more myth than fact these days, but Rikkine did once exist, and he did create the second portal in 
Faerûn, and he did pay for it in ways a little beyond the imagination of today's builders. 

Rikkine, working from the success of the first portal builder, thought to improve on the process. In 
the end, he wrought a most hideous magical accident. He did create his portal, but at the end of 
the creation process, a huge magical explosion slew him instantly. When the portal stabilized, he 
found himself pulled back from the afterlife as a ghost and bound to the portal itself. He now 
guards, and haunts, his own creation for all eternity. 

The portal he created is a one-way portal; the location of the portal and its destination are left to 
your ingenuity so that you can fit it more easily into your campaign. The portal is 4 feet wide, and 
6 feet high, with no boundary markers but Rikkine himself, who is the marker for the portal's 
location. The portal remains active only while Rikkine is manifested, and to pass through the 
portal one has to pass through Rikkine himself (and take 1d4 points of damage from his melee 
touch attack, which automatically hits). Whether Rikkine allows passage or attacks anyone trying 
to use the portal depends on his mood when he is approached. 

Rikkine: Male human manifested ghost Wiz24; CR 26; Medium-size undead (incorporeal); 
HD 24d12; hp 156; Init +3; Spd fly 0 ft. (perfect); AC 16, touch 16, flat-footed 13; Atk +15 
melee touch (1d4, corrupting touch); SA arcane fire, corrupting gaze, corrupting touch, spell-
like ability (maximized chain lightning, 2/day); SQ incorporeal subtype, manifestation, 
rejuvenation, spell power +1, spell power +2, spell power +3, telekinesis, turn resistance +4, 
undead traits; AL CN; SV Fort +8, Ref +11, Will +17; Str --, Dex 16, Con --, Int 22, Wis 16, 
Cha 17.  

Skills and Feats: Alchemy +30, Concentration +27, Diplomacy +8, Hide +11, Intimidate +10, 
Knowledge (arcana) +33, Knowledge (local) +21, Knowledge (nature) +25, Knowledge (the 
planes) +30, Listen +17, Search +22, Sense Motive +7, Spellcraft +35, Spot +11; Augment 
Summoning*, Craft Wondrous Item, Create Portal, Eschew Materials*, Greater Spell Focus 
(Evocation), Maximize Spell , Scribe Scroll, Skill Focus (Spellcraft), Spell Focus 
(Conjuration), Spell Focus (Evocation), Spell Mastery (dispel magic, fog cloud, magic 
missile, obscuring mist, shatter, shield), Spell Mastery (chain lightning, cone of cold, ice 
storm, summon monster IX, summon monster V, wall of fire), Spell Mastery (forcecage, 
limited wish, meteor swarm, summon monster VII, summon monster VIII, teleportation 
circle), Spellcasting Prodigy  

Arcane Fire (Su): Rikkine can channel arcane spell energy into arcane fire, which manifests 
as a bolt of raw magical energy. The bolt is a ranged touch attack with a range of 600 feet 



that deals 5d6 points of damage plus 1d6 points per level of the spell channeled.  

Corrupting Gaze (Su): Rikkine can blast living beings with a glance at a range of up to 30 
feet. Any creature that meets his gaze must succeed at a Fortitude save (DC 25) or take 
2d10 points of damage and 1d4 points of Charisma drain. 

Corrupting Touch (Su): Rikkine's corrupting touch deals 1d4 points of damage to a living 
opponent on a successful melee touch attack.  

Spell-Like Ability: Rikkine has used one of his 9th-level spell slots to permanently prepare 
maximized chain lightning, which he can use twice per day.  

Incorporeal Subtype: Rikkine can be harmed only by other incorporeal creatures, +1 or 
better magic weapons, spells, spell-like abilities, or supernatural abilities. He is immune to all 
nonmagical attack forms and has a 50% chance to ignore any damage from a corporeal 
source (except for force effects, such as magic missiles, and attacks made with ghost touch 
weapons). Rikkine can pass through solid objects (but not force effects) at will, and his 
attacks ignore natural armor, armor, and shields (though deflection bonuses and force 
effects work normally). He moves silently and cannot be heard with Listen checks unless 
desired by him. 

Manifestation (Su): When he manifests, Rikkine becomes visible but remains incorporeal. 
In this form, he can use his touch attack. He remains on the Ethereal Plane but can be 
attacked by opponents on the Material and Ethereal Planes. His spells affect ethereal 
targets and can also affect targets on the Material Plane normally unless the spells rely on 
touch, in which case they don't work against Material Plane targets. 

Rejuvenation (Su): If destroyed while the portal is still in existence, Rikkine restores himself 
in 2d4 days with a successful level check (1d20+24) against DC 16. The only way to destroy 
him permanently is to destroy the portal first.  

Spell Power +1: This ability increases the DC for saves against Rikkine's arcane spells and 
the caster level checks for his arcane spells to overcome spell resistance by +1. This ability 
stacks with spell power +2 and spell power +3, and the benefit is figured into the statistics 
above. 

Spell Power +2: This ability increases the DC for saves against Rikkine's arcane spells and 
the caster level checks for his arcane spells to overcome spell resistance by +2. This ability 
stacks with spell power +1 and spell power +3, and the benefit is figured into the statistics 
above. 

Spell Power +3: This ability increases the DC for saves against Rikkine's arcane spells and 
the caster level checks for his arcane spells to overcome spell resistance by +3. This ability 
stacks with spell power +1 and spell power +2, and the benefit is figured into the statistics 
above. 

Telekinesis (Su): Rikkine can use telekinesis (caster level 24th) once per round as a free 
action. 

Turn Resistance (Ex): When resolving a turn, rebuke, command, or bolster attempt, Rikkine 
is treated as a 28-HD creature. 

Undead Traits: Rikkine is immune to poison, sleep, paralysis, stunning, disease, death, 



effects, necromantic effects, mind-influencing effects, and any effect requiring a Fortitude 
save unless it also works on objects. He is not subject to critical hits, subdual damage, ability 
damage, ability drain, or energy drain. Negative energy heals him, and he is not at risk of 
death from massive damage, but he is destroyed at 0 hit points or less. He cannot be raised, 
and resurrection works only if he is willing. Rikkine has darkvision (60-foot range). 

Spell Slots: (4/6/6/6/5/3/5/4/4/1; save DC = 23 + spell level or 25 for Conjuration spells or 27 
for Evocation spells).  

Spells Available to Prepare: 1st -- magic missile, obscuring mist, shield; 2nd -- fog cloud, 
shatter; 3rd -- dispel magic; 4th -- ice storm, wall of fire; 5th -- cone of cold, summon monster 
V; 6th -- chain lightning; 7th -- forcecage, limited wish, summon monster VII; 8th -- summon 
monster VIII; 9th -- meteor swarm, summon monster IX, teleportation circle. (Rikkine does 
not have access to a spellbook, so he uses spells mastered via Spell Mastery feats to 
prepare spells. He also makes use of higher-level spell slots to prepare lower-level spells to 
fill his preparation slots.) 

*Feats from Tome and Blood:  

Augment Summoning: Creatures you conjure with any summoning spell gain +1 hit point 
per die and a +1 competence bonus on attack and damage rolls. 

Eschew Materials: An eschewed spell can be cast with no material components. An 
eschewed spell uses up a spell slot of the spell's normal level, modified by other metamagic 
feats. Rikkine prepares all spells as eschewed spells. 

Rikkine is nearly as old as the age of humans as a race on Faerûn. He was arrogant in his power, 
and a little reckless, and he paid the price. He favors spells from the Evocation and Conjuration 
schools, and others of his time feared him greatly. He wanted to create portals to give him access 
to faraway lands that he could dominate. His accident, and the resulting years of undeath, have 
taken a toll on his sanity. He now suffers violent mood swings. When angered, he can be 
extremely dangerous. However, sometimes visitors can reason with him, and sometimes he 
allows passage through his portal. He cares nothing for wealth or the increase of his power these 
days. He does crave knowledge and experience since he cannot move beyond the boundaries of 
the portal. He also cannot be destroyed until the portal is destroyed; he reforms within days when 
"killed." He knows that he is tied to the portal, and he is therefore even less afraid of any possible 
threat. He is very cultured, despite the time period he lived in, and when he is in a good mood, he 
is a pleasant conversationalist. 

How to Incorporate Rikkine's Portal Into Your Campaign: 

This portal provides a good opportunity to scare your player characters, or players, and allow 
them access to another part of the world for adventures. They may have to negotiate with Rikkine 
for passage, trick him, or overcome him somehow if you are running a campaign with epic-level 
characters. (For more information on epic-level characters, check out the Epic Level Handbook!)  
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The Portal of Bones 

Sitting atop a hill in a desolate place is an arch made entirely of bones -- human and elven bones, 
to be exact. This arch is marked with ancient orc runes as a victory monument from a great battle 
between the orcs and their enemies. It says, "In this place, Goolgog Elvenbane and his armies 
crushed the puny humans and elves, eradicating them from his lands." This arch is located in the 
Vast near where the Vespur River reaches the Earthspur Mountains. 

A little less than 300 years ago, a sorcerer and some priests of Myrkul united forces and created 
a portal in the arch of bones. A secret temple dedicated to Myrkul sat nearby, and the priests of 
that temple wanted a fast way to reach their brethren near the Well of Dragons. Thus, they allied 
with the sorcerer to create a two-way portal from the Arch of Goolgog to the center of the valley 
called the Battle of Bones. The Arch of Goolgog is 8 feet high and 4 feet wide, so it can handle 
humans passing through easily. Indeed, it was built that way since Goolgog wanted to (and did) 
march his entire army through the arch as a sign of his victory before returning to his "palace." In 
the Battle of Bones, the portal is marked by a bone circle that is not much different from the other 
bones scattered nearby. The priests of Myrkul always knew where to look. 

 

To protect their portal, the priests worked powerful necromantic magic and animated the bones of 
the arch, directing them to attack anyone who approached and did not speak the password 
phrase, "By Myrkul and Jergal I ask passage from these bones." Thus, whenever anyone 
approaches within 20 feet of the arch without reciting the phrase, the skeletons within the arch 
pull themselves together, climb down, form ranks, and attack the intruders. This can be a very 
unnerving sight, even for experienced adventurers. One adventurer who escaped with her life 
reported this: "The sight of the bones crawling over each other to assemble was the eeriest thing 
I have ever seen. First one, and then another formed, the arch disassembled, and we faced many 
very large skeletons. We could not affect them with the power of the gods either, and so we ran. 
Despite this, two of our group lost their lives. For all we know now, those two poor souls have 
joined the others in the arch." When the threat is over, the skeletons climb back into the arch, 
disassemble, and return to their places. 

The skeletons should be of whatever size and strength your campaign requires. The materials of 
the arch make 50 Hit Dice worth of skeletons (it's a very thick arch). If you want several powerful 
skeletons, use Huge ones and give them barbarian levels. Raging skeletons can be nasty. Or 
make them similar to banedead, with the ability to cast magic missile. The key thing to keep in 



mind is that you want to keep your encounter manageable, so try to use a smaller group of more 
powerful skeletons instead of a large group of weaker skeletons. 

The portal in the arch is activated by the same code phrase that allows passage by the skeletons, 
so the portal is not active very often. In the Battle of Bones, the portal is continuously active, but 
very few living creatures spend a lot of time in that accursed valley, so attention has not been 
drawn to the portal there as of this time. 

The temple of Myrkul was eradicated before the Time of Troubles and the demise of the god. The 
priests who survived have turned to Cyric, Bane, Jergal, or Kelemvor, and they have long since 
forgotten the password phrase for the arch, or even that a portal is in the arch. The temple near 
the Well of Dragons was sacked by the Cult of the Dragon some sixty years ago, and so 
knowledge of that side of the portal is lost as well. But the portal remains active, and occasionally 
a restless skeleton from the Battle of Bones rises up, accidentally passes through the portal, and 
takes out its frustrated rage on the folk living near the Arch of Goolgog. The residents in the Vast 
assume that such skeletons have come off the Arch; they are not aware of the portal's existence. 
But it is only a matter of time . . .  

How to Incorporate the Portal of Bones Into Your Campaign: 

 A ghoul, or some other more powerful undead, comes through the portal and attacks a 
local village in the Vast. It is dealt with, but when a second comes, the village looks to 
adventurers to solve the problem. The PCs may track the ghouls back to the portal and 
then they have to deal with the arch's defenders. Assuming they find a way to do that, or 
find the password phrase in the ruined temple of Myrkul hidden nearby, they can travel 
through to the Battle of Bones and find the source of the undead. Perhaps a powerful 
necromancer has found the portal on that side and is sending minions through to cause 
terror, or perhaps the undead are hooked into a larger plot of the Zhentarim. 

 Orcs are massing from the Earthfast Mountains again, and the local residents need help. 
A preemptive strike at the orc's leader is called for, or the slaughter of innocents will be 
great. The characters pass the Arch of Goolgog on the way to the orc camp, and they 
have to retreat from the guardians. Later, they rush ahead of the main orc army 
(assuming they have not foiled the whole plot before this) and meet the ragtag army of 
locals. A battle erupts at the arch, and its skeletons eerily climb down and attack any who 
approach the arch, whether human or orc. Can the adventurers (or the orcs) make use of 
this new element? How will the orcs react to the desecration of their ancient monument? 



The Ghost Portal 

Around campfires, people tell stories of ghost ships carrying undead crews. These ships appear 
out of the fog and disappear just as quickly. How they are created, no one knows. Can there be 
anything else like this? Certainly, because one other known phenomenon appears out of 
nowhere. People across Faerûn report sightings of a stone circle 20 feet in diameter that 
shimmers like a ghost and spews forth death.  

The stone circle is composed of thirty standing stones, each between 4 and 9 feet high, and large 
capstones that connect the standing stones. The circle is not quite complete; one of the 
capstones is missing, which creates a gap in the border. This stone circle is like many others 
across Faerûn, except for one feature: Many people say that it is not real. 

Stories abound as to how the circle was created and what may have happened to its builders that 
would have resulted in it becoming ghostly. Some say that a whole circle of druids built and used 
the structure ages ago, and a horrible event slaughtered the entire circle. The perpetrators of this 
slaughter range from priests of Malar (with the druids following Silvanus or Mielikki) to priests of a 
god of terror and death older than Bane, to the army of a warlord from the Far East that destroyed 
everything in his path. Others may tell you that the circle contains the consciousness of a 
powerful druid, or wizard, or even a god. Where the circle has appeared more than once, the site 
is considered holy or unholy, depending on the beliefs of the local inhabitants.  

Whatever the story, many an adventurer has been terrified when the stone circle flickered into 
existence near, or around, his or her campsite. These adventurers report that the stones shimmer 
eerily and resemble a ghost in their incorporeal appearance. Fog rolls through the stones as well, 
heightening the eeriness. Many report that shadowy, incorporeal shapes appear in the center of 
the circle -- first one, and then more. They rush out of the circle into the night, and, if the 
adventurers are fortunate, they rush off in some direction other than toward them. Some have 
said that, in the middle of a fight with these shadowy creatures, the stone circle has faded away 
and has taken the creatures with it. Whether any of it existed at all can be a question that 
witnesses ask for years afterward. 

Within this ghostly stone circle is a portal that leads to the Plane of Shadow, or perhaps the 
Ethereal Plane. No one knows, because no one has studied it closely. The portal is a one-way 
gate; the stone circle is the exit. The origin is somewhere on the Plane of Shadow. The portal 
itself is a circle 10 feet in diameter. It is continuously open when the stone circle is manifested, 
and it is closed when the stone circle is elsewhere. The creatures that appear from the portal are 
usually shadowy apparitions without reality, but sometimes they have substance. A few brave 
sages have studied the stone circle from a theoretical perspective, and their best theories state 
that the stone circle is actually on the Ethereal Plane and crosses over to the Material Plane at 
random times. This theory also accounts for why the circle appears in different places; the sages 
say that the Ethereal Plane does not match exactly with the Material Plane at the same places 
always. 

How to Incorporate the Ghost Portal Into Your Campaign: 

 The ghost portal can appear in the middle of another adventure as a random encounter. 
Since it can appear anywhere, you can arrange a middle-of-the-night appearance and 
even an attack by shadow creatures. You could use either real shadows or shade 
creatures of any type using the shade template printed in Forgotten Realms Campaigns 
Setting.  

 A necromancer has studied the stone circle for years in an effort to determine a pattern to 
its appearances (there is none). Eventually she learned that if she was "inside" one of the 
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stones when the circle began to fade, she went with it. Further study produced the 
knowledge that she could control where it would appear next. She is now using it to 
terrorize some group or town, and they turn to adventurers for help. The necromancer's 
weakness is that she cannot leave the circle, so she must send minions to bring food and 
supplies (those that she cannot create with magic). The minions become the adventurers' 
way of discovering the force behind the circle's appearance, and if they can force her out 
of the circle then she loses it the next time it fades away. The reasons for her terrorizing 
the locals could be revenge, malice, or even a desire to drive them off so she can claim 
the land. 



Bane's Eye 

The destruction of Zhentil Keep in 1368 DR resulted in the strengthening of Zhentarim rule over 
the city, and Fzoul Chembryl now administers the city and uses it as an arsenal of the Black 
Network and as a temple of Bane, his dark god. He naturally plans large conquests for the 
Zhentarim, and he keeps a close eye on the workings of his underlings as well as the movements 
of the do-gooders of Faerûn. For this purpose, he had created for him a second artifact, Bane's 
Eye. 

Located deep within Zhentil Keep itself and guarded by a legion of Zhent soldiers, Bane's Eye is 
a huge circular stone structure that marks a very unique portal. This portal is two-way and 
activated by the key phrase, "In the name of Dark Bane, I seek access to [location]," where 
[location] specifies one of the exits for the portal. As only Fzoul and two others know this phrase 
activates a portal at all, the secret is well kept. The portal has six separate locations: the Citadel 
of the Raven, Darkhold, a spot near Shadowdale, and three places around Faerûn where Fzoul 
has intrigues in the works. Using a sacrificial ritual that involves the deaths of many innocents and 
the direct intervention of Bane himself, Fzoul can change the exit locations of this portal at need, 
but to have two-way travel he must arrange for a new portal to be created at the new destination. 

This fell portal has other powers besides since the black marble arch that marks it has been 
enhanced with many powers. Its primary purpose is to aid in scrying, and use of the arch grants a 
+20 bonus to Scry checks. It also imposes a -10 penalty to attempts to detect its scrying. With 
this device, Fzoul, or those wizards he might designate, can watch events unfold anywhere in 
Faerûn. Thus, it has the frightening power of allowing Chembryl to view a place where he is 
active, see the most secret discussions of his enemies, and send creatures through to disrupt the 
plans they thought were known only to them. 

Further, the portal arch can defend itself. In defense, it bestows a bestow curse effect on anyone 
within 1,000 feet who seeks to harm the portal or to use it in the service of any but Bane. (At the 
DM's option, this curse could instead cause strange events to befall the person that take control 
of his or her life away temporarily, such as suddenly being attacked by a press gang and sold into 
slavery on the high seas, or meeting a young child who then leads the person through a 
labyrinthine path through the underworld of Zhentil Keep on some errand that the person had no 
intention of getting involved in at all. The curse would also affect anyone not in the service of 
Bane by causing a -2 penalty on all attacks, skill checks, and saving throws made within 100 feet 
of the portal itself.) 

All is not perfect for Chembryl, though. He does not know that his cherished portal was tainted 
from its creation. One of the priests who assisted with the construction, and who was later 
sacrificed to fuel the magic of the portal, was in fact a follower of Cyric. The followers of the Dark 
Sun keep an eye on their enemies, as well, and they heard about Chembryl's plans to create the 
portal. Thus, they sent one of their own inside, and this priest carried within his body foul, 
corrupting magic. When he was sacrificed in the ritual, the magic leaked into the portal, becoming 
part of its essence. This magic is slowly turning Bane's Eye away from the control of the followers 
of Bane, and it's opening the way for the Cyric priests to wrest control of it. The corrupting 
process will take some time, and before the portal is sufficiently weakened, Chembryl should 
notice some variations in its functions, but it is very unlikely that he will suspect the truth. 
Meanwhile, the priests of Cyric scry on the portal, watch Chembryl and his lackeys, and bide their 
time. 

How to Incorporate Bane's Portal Into Your Campaign: 

 You can build up to the introduction of this particular portal. For example, the adventurers 
find themselves operating in a place where the Black Network is active and whenever 



they make plans against the Zhentarim, their enemies seem to know their plans. Defeat 
after defeat can be frustrating, and you should not pile too many upon your poor players, 
but definitely give them the feeling that someone is somehow watching them. When they 
finally are successful, they learn about the connection back to Bane's Eye, though not all 
its powers. This can lead higher-level adventurers into the heart of Zhentil Keep itself as 
the PCs seek to neutralize the powers of the Eye. In doing so, they would face not only 
the forces of the keep and the powers of the Eye, but the priests of Cyric who do not want 
it destroyed before they can gain control of it. 



The Portal of Blood 

"Perhaps the most unusual sight I have seen in all my travels," the bard told the crowd, "was the 
Bloody Arch, as I call it. The arch stood in the middle of an old ruin -- three levels below the 
surface. It pulsed with a red light, and the whole center of the arch was filled with blood. Real 
blood! I tell you, it unnerved me to stand before it, and even our dwarf was uncomfortable with the 
magic that could create such a horror. A creature made all of blood rose out of the floor and 
attacked us. When we returned, it came up from the floor again. It was relentless. I am not even 
sure it was alive. We have not been back since, but we did detect some alteration magic within 
the arch, and we think it was a portal. None of us wanted to walk into the blood to find out where 
it went, however." 

In a castle ruins in Tethyr, deep beneath the surface, sits the Portal of Blood, the last legacy of 
the terrible Blood Magus Ixin. He lived during the times when Calimshan ruled Tethyr, and he 
sought to break the yoke of the conquerors through his study of blood magic. He failed, and his 
attempt to become a lich failed as well. Now long gone, he has left behind only his bloody portal. 

 

The Portal of Blood sits in the center of an arch 6 feet high and 3 feet wide, and it is built of red 
stone blocks. Suspended within the arch is a vertical pool of blood, which is the real marker for 
the portal. The blood flows and pulses within the arch in a way that makes it look like a living 
thing. It is not living; the blood is suspended there by spells that trap the blood but allow passage 
through it. Any blood taken from the arch is replenished from the stones, which ooze a limited 
supply of blood. A persistent person could drain away all the blood, but then the portal would not 
function. Once the blood in the stones is gone, the portal seals forever. 

Passing through the portal requires passing through the blood; the blood itself is the key, and 
unless a creature has at least a teaspoonful on his or her skin, the portal does not allow passage. 
The portal's destination is near Calimport; Ixin planned to launch attacks against the Calimshan 
capital using it. The exit is not marked, and the portal allows one-way travel only. 



Ixin left a guardian for his creation: a blood golem. This disgusting creature can change its form 
and resides within the floor in front of the portal, and it rises up to deal with intruders. Ixin ordered 
it to keep "intruders" away from the portal, and since he did not define intruder, everyone is seen 
as an intruder. Ixin had to modify his command to allow himself entry, in fact, because the golem 
thought he was an intruder. 

Blood Golem   
Large Construct   
Hit Dice: 8d10 (44 hp) 
Initiative: +2 
Speed:  30 ft. (can't run) 
AC:  21 (+2 Dex, -1 size, +10 natural) 
Attacks: 2 slams +10 melee 
Damage: Slam 1d8+5 and blood drain 
Face/Reach:  5 ft. x 5 ft./10 ft. 
Special Attacks: Blood drain 
Special Qualities: Alternate form, blindsight, construct traits, DR 10/+1, magic 

immunity 
Saves: Fort +2, Ref +4, Will +2 
Abilities: Str 20, Dex 14, Con -- , Int -- , Wis 11, Cha 1 
Climate/Terrain:  Any land or underground 
Organization: Solitary, pair, or gang (3-4) 
Challenge Rating: 7 
Treasure: None 
Alignment: Always Neutral 
Advancement:  By character class 

The blood golem is a horrific creature with a vaguely humanoid shape. It appears to be built of 
blocks that are gelatinous in nature and filled with blood. It stands about 12 feet tall and weighs 
about 900 lbs.  

The blood golem's figure is grossly distended -- each of its blocks look like a bloated ooze. Its 
limbs are long, somewhat narrow chains of blocks, and its legs are made from thick blocks, which 
gives them a stocky look. It has a featureless face, and its block parts all glow a deep red color. 
While not slow, it is not especially fast either. Blood golems do not communicate, but they can 
understand instructions from their creators. 

COMBAT 

The blood golem mindlessly follows its creator's instructions, and it does not fight with any kind of 
tactics. It does use its abilities to best effect, however. 

Blood Drain (Su): On a successful slam attack, the golem drains blood from the target. This 
results in an additional 1d4 points of damage and causes 1d2 temporary Constitution damage. 
The golem uses the blood to power itself. 



Alternate Form (Su): Due to their somewhat fluid state, a blood golem can assume any form that 
its master orders it to that is of the same size as the golem. The golem assumes only the form; it 
does not gain any abilities or even physical traits of the creature whose form it assumes. It retains 
its reddish color in any form. Each form has the same appearance of being constructed of bloody 
ooze blocks. 

Blindsight (Ex): Blood golems perceive things without eyes -- perhaps by feeling vibrations in 
their bodies or by sensing the blood of others nearby, or a combination of these. It can "see" as a 
sighted creature to a range of 60 feet. Beyond that, the golem is completely blind. 

Construct Traits: A blood golem is immune to mind-influencing effects (charms, compulsions, 
phantasms, patterns, and morale effects), and to poison, sleep, paralysis, stunning, disease, 
death effects, necromantic effects, and any effect that requires a Fortitude save unless it also 
works on objects. It cannot heal damage, and it is not subject to critical hits, subdual damage, 
ability damage, ability drain, or energy drain. A blood golem is not at risk of death from massive 
damage, but it is destroyed when reduced to 0 hit points or less. It cannot be raised or 
resurrected. A blood golem has darkvision 60 ft. 

Magic Immunity (Su): Blood golems are immune to all spells, spell-like abilities, and 
supernatural effects, except as follows. Fire-based effects haste the golem, as the spell, for 1 
round per die of damage that would have been done. Cold-based attacks slow the golem for the 
same period. The golem gets no saving throw against these effects. Repair spells (from Tome 
and Blood) repair damage to the golem.  

CONSTRUCTION 

A blood golem requires 30 gallons of blood to create, preferably humanoid or giant blood. 
Dragon's blood will not work, nor will the blood of Outsiders. The blood is poured into molds, and 
the skin forms during the ritual. The golem costs 45,000 gp to create, including 10,000 gp for the 
creation of the body. Assembling the body requires a successful Wilderness Lore check (DC 15). 
The ritual requires a blood magus of at least 5th class level (14th character level). Completing the 
ritual drains 900 XP and requires bull's strength, polymorph other, stoneskin, wall of force, and 
the infusion created by the blood magus class ability. Each blood golem is bound to the blood 
magus whose blood is mingled with its own, and its creator can command it telepathically through 
the blood bond. 

How to Incorporate the Portal of Blood Into Your Campaign: 

 A modern-day blood magus hires the characters to find the lost lair of Ixin, and bring him 
or her the secrets contained therein. The characters track clues to the old castle, and 
eventually they find the portal (and the golem). 

 The blood golem defending the portal carries some of the blood of Ixin, and with it the 
blood magus can be resurrected. A cult of blood worshippers or necromancers wants to 
do this very thing, as Ixin would be a powerful leader against their own enemies. They 
seek the golem, and the characters run across the cult's efforts through chance. The 
cultists and the characters exchange blows and spells as they race toward their goal, with 
the characters not really knowing what they are racing toward until they arrive. Can the 
characters prevent the return of Ixin, or do they decide to aid the cult? Perhaps they have 
enemies of their own whom Ixin could deal with in exchange for their help. 
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Portal-Master Portals 

Jhaurmael Riversedge, the self-proclaimed "portal-master," is a savant of sorts. Jhaurmael cares 
nothing for politics and little about personal wealth. This elven sorcerer lives for the challenge of 
constructing newer, cleverer portals. He works for nearly anyone who can present him with a 
challenge, and he takes as much pride in his work as any master craft worker. 

Jhaurmael always signs his portals. Anyone using the analyze portal spell can see his arcane 
mark shimmering within one of his portals like a watermark in paper. Additionally, a Jhaurmael 
portal usually has a tricky or unexpected extra effect. Sometimes, these "extras" are unknown 
even to the person who hired him for the job, but that's why someone hires Jhaurmael: to create 
something unexpected and dangerous. 

http://www.wizards.com/dnd/article.asp?x=fr/fx20020717rp


The Drifting Portal 

Glethsheven Rimmisk (LN male human Ftr16/Clr2), one of the many adventurer monarchs of the 
Border Kingdoms, hired Jhaurmael to create the drifting portal, which is one of Jhaurmael's first 
portal creations. Rimmisk was a latecomer to the worship of Helm in his life, but he took to the 
faith with all the uncomfortable zeal of a recent convert. He had recently decided to settle in the 
Border Kingdoms and stake his kingdom as a new staging ground for Helm's protection of the 
poor, weak, and young. 

As a security precaution, Glethsheven wanted to separate his visitors strictly by moral outlook. 
So, he commissioned the portal-master to build a variable portal in his front door that would have 
eight different exits depending on the user's alignment. Those who lived their lives with more 
emphasis on chaos or evil were placed under tighter security (read: the dungeon), while those 
whose alignment agreed with his were ushered into comfortable guest chambers. 

 

Today, Jhaurmael could easily accomplish the task. At the time, however, the job was too much 
for him. His pride kept him from realizing that the job was above him, so he forged ahead, 
confident that he could solve whatever complexities came up. Indeed, when he believed he had 
done the job, his demonstrations worked flawlessly. So, the sorcerer accepted his payment and 
went on his way. Several months later though, a visiting druid found herself swimming in the 
mineral waters of the Lake of Steam after dropping by for a visit. Something went wrong. 

Instead of a portal with planned, specific destinations, the portal's exit drifts randomly through a 
pattern of exit points. Those who step through find themselves in a different place -- sometimes 
scores of miles away and sometimes only a few feet apart. 

Portal users of lawful neutral or lawful good alignment are teleported 20 feet forward into the 
building -- just past the entryway to a welcoming antechamber. Those of other alignments suffer 
less predictable fates. When a character of a differing alignment steps through the portal, roll 1d8 
and consult the table below to learn the fate of the traveler. 



1d8 Roll Result 
1 User teleported to a shallow section of the Lake of Steam (only a few dozen feet 

deep). 
2 User teleported to the keep's dungeon, 50 feet below. 
3 User teleported to the keep's dungeon, 50 feet below, but user's clothes and 

items remain at the door; the portal acts a creature-only portal. 
4 User teleported several miles away into another ruler's land. 
5 User must succeed at a Will save (DC 24) or be affected as a hold monster spell 

cast by a 20th-level sorcerer. 
6 User teleported 10 feet back and 100 feet up. 
7 User teleported to the temple of Helm in Waterdeep. 
8 Roll on the portal malfunction table on page 61 of the Forgotten Realms 

Campaign Setting book to determine what happens. Any percentile roll over 50 
teleports the user 20 feet ahead into the antechamber as if the user were lawful 
neutral or lawful good.  

 

Anyone who looks through the portal with the analyze portal spell sees the "default" setting of the 
entryway 20 feet ahead, just as if a lawful neutral or lawful good creature stepped through. 

Sadly, some time after Jhaurmael installed the portal, Glethsheven disappeared. No one knows 
how or why. Maybe the portal backfired on him, or perhaps he died in one of his crusades for 
Helm. Either way, his keep still stands with the portal -- and several other magical security 
measures -- still in place. 

How to Incorporate the Drifting Portal Into Your Campaign 

 If Glethsheven has disappeared recently in your campaign, the church of Helm might 
send the PCs to investigate his disappearance. The last time anyone heard from him, he 
was in his keep in the Border Kingdoms. 

 A beholder unceremoniously appears in the temple of Helm in Waterdeep. The PCs are 
in the area when they hear the shrieks and calls for help. Afterward, the clerics ask for 
the PCs' continued help in making sure nothing else shows up unexpectedly. 

 It has come to Jhaurmael's attention that his portal has gone horribly awry. He thinks this 
is an awful representation of his art and would like to see it removed. He gives the PCs a 
scroll of gate seal and sends them off to the Border Kingdoms to quietly put the portal to 
rest. 



The Pirate Escape Portal 

At one point in his long, checkered career, Jhaurmael was hired by a band of sahuagin to create 
a portal so they could destroy a large triton settlement and take over their territory without a long 
swim. He knew what he was getting himself into, but Jhaurmael worked on the portal for the 
challenge of the underwater construction. Predictably, the endeavor ended in the sorcerer's near 
death. Instead of becoming shark food, Jhaurmael was saved at the last moment by a pirate 
captain named Opal Cazendhel (CN female gnome Rog11). She didn't care much for a soggy elf, 
but she enjoyed breaking up sahuagin fun whenever she could.  

Jhaurmael didn't have enough influential friends or enemies to be worth a ransom. Nevertheless, 
he did have valuable skills. In exchange for his freedom, Jhaurmael offered to make a portal for 
Opal's use. 

Opal, however, had been suckered by spellcasters before. She clapped him in leg irons while she 
considered his offer and ordered her mates to wake him up every time he tried to sleep so he 
couldn't recover spells. For the better part of a month, Jhaurmael didn't sleep more than an hour 
at a time. 

 

Opal used the time to check out the elf's story. She set into port on the Dragon Coast and asked 
a couple of local know-it-alls about a portal-building sorcerer. All her sources confirmed his claim 
of being a powerful sorcerer and portal builder, so Opal gathered some resources and set out to 
sea again. 

A few days later, she slapped him awake personally and dragged him into her stateroom. Near 
delirious from lack of sleep, he agreed to a list of demands and subjected himself to a geas spell 
to see their completion. Among other things, the list included a set of magic sails, a magically 
toughened hull for her ship, 50,000 gp, and a case of beer from a brewery near Baldur's Gate. 



Chief on the list of demands, however, was a portal built into the back of a cabinet in Opal's 
stateroom. The portal is a small affair; it's only 2 feet square. A Medium-size creature could 
squeeze through with some effort, but a Small one needs to stoop only. Normally, the back of the 
cabinet is solid wood. When the activation words ("precious freedom" in Common) are spoken, 
the one-way portal opens. The first creature through the portal teleports to a safehouse in 
Murghôm that Opal keeps just in case. 

This was not especially difficult for Jhaurmael to accomplish (beyond the crick he got in his back 
from building a portal in such a cramped space). Even though he'd been a prisoner for a month, 
he bore no grudge. He would have done no less had the situation been reversed. So to make 
things interesting, he decided to trick the portal out in gratitude for Opal saving his life. The first 
person to pass through the portal teleports to Murghôm, as planned. The next 1d6+6 people who 
go through teleport 50 miles due west of the ship's current location. Most of the time, this puts the 
user wetly into the Inner Sea, though sometimes he or she is fortunate enough to wind up on 
land. If no one else uses the portal, it resets to the safehouse location after a tenday. 

When he explained this feature to the captain, she cackled with glee and decided not to strand 
him on some small rock, even if he did know about her secret. Over the next month, the two 
drank and pirated together, forming an unlikely friendship. When they set into port again, she 
freed him from his geas. To this day, they keep in touch, and Jhaurmael delivers her an 
occasional case of Baldur's Gate beer, which she continually claims not to have received. 

What Jhaurmael never revealed to his friend was the extra effect he placed on the portal. Once 
the portal teleports its user to the safehouse in Murghôm, the user is affected by a slow spell for 
the next month. Attempts to dispel it must be made against a spell cast by an 18th-level sorcerer. 
Riversedge bears no grudges, but he does leave fond remembrances for his friends. 

How to Incorporate the Pirate Escape Portal Into Your Campaign: 

 One of the items on Jhaurmael's list of demands remains undelivered. It's true that he 
doesn't really have to deliver it at this point, but he wants to for the sake of his friend, 
Opal. He has had it in his possession for some time, but he's busy working on some 
project or other. However, he'd pay well for the PCs to travel to the Inner Sea, hunt down 
his pirate friend, and deliver it for him. 

 A Sembian noble sends the PCs on a pirate-hunting mission to finish off the scurrilous 
plague known as pirate Opal Cazendhel. Finding her is hard. Capturing her is even 
harder thanks to her portal. 



The Elven Unification Portal 

Once Jhaurmael's reputation as a portal builder was established 
among the amazingly rich of Faerûn, he was beset by offers to build 
more. Many of the wealthy, fashionable elite simply wanted to say that 
they had access to a portal made by the infamous Jhaurmael 
Riversedge. The sorcerer did not want his work to become playthings 
of the rich, however. He had bigger ambitions for his skills than 
creating portals to take silly dukes to their treasure rooms. 

At heart, Jhaurmael sees himself as a connector, or someone who 
brings people and places closer together for the benefit of both sides. 
The aggressive seclusion of Evermeet has chafed him for most of his 
life. So without commission or permission, Jhaurmael began creating 
portals that alienated him from his own kind for many years to come. 
He wanted to create an open portal from mainland Faerûn to the island 
of Evermeet. 

Now, the sun, moon, and wood elves have several portals connecting 
Cormanthor with their faraway island of Evermeet. However, all of 
these portals are hidden and under the strict control of the elven court. 
Having a portal that any elf -- or worse, any non-elf -- could wander 
through was unacceptable. Representatives of Queen Amlaruil 

attempted diplomacy and intimidation to dissuade this project. Jhaurmael would not listen to 
either one. 

Finally, despite the legendary security precautions that keep Evermeet free of outside influence, 
one of Jhaurmael's portals was discovered in 1312 DR in the canopy of a tree in the Silver Hills. 
This unexpected incursion roughly coincided with the inroads made by drow portals, and many 
elves still believe the sorcerer is in league with the dark elves. Cooler heads don't believe that he 
would directly aid any drow. Jhaurmael is famously apolitical, but he hates drow as thoroughly as 
any surface elf. Still, the rumors persist. 

After a great deal of discussion, the court decided the best way to keep Jhaurmael from 
recklessly breaching the safety and security of Evermeet was not to stop him, but distract him. A 
team of five elves known as "The Queen's Banks" was assigned to watch Jhaurmael and keep 
him busy. These wizards, rangers, and rogues watched (via scrying) and shadowed the sorcerer, 
making sure he worked on portals that had nothing to do with Evermeet. One high-level wizard 
member of the team had the sole assignment of scouting locations where portal construction 
would be difficult, and then convincing local rulers to hire Jhaurmael to build one there. This 
worked for a dozen years or so until the sorcerer caught on and slipped their surveillance for a 
while. The cat-and-mouse game continued for the next five years, until things changed drastically. 

When King Zaor was murdered in 1329 DR, the Queen decided that containing Riversedge was a 
waste of six elves. She summoned him personally and proposed to hire him as a portal cracker 
for the island of Evermeet. This opportunity was far more intriguing than simply connecting the 
island with mainland Faerûn. Queen Amlaruil paid him to find new ways to open portals onto the 
island for the express purpose of shoring up their defense system. Instead of coin for payment, 
Riversedge convinced the Queen to allow increased traffic to and from the island. The increase is 
small and barely noticeable to outsiders. But it's a beginning. Ironically, Jhaurmael is unifying 
Evermeet with the rest of the world by building portals for the express purpose of destroying 
them. 



Every few years since this agreement was reached, Jhaurmael has appeared on the island again, 
sometimes in embarrassingly private locations, demonstrating another flaw in the island's 
defenses. It is a source of both relief and dread to many elves of Evermeet that their security is 
consistently tested by an expert. He succeeds far more often than anyone likes, but each success 
eliminates another potential drow invasion. 

How to Incorporate the Elven Unification Portal Into Your Campaign: 

 The portals can get an adventuring group to Evermeet with no hassle. Now that 
Jhaurmael has the run of Evermeet, no one knows how many portals he might have onto 
the island from practically anywhere. Most are one way, and the keys could be anything. 
An adventuring group could literally wind up in Evermeet by accident.  

 Jhaurmael might engineer it so that the PCs unwittingly further his agenda of opening up 
Evermeet. He knows where a drow portal will appear, and he arranges for the PCs to 
stumble through a portal at the same time as one or more drow assassins do. 
Theoretically, do-gooder adventurers who thwart a drow assassin would endear the 
isolated elves to more outside visitation. 

 Certain members of the former Queen's Banks still distrust Jhaurmael and keep an eye 
on him. He's become almost impossible to scry upon, so they attempt to hire mercenaries 
(the PCs) to track him, telling them that they're monitoring a potential drow sympathizer 
who builds portals to Evermeet. The PCs eventually find Jhaurmael in a compromising 
situation -- just as he discovers a new flaw in Evermeet security. 



Avernask, the Sullen Portal 

After more than a century of plying his trade around the continent, the portal master encountered 
an intelligent magic item: a bard's harp that sang of its own accord and spoke through the music. 
Jhaurmael was entranced, and he traveled with the bard for many months just to be near her 
harp. During the entire affair, he hotly denied that he was under the effects of any charm spell. 

In one adventure, the bard and her harp were teleported to another plane. Jhaurmael searched, 
but found no trace of the pair. He fell into a deep melancholy for several months, locked himself in 
his workroom, barely ate, and saw no one. Eventually, he came around, but he remained 
fascinated with the idea of intelligent magically enhanced creations. Replacing one perhaps 
unhealthy preoccupation with another, Riversedge began researching the creation of an 
intelligent portal. 

 

With minor interruptions, Jhaurmael spent the next few years hammering out the details. Once he 
thought he knew how to start, he needed a place to build his latest masterpiece. He traveled 
around Faerûn searching for a location where no one would find or interrupt him. Deep into the 
unclaimed territory of the mountains north of Veldorn, he found a ruined temple to an unknown 
god. No magic radiated from the ruins, and no one seemed to have disturbed the place for 
decades. Jhaurmael built a permanent shelter and storage space for himself among the ruins and 
began. 

The portal took several more years to complete. It stands on the dais at the front of the ruined 
temple, where there is a 15-foot square hole in the wall. The surrounding area has tiny runes and 
glyphs carved into it. In addition to creating a portal with intelligence, Jhaurmael wanted to make 
it his ultimate portal creation -- one that could take those who pass through anywhere. He has 
never revealed the secrets behind creating a portal with infinitely variable destinations (perhaps, 
as a sorcerer, he doesn't know himself). Regardless, the portal awoke. Jhaurmael named it 
Avernask. 



Avernask was curious and lively for its first few months of existence, and Jhaurmael talked to it 
about all the places he had been and people he had known, especially his bard companion. He 
had infused it with his own sense of wonder and wanderlust, and Avernask was insatiable. The 
more places it knew about, the more places it could open onto and look into. Unfortunately, 
though Avernask could open to thousands of places on Toril, it couldn't actually go to any of 
them. It could only send other creatures and watch. 

As the consequences of this limitation became more apparent, Avernask soon became sullen and 
withdrawn. It would still ferry people to places when they asked, but it took some effort. The portal 
wanted to be talked into teleporting people, and the only thing that would cheer it up and get it 
moving was a story of a faraway place -- a place it hadn't heard or seen yet. This job becomes 
increasingly more difficult as more people use Avernask. 

The portal has become a legend among bards now. Those who can find it consider it a high 
challenge to their storytelling ability to get Avernask to work. The portal has heard a great many 
tales; it has become very difficult to tell it about a place it hasn't heard of yet. Spending so much 
time around tale-spinners also has given the portal a keen sense of falsehood. It usually knows 
when someone is inventing a story about a made-up place just to get it to perform. 

Avernask has sworn never to allow Jhaurmael to pass through itself again for creating such a 
wretched existence for it. The elf, who had built a small home near Avernask, left in turmoil -- his 
greatest creation had turned against him. Jhaurmael still wanders about Faerûn and creates new 
portals, but he hopes one day to reconcile with his greatest creation. 

Details about Avernask 

As an intelligent item, Avernask has ability scores of Int 14, Wis 10, Cha 18. The portal is capable 
of speech, and it can speak Common, Dwarven, and Elven. 

Avernask has complete control over its ability to teleport users. Its teleportation abilities are 
similar to the teleport spell. As a result, the portal can teleport users only to a place it is somewhat 
familiar with. The first time Avernask attempts to take someone to a new place, roll on the teleport 
familiarity table on page 264 of the Player's Handbook and treat the familiarity as "Description." 
Once successful, Avernask scrutinizes the new location with great interest. Treat subsequent 
attempts to teleport to the same location as "Studied Carefully." 

It is also possible to use Avernask as a gate spell. Jhaurmael secretly knows that Avernask 
needs time to mature and settle before this aspect of his magic emerges. This can happen only 
when the portal has been "broken in" enough by teleporting people enough on the Material Plane. 

Anyone who views Avernask with an analyze portal spell sees only Jhaurmael's arcane mark 
floating in a swirling plane of color. With Avernask's permission and a successful Scry check, 
characters may discern other locations through the swirl and use it to look on those destinations. 
Note that it is extremely difficult to scry on specific people using Avernask. The portal's abilities 
are location based. It could show a place that someone described to it in great detail and show 
that place from several different angles, but it can be used to look at people only when they cross 
into the portal's viewing area. 

How to Incorporate Avernask, the Sullen Portal, Into Your Campaign: 

 The PCs can use Avernask to take them to nearly anywhere they want to go. First, they 
need to find it -- the portal's location is not well known. Then, they need to have been to a 
place it hasn't seen yet and tell an awful good story about it. 



 Wherever the bard and her harp are, they're trapped. The only thing that could help them 
get back would be an extremely powerful -- and unusually intelligent -- portal that would 
go looking for them. But even if some portal were to do just that, someone else would still 
need to go through and rescue them. Jhaurmael would be the first to go through, but 
Avernask has forbidden him from entering. If only someone else could be convinced to 
undertake a dangerous trip to foreign planes. Even if some silver-tongued diplomat could 
possibly convince Avernask to let Jhaurmael go through, the elf would still need back-up. 
No matter how powerful he might be, he's only one elf. He would pay a well-known group 
of powerful adventurers well for their assistance in the quest. 



The Shadow Path 

Four dark portals are the only milestones on this subterranean road, and its travelers are few. 
However, in the Underdark, travelers have to be strong to survive. Are your characters strong 
enough to brave the Shadow Path? Tread lightly, for drow, mind flayers, and worse lurk along its 
pathways . . . 

"The Shadow Path" is a portal network connecting four disparate regions of Faerûn's vast 
Underdark: the region known as the Labyrinth beneath the Dessarin River, the illithid city of 
Oryndoll beneath the Shining Plains, the dwarven halls of Iltkazar far to the south, and the 
Unspoken Hall near Ched Nasad beneath the Fallen Lands. At a glance, the four regions have 
nothing in common but that they are far below the surface of Faerûn, but a dark secret links both 
their ancient past and their terrible present. 

A single node of the Shadow Path might appear in the course of an ongoing campaign, perhaps 
while characters are traveling through the Underdark in the middle of the City of the Spider 
Queen superadventure. Alternatively, the Shadow Path could form the backbone of a mini-
campaign all its own. Consider the following hooks to draw characters into the portal network and 
the dark mystery behind it. 

 Characters find themselves drawn into investigating the demon-worshiping baphitaur cult 
of the Labyrinth, possibly after several people are kidnapped from nearby Sword Coast 
towns such as Triboar, Yartar, and Red Larch.  

 A teleportation mishap, possibly caused by faerzress in the Underdark, sends the 
characters to the secret caverns near Oryndoll. No tunnels lead out -- they are trapped 
with a half-crazed mind flayer assassin, unless they can teleport right back out. 

 A resident of Iltkazar -- perhaps a friend or relative of a dwarf PC -- is murdered. 
Investigating the murder leads the PCs to Durhgathu Maendrar. 

 In the course of another adventure, the characters discover an intelligent magic item of 
chaotic evil alignment. Practically an artifact, it can be destroyed only (or perhaps it only 
claims so) in the furnace where it was made: the Hellfire Forge. Searching for this forge 
leads the characters to the Unspoken Hall. 



The Labyrinth 

In the upper and middle subterranean reaches beneath the 
Dessarin River, a literal maze of twisting passages 
connects the northern region of the Underdark with areas 
farther south. Despite the risk of becoming lost in its 
convoluted byways and the real danger posed by its 
inhabitants, the Labyrinth is frequently used by merchants 
from the duergar kingdom of Gracklstugh and the infamous 
drow city of Menzoberranzan to reach the city of Skullport 
and points beyond. No one would deny that bringing a 

caravan through the Labyrinth is a high-risk venture, but many merchants simply cannot resist the 
high payoff. For a lucky or resourceful few, the paths are made slightly easier by the use of 
portals within the Labyrinth. 

The Labyrinth did not gain its current residents, the baphitaurs, until long after the construction of 
the shifting passageways and twisting caverns that give it its name. In fact, dwarves created the 
Labyrinth during the flourishing of their kingdom of Ammarindar, about -2200 DR. The dwarves 
who crafted it were evil to the core, however: They worshiped a demon lord and allied themselves 
with minotaurs and bull-headed demons. Several centuries later, long after the dwarf cult had 
abandoned the Labyrinth and the temples they hid within it, the baphitaurs arrived. Baphitaurs are 
castoff experiments of Netherese wizards who operate in another dwarf-built hall, the keep of 
Andalbruin, now known as the Dungeon of the Ruins (see the Forgotten Realms Campaign 
Setting, page 294). Apparently created by merging minotaurs, humans, and the same bull-
headed demons who allied with the dwarves, the baphitaurs fled their creators at Andalbruin and 
eventually gravitated to the one place in Faerûn they could truly feel at home: the Labyrinth. 

The shifting walls of the Labyrinth are designed with a single purpose: to channel intruders into 
ambush locations or deadly traps. Dozens of maze areas are within the approximately 400 
square miles of the Labyrinth, and they are connected by numerous natural tunnels that, while 
twisted and disorienting, at least do not move. Once inside a maze area, an intruder has no 
choice but to move in the direction the builders desired -- despite the wealth of apparent choices 
presented. The passages shift both behind and ahead, always just out of sight -- either around a 
corner or beyond the 60-foot range afforded by most creatures' darkvision. The result amounts to 
an illusion of carefully picking one's way through a maze, while the reality is that the intruders are 
following a single, unchanging course toward whatever doom awaits them. Even such a powerful 
spell as find the path cannot foil the misdirection of the mazes, for there is no way out. A 
minotaur's or baphitaur's natural cunning makes it aware of the deceptive nature of the mazes, 
but it does not enable it to escape any more easily.  

A portal from the wilderness near Ched Nasad leads to the middle of one of the long, unchanging 
tunnels between maze areas in the Labyrinth. This tunnel winds its way steeply downward and 
southward for about three miles before emptying into one of the Labyrinth's mazes. This maze is 
slightly different from others in the Labyrinth, however, for it does actually allow a choice of 
destinations. A creature within the maze trying to find its way out can actually do so: The turns 
that seem most likely to lead out of the maze steer the creature toward an exit tunnel directly 
opposite the entrance, allowing Underdark merchants to pass through. A mere quarter-mile 
beyond the maze, another portal leads to Oryndoll. This one is easy to find and requires no 
special keys to trigger. A baphitaur with natural cunning, however, can choose a path, seemingly 
counter-intuitive at almost every turn, almost directly toward the heart of the maze. There lies the 
Pit of Howling Grief, where Baphomet has been revered for over three thousand years. 

The Pit of Howling Grief is an apparently bottomless rift in the ground. Incessant sounds of 
moaning and wailing -- whether tricks of subterranean winds or some more supernatural effect -- 
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rise from the depths of the pit on a scalding-hot breeze. A single, large slab of light-devouring 
black rock hulks beside the chasm, serving as shrine and altar to the demon lord. Thousands of 
years ago, the degenerate dwarves who built the Labyrinth held their foulest rites and sacrifices 
at the edge of the pit, and now baphitaurs continue these loathsome practices.  

For some reason yet to be discovered, the baphitaurs have grown increasingly active in recent 
years and have extended their reach in the Underdark ways around the Labyrinth. Their devotion 
to Baphomet, with the accompanying slaughter their lord desires, has also increased to a frenzied 
pitch. 



Oryndoll 

In the lowest depths of the 
Underdark, beneath the 
Shining Plains and 
somewhere between the 
surface cities of Lheshayl 
and Ormath, the City of 
Loretakers broods in 

unremitting darkness. Oryndoll is a city populated by mind flayers and 
their thralls, and it is known for its residents' insatiable thirst for 
knowledge.  

Drow traders -- primarily slave traders -- from Sshamath, Szith Morcane, and distant Maerimydra 
make their way through miles of tunnels to the City of Loretakers, while both drow and duergar 
from the northeast occasionally make use of the portal in the Labyrinth to reach the illithid city. 
The portal leads to an unremarkable tunnel about a mile north of the city, with no markings 
indicating in which direction Oryndoll lies. Though no guards are posted at the portal's destination 
point, the illithids of the city are aware of its location and keep it under constant surveillance by 
means of clairaudience.  

At first glance, Oryndoll appears as nothing more than a sprawling network of troglodyte warrens, 
and few nonillithids ever see more of the city than that relatively fair façade. Mind flayers who 
choose to engage these merchants in trade do so in one of these upper caverns, amid the stench 
of troglodyte thralls. The rulers of the city dwell below, in caverns arranged around tubular ring-
shaped tunnels connected to the thrall caverns above by well-hidden spiral staircases. Below 
even these ring caverns, and accessible only through teleportation magic, ethereal travel, or 
similar means, are the Undervaults where the city's Elder Brain resides and where its stores of 
knowledge are kept. 

Just south of the thrall caverns, not linked by any tunnels or other physical connections, is a small 
network of natural caverns where the Shadow Path continues. The caverns lie only 30 feet south 
of a large thrall cavern, so it is easy for those who know its location to reach it ethereally or via a 
passwall spell. Several of those illithids who use the secret caverns regularly have access to 
teleport or dimension door abilities, as well, and they have made themselves intimately familiar 
with the site's features. For visitors who do not know its location, of course, it is practically 
impossible to find. 

The mind flayers who use the secret caverns are members of an order of assassins known as the 
Life Eaters. Like the baphitaurs in the Labyrinth, they are devoted to the demon lord Baphomet, 
which makes them a chaotic anomaly among the illithids of Oryndoll. The main cavern (area 1) 
contains a statue of their Abyssal patron on a platform above a pool of briny water. A narrow 
tunnels winds south from this cavern into a series of small cave hideaways, including the home of 
the Life Eaters' leader, a mind flayer named Wiirlan (area 5). This tunnel ends in a small chamber 
(area 6) that contains another portal. The presence of the portal is marked only by four black 
gems set into the natural stone wall at the south end of the cavern, and it can be triggered only by 
placing a hand within the portal and saying the phrase, "The horned god shall rule Iltkazar." The 
dwarven city of Iltkazar is the portal's destination. 
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Iltkazar 

The sole surviving kingdom of the eight dwarven nations that once formed the 
mighty realm of Deep Shanatar, Iltkazar is a reclusive, conservative city-state in the 
upper Underdark beneath Tethyr. Located under the Omlarandin Mountains at the 
eastern end of Tethyr, Iltkazar is unusual among Underdark nations in that most of 
its connections -- both physical and mercantile -- are with the surface. As the shield 
dwarves of ancient Iltkazar have experienced a resurgence with the Thundering, 
they have reawakened old ties with the humans of Tethyr and the Lake of Steam 
region. 

Increased activity in Iltkazar has reawakened more than that, however. Long a bastion of "the 
ancient ways," struggling to keep alive the traditions and lore of Shanatar in a world that has all 
but forgotten of its existence, the dwarves of Iltkazar still remember much that would otherwise be 
lost. Among the secrets that might best be forgotten is an ancient two-way portal. All physical 
trace of the portal was obliterated centuries ago, but the magic still functions, and traffic in both 
directions is increasing. The portal, located in an out-of-the-way cavern on the east side of the 
city, leads from the mind flayer city of Oryndoll -- creatures traveling from that city's portal simply 
step out, apparently from the solid rock. No return journey to Oryndoll is possible, however. When 
properly triggered, by resting one's face on the stone wall and humming three notes (a C-sharp in 
any octave, a C-sharp one octave lower, and the G between the two), Iltkazar's portal leads far to 
the north to a small cavern outpost of the ancient dwarven kingdom of Ammarindar.  

No unhallowed shrine to a demon lord stands in Iltkazar, or ever has, to the best of anyone's 
knowledge. In a dwarven city like Iltkazar, as devoted as its people are to the traditional ways of 
the dwarven race, the existence of such a degenerate cult is unthinkable. One dwarf, however, 
has discovered that just such a cult once existed in the city -- a demon-worshiping cult of the 
most loathsome stripe that devoted itself to the minotaur-god Baphomet.  

Durhgathu Maendrar discovered the existence of this cult not among Iltkazar's vast stores of 
knowledge, but beyond the portal in a place she calls the Unspoken Hall. Three years ago, she 
set out on the Shadow Path -- possibly the first person to tread its entire length in nearly three 
thousand years. She discovered Iltkazar's portal by what seemed at the time to be accident: 
Loitering near it, she found herself humming a strange tune she couldn't place, and pressed her 
head against the wall, she thought, to drive the tune from her mind. Transported to the Unspoken 
Hall, she explored the whole area and continued on to the Labyrinth, to Oryndoll, and at last back 
to where she started, returning to her home a completely transformed dwarf -- Baphomet's most 
rabid follower. 

No shrine to the demon lord is yet built in Iltkazar, and no cult yet reveres Baphomet there. If 
Durhgathu Maendrar's vision comes to fruition, however, these things will come to pass.  
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The Unspoken Hall 

The dwarven realm of Ammarindar was neither the first nor the greatest 
dwarven kingdom of Faerûn's ancient history, but it was founded before both 
the elven kingdom of Cormanthyr and the human empire of Netheril. Founded 
in -4100 DR, Ammarindar at its height occupied much of the upper Delimbyr 
valley, between the High Forest and the Fallen Lands, and stretched into the 
Underdark as well. It fell alongside the elven kingdom of Eaerlann in 882 DR, 
when hordes of orcs and the demons of Hellgate Keep swept it away. 

In the centuries after Ammarindar's fall, the drow of Ched Nasad and the beholders of the 
Graypeaks both moved into its subterranean tunnels and fastnesses, looting its treasures and 
defiling its halls. Around 1220 DR, the demons of Hellgate Keep began to appropriate these 
areas for their own use, driving out the drow and beholders and establishing a network of 
outposts throughout that region of the Underdark. To their fiendish delight, these demons 
stumbled upon the Unspoken Hall -- a cavernous shrine built by dwarves but custom-tailored to 
suit demonic needs. For the dwarves that hollowed out the Unspoken Hall were the worshiper-
slaves of a demon lord. 

A portal in Iltkazar leads to a nondescript cavern, which also serves as the only place of entry for 
anyone stumbling upon the Unspoken Hall by way of nearby Underdark tunnels (area 1 on the 
map). A number of dead-end tunnels branch off from this area, as well as one narrow tunnel that 
winds over a treacherous and monster-infested route to a main Underdark thoroughfare 
connecting Ched Nasad to distant Menzoberranzan. 

 

To the west of this entry cavern, a statue stands on a raised platform in the middle of another 
large natural-looking cavern (area 2). The statue depicts a dwarf with demonic features -- large 
feathered wings, clawed hands and feet, and an elongated, almost birdlike face. Crafted long 
before the birth of the individual it depicts, the statue represents the Speaker, a half-vrock dwarf 
who now makes his residence in the Unspoken Hall. Branching off from this chamber are three 
more natural caverns, with one (area 3) containing a deep sinkhole whose depths have never 
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been plumbed. Stairs leading up and away from the statue's demonic face indicate the 
continuation of dwarf stonework in the remainder of the hall. 

To the east of the stairs in the hall's upper level is the Hellfire Forge (area 6), which is a blazing 
smelter of undying abyssal fire. Actually a portal of sorts in its own right, this furnace carries any 
creature wholly entering its flames into a fiery region of the Abyss that is populated with balors 
and other, nameless, fire-loving demons. Strangely, the tremendous heat from the fires does not 
extend farther than 5 feet into the remainder of the room. Work tables and anvils are set up near 
the forge. A smith can heat metal in the abyssal flames, carry it back to an anvil or work table, 
and work it successfully for as long as 5 minutes away from the flame, thanks to the demonic 
magic of the flames and the anvils. Countless unholy weapons and other tools of evil were forged 
here in secret during Ammarindar's height, and then they were forged openly when the hall was 
held by fiends from Hellgate Keep. (In game terms, the magic of this forge reduces the time 
required to create magic arms and armor by one day, but the crafted item is always tainted with 
evil in some way, and a holy item cannot be created here. The forge does not reduce the cost of 
creating any item.) 

Stairs and a ramp lead down and east from the Hellfire Forge, to a natural cavern (area 7) that 
was probably once connected to area 1. This cavern served as an armory for the dwarves of the 
Unspoken Hall. It held their weapons and armor at the ready in case of attack from the good 
dwarves of Ammarindar. Drow and demons have long since plundered the unholy treasures once 
held here and unwittingly spread them across Faerûn. The northern alcove, however, holds a 
treasure of a different sort: a portal leading into the Labyrinth . The portal is marked by an 
archway carved into the natural stone wall and is activated by placing a hand on the stone within 
the archway and reciting a sentence in praise of Baphomet: "Lord of might, horned god, praise to 
you, great Baphomet." 

Drow from Ched Nasad occasionally use this portal as a way of traversing significant distances 
with no interference from faerzress. Occasionally, raiding parties camp in this cavern before 
venturing to the Labyrinth and on toward Gracklstugh or the outskirts of Menzoberranzan or 
onward through the Labyrinth's portal to Oryndoll. As long as they avoid the western part of the 
Unspoken Hall, they find they can make camp in safety, at least by Underdark standards. 

A long hallway leads west from the stairs to the shrine area of the Unspoken Hall. Area 8 was 
once a barracks area for dwarves who either lived in the hall full-time or needed to stay for a 
while -- either because they were needed in the hall or because their loyalties had been 
discovered and they could not return home. Three small chambers on the east side were more 
private rooms for high-ranking leaders of the demon-worshiping cult. The large room on the west 
was never occupied until a few years ago, when the Speaker arrived and claimed the room that 
had been ready for him for three thousand years. 

In -1650 DR, a secret cult of evil dwarves in the kingdom of Ammarindar built the Unspoken Hall 
under the pretext of mining adamantine and forging weapons and armor from that rare, fine 
metal. They built it -- and portals linking it with the other centers of their far-flung cult -- on the 
basis of a prophetic vision their leader received. In three centuries' time, he believed, a half-fiend 
dwarf would come to the hall and claim it for his own, doing the will of the cult's demonic patron. 
The statue in area 2, the large room off area 8, and, indeed, the whole Unspoken Hall was built in 
honor of this yet-to-be-born half-fiend. A century to a demon prince passes on Faerûn like a 
thousand years, or else the cult leader was misguided -- but now three millennia have passed 
and the Speaker has come, unwilling heir to an ancient prophecy and an evil birthright. He now 
lives in his appointed room, scavenging in the Underdark for food where the hall's builders 
intended him to feast in luxury.  

At the north end of the barracks, ornately carved double doors forged of solid adamantine (2 
inches thick, hardness 20, 80 hp, break DC 60) lead to the inner sanctum of the Unspoken Hall. 
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Here stands a massive stone statue of a figure like a minotaur -- a bullheaded humanoid with 
large, curving horns, covered in shaggy hair, with a long, bovine tail. This is Baphomet, the 
demon prince revered by the corrupted dwarves of Ammarindar. Two smaller shrines to the east 
and west contains smaller statues. The one to the west depicts a normal dwarf with an evil 
visage. This is Balik Blackhand, the builder of the hall and founder of the Baphomet cult. The one 
to the east represents the Speaker again. 

Behind the statue of Baphomet is a secret door so well hidden that it has remained undiscovered 
since the fall of Ammarindar (Search DC 35). Beyond the door, Balik Blackhand is interred in a 
stone sarcophagus bearing his likeness. Lying on his breast is Gamadurth, his greataxe.  

http://www.wizards.com/dnd/article.asp?x=fr/pg20020925c


Strongholds of Undeath 

Zsass Tam, the current zulkir of Necromancy, is among the most powerful liches ever seen in 
Thay. But he is not the only Red Wizard to aspire to lichdom. In DR 927, five short years after the 
Thayans threw off the chains of their Mulhorandi oppressors, a powerful necromancer called 
Zzarka Tuzarr (LE female human lich Nec13/Red5) took the final steps along the path to undeath. 

The key to a lich's survival is the security of her phylactery, which is the repository of her life 
essence. So long as the phylactery remains intact, the lich is assured that her existence will 
continue forever, even if her physical body is temporarily destroyed. If the phylactery is destroyed, 
however, the lich herself is also extinguished. 

Zzarka understood this well even before she became a lich, and she took extraordinary 
precautions to hide her phylactery away from her many rivals. She created a series of 
strongholds in the most inhospitable parts of Faerûn, along with a secret network of portals to 
connect them. Zzarka would frequently change the location of her phylactery. She would 
sometimes entrust this task to her tightly controlled undead minions; sometimes she would 
undertake it herself. 

Despite these safeguards, Zzarka Tuzarr has not been heard from in over a hundred years and 
many presume her, and her phylactery, destroyed. Even if some question whether the lich herself 
continues to exist, the strongholds she created and the portals that link them still do. Five of these 
strongholds are detailed below. All of Zzarka's strongholds have been magically sealed against 
teleportation. The only way to reach them is via mundane means, such as walking, or via 
Zzarka's portals. 

Only Zzarka herself knew the locations of all of them, however, and there are almost certainly 
more. 

Note to the DM: It's up to you to decide where and when the PCs face Zzarka. Suggestions will 
be provided within each portal description, though you should choose between ones that may 
negate other possibilities before you start utilizing these portals. 



The Cavern in the High Ice 

The High Ice is a frozen wasteland located on a plateau in northern 
Anauroch. The harsh environment and its monstrous inhabitants 
deter all but the most foolhardy adventurers. An unprepared party will 
easily become lost and disoriented amid the monochromatic 
landscape, and it may even starve or freeze to death -- if the group 
doesn't fall prey to something first. 

These environmental factors make it highly unlikely that anyone will stumble on Zzarka's 
stronghold by accident. Even the archwizards who dwell in the City of Shade have so far 
overlooked the lich's well-hidden dwelling. 

Being undead, Zzarka can ignore these hazards. The cold means nothing to her and she doesn't 
need to eat. Even the mind-numbing song of the frost worms has no effect on her. She allows 
these creatures to travel unhindered through her icy lair since she sees them as valuable natural 
guards. 

Zzarka spent years carving a massive cave complex beneath the glacier ice, and then she filled it 
with skeletons, zombies, and other undead servants. She created these servants from living 
slaves that she brought through the portal from Thay and abandoned in the caves to determine 
how long mortal creatures would last if, by some quirk of fate, they happened to stumble upon her 
hiding place. From the laboratory in her tower, Zzarka scryed upon her cruel experiment. She 
was always very pleased with the results. 

A portal beneath the ruins of the lich's tower, near Lake Thalambar in Thay, leads to the heart of 
the cavern complex. The portal is keyed in that it requires an undead creature capable of casting 
spells to activate it. Once it is activated, the portal remains open for 1 full round. Any other 
creatures that touch the portal during this round are also transported to Zzarka's ice cave. 
Afterward, the portal seals itself again. 

The portal opens into a large, dark cavern in the ice. No natural light penetrates this deep into the 
glacier. Those without darkvision perceive little but cold. This void is unsettling to mortals who are 
unprepared for it. Some of Zzarka's living slaves cried out that they'd been struck blind after being 
thrust through the portal. Their shouting frequently drew frost worms, or worse, and Zzarka would 
be deprived of a body upon which she could cast create undead. Reasoning that she ought to 
perform experiments that took into account the presence of the worms, Zzarka took to gagging 
her slaves before sending them through the portal. 

Should someone light a torch in the cavern, the heat causes some of the tiny ice needles on the 
ceiling to fall. Millions of these needles cling to the ceiling, and one torch dislodges only a few 
hundred during each round it is lit. Characters in the cavern suffer the effects of an ice storm spell 
as if cast by an 18th-level wizard each round the torch is lit. Any loud sound, such as combat, 
produces the same effect. 

 



Once inside the ice cavern, adventurers have to contend with frost worms and the undead horrors 
Zzarka created. Scores of skeletons and zombies wander through the ice tunnels -- all of which 
move silently and have darkvision. Travelers who are especially unlucky may run into Torin Zsan 
(LE male human vampire Nec13) or Lars Blackspike (NE male dwarf vampire Clr10), two of 
Zzarka's lieutenants that inhabit the ice caves from time to time. Even they do not know if the old 
lich still exists. They have not seen her, or felt her presence, for a hundred years. But they still 
behave as if she exists, just in case, and they deal with intruders accordingly. 

Buried deeper still in glacial ice is an artifact that dates from the time of the phaerimm and the fall 
of Netheril. Zzarka's initial tests showed the thing to be a powerful repository of the life drain 
magic with which the phaerimm planned to obliterate the world. She coveted the artifact for 
herself, but she feared that it might become unstable if she used magic to excavate it. Therefore, 
Zzarka set a crew of zombies to the task of digging it out of the ice. The work is slow, but zombies 
are patient creatures. A century later they are probably still there, digging . . . 

Zzarka Tuzarr: Female human lich Nec13/Red5; CR 20; Medium-size undead; HD 
18d12; hp 120; Init +1; Spd 30 ft.; AC 20, touch 15, flat-footed 19; Atk +9 melee touch 
(1d8+5 [Will save DC 24 half] plus paralysis, touch); SA fear aura, paralyzing touch; SQ 
circle leader, DR 15/+1, immunities, specialist defense +2 (Necromancy), spell power 
+2, turn resistance +4, undead traits; AL LE; SV Fort +6, Ref +7, Will +15; Str 10, Dex 
13, Con --, Int 20, Wis 19, Cha 20. Height 5 ft. 3 in.  

Skills and Feats: Alchemy +21, Concentration +26, Craft (painting) +7, Diplomacy +8, 
Gather Information +8, Hide +9, Intimidate +10, Knowledge (arcana) +26, Knowledge 
(history) +14, Knowledge (religion) +9, Listen +18, Move Silently +9, Scry +26, Search 
+19, Sense Motive +12, Spellcraft +26, Spot +18; Brew Potion, Combat Casting, Craft 
Rod, Craft Staff, Craft Wand, Maximize Spell , Quicken Spell, Scribe Scroll, Silent Spell, 
Spell Mastery (animate dead, bestow curse, clone, horrid wilting), Still Spell, Tattoo 
Focus. 

Fear Aura (Su): Zzarka is shrouded in a dreadful aura of death and evil. Any creature 
with fewer than 5 HD within a 60-foot radius that looks at her must make a Will save (DC 
24) or be affected as though by a fear spell (caster level 18th). 

Paralyzing Touch (Su): Any living creature Zzarka touches must succeed at a Fortitude 
save (DC 24) or be permanently paralyzed. Remove paralysis or any spell that can 
remove a curse can free the victim (see the bestow curse spell). This effect cannot be 
dispelled. Any creature paralyzed by Zzarka seems dead, though a successful Spot 
check (DC 20) or Heal check (DC 15) reveals that the victim is still alive. This power 
works in conjunction with Zzarka's damaging touch. 

Circle Leader: Zzarka is a focus person for Red Wizard circle magic. 

Immunities: Zzarka is immune to cold, electricity, polymorph, and mind-affecting 
attacks. 

Specialist Defense: Zzarka adds +1 to her saving throws against spells from the 
Necromancy school. 

Spell Power: For spells from the Necromancy school, Zzarka adds +2 to the save DCs 
for spells she casts (already figured into the statistics above) and to caster level checks 
to overcome spell resistance. 



Turn Resistance (Ex): When resolving a turn, rebuke, command, or bolster attempt 
against Zzarka, she is treated as a 22-HD creature. 

Undead Traits: Zzarka is immune to poison, sleep, paralysis, stunning, disease, death, 
effects, necromantic effects, mind-affecting effects, and any effect requiring a Fortitude 
save unless it also works on objects. She is not subject to critical hits, subdual damage, 
ability damage, ability drain, or energy drain. Negative energy heals her, and she is not 
at risk of death from massive damage but is destroyed at 0 hit points or less. Zzarka has 
darkvision (60 feet). She cannot be raised, and resurrection works only if she is willing. 

Wizard Spells Prepared (5/7/6/6/6/6/5/4/4/3; save DC = 15 + spell level, or 18 + spell 
level for Necromancy spells; prohibited schools Divination, Evocation): 0 -- arcane mark, 
detect magic (2), mage hand, mending; 1st -- cause fear, charm person, expeditious 
retreat (2), grease, ray of enfeeblement, unseen servant; 2nd -- levitate, locate object, 
scare, spectral hand, Tasha's hideous laughter, web; 3rd -- halt undead, hold person, 
sleet storm, stinking cloud, summon monster III, vampiric touch; 4th -- contagion, 
enervation, Evard's black tentacles (2), polymorph other, summon monster IV; 5th -- 
animate dead, Grimwald's graymantle, passwall, teleport (2), wall of stone; 6th -- circle of 
death, disintegrate (2), legend lore, true seeing; 7th -- finger of death, reverse gravity, 
summon monster VII, teleport without error; 8th -- demand, etherealness, incendiary 
cloud, summon monster VIII; 9th -- dominate monster, energy drain, wail of the banshee.  

Spellbook: 0 -- arcane mark, daze, detect magic, detect poison, disrupt undead, ghost 
sound, mage hand, mending, open/close, prestidigitation, ray of frost, read magic, 
resistance; 1st -- cause fear, charm person, chill touch, expeditious retreat, feather fall, 
grease, identify, mage armor, ray of enfeeblement, sleep, true strike, unseen servant; 
2nd -- bull's strength, cat's grace, ghoul touch, invisibility, knock, levitate, locate object, 
mirror image, scare, spectral hand, Tasha's hideous laughter, web; 3rd -- flame arrow, 
gentle repose, halt undead, haste, hold person, invisibility sphere, sleet storm, slow, 
stinking cloud, suggestion, summon monster III, vampiric touch; 4th -- arcane eye, 
bestow curse, contagion, detect scrying, enervation, Evard's black tentacles, fear, 
improved invisibility, polymorph other, polymorph self, scrying, summon monster IV; 5th -
- animate dead, cloudkill, Grimwald's graymantle, magic jar, major creation, passwall, 
permanency, prying eyes, teleport, wall of stone; 6th -- analyze dweomer, circle of death, 
disintegrate, eyebite, flesh to stone, legend lore, mislead, move earth, permanent image, 
stone to flesh, summon monster VI, true seeing; 7th -- control undead, ethereal jaunt, 
finger of death, greater scrying, insanity, phase door, power word stun, reverse gravity, 
simulacrum, summon monster VII, teleport without error, vanish; 8th -- antipathy, clone, 
demand, discern location, etherealness, horrid wilting, incendiary cloud, iron body, maze, 
polymorph any object, summon monster VIII, symbol; 9th -- astral projection, dominate 
monster, energy drain, foresight, power word kill, soul bind, temporal stasis, time stop, 
wail of the banshee, weird, wish.  

Possessions: ring of protection +4, ring of spell turning, wand of unholy blight, medallion 
of thoughts, 200 pp. 

After the battle to free Thay from Mulhorandi, the Red Wizard known as Zzarka Tuzarr made the 
transition from life to undeath. Once she obtained immortality, however, she stopped pursuing her 
magical studies as vigorously as she had in life, instead devoting most of her considerable 
energies to devising new ways in which she might ensure her eternal existence. All of this may 
have been in vain, however, as the lich has not been heard from in over a century. 

Torin Zsan: Male human vampire Nec13; CR 15; Medium-size undead; HD 13d12; hp 
112; Init +8; Spd 30 ft.; AC 26, touch 14, flat-footed 22; Atk +8 melee (1d6+3 plus energy 



drain, slam); SA blood drain, domination, energy drain; SQ alternate form, children of the 
night, cold resistance 20, create spawn, DR 15/+1, electricity resistance 20, fast healing 
5, gaseous form, spider climb, turn resistance +4, undead traits; AL LE; SV Fort +4, Ref 
+10, Will +9; Str 15, Dex 18, Con --, Int 21, Wis 12, Cha 10. Height 5 ft. 3 in.  

Skills and Feats: Alchemy +20, Bluff +8, Concentration +16, Craft (weaving) +6, Heal +3, 
Hide +27, Knowledge (arcana) +21, Knowledge (history) +12, Listen +11, Move Silently 
+12, Profession (herbalist) +16, Scry +21, Search +13, Sense Motive +9, Spellcraft +21, 
Spot +11; Alertness, Combat Casting, Combat Reflexes, Dodge, Empower Spell, 
Enlarge Spell, Extend Spell, Heighten Spell, Improved Initiative, Lightning Reflexes, 
Scribe Scroll, Spell Focus (Necromancy), Spell Mastery (animate dead, bestow curse, 
halt undead, nightmare), Spell Penetration. 

Blood Drain (Ex): Torin can suck blood from a living victim with his fangs by making a 
successful grapple check (grapple bonus +8). If he pins the foe, Torin drains blood, 
dealing 1d4 points of Constitution drain each round the pin is maintained. 

Domination (Su): Torin can crush an opponent's will just by looking into his or her eyes. 
This ability is similar to a gaze attack, except that Torin must take a standard action, and 
those merely looking at him are not affected. Anyone Torin targets must succeed at a 
Will save (DC 16) or fall instantly under Torin's influence as though by a dominate 
person spell (caster level 12th). The ability has a range of 30 feet. 

Energy Drain (Su): This attack happens automatically when Torin's slam attack hits. 
Each successful energy drain bestows two negative levels. For each negative level 
bestowed on an opponent, Torin heals 5 points of damage (or 10 on a critical hit), 
gaining any excess as temporary hit points. After 24 hours have passed, the afflicted 
opponent must attempt a Fortitude save (DC 16) for each negative level. If successful, 
the negative level goes away with no harm to the creature; otherwise the creature's level 
is also reduced by one. 

Alternate Form (Su): Torin can assume the shape of a bat, dire bat, wolf, or dire wolf as 
a standard action. This ability is similar to a polymorph self spell (caster level 12th), 
except that Torin can assume only one of the forms listed here per use of the ability. He 
can remain in that form until he assumes another or until the next sunrise. 

Children of the Night (Su): Torin can command the lesser creatures of the world and 
once per day can call forth a pack of 4d8 dire rats, a swarm of 10d10 bats, or a pack of 
3d6 wolves as a standard action. These creatures arrive in 2d6 rounds and serve him for 
up to 1 hour. 

Create Spawn (Su): A humanoid or monstrous humanoid slain by Torin's energy drain 
attack rises as a vampire spawn 1d4 days after burial. If Torin instead drains the victim's 
Constitution to 0 or less, the victim returns as a spawn if it had 4 or fewer HD and as a 
vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the 
command of Torin and remains enslaved until his death. 

Fast Healing (Ex): Torin regains hit points at 5 points of damage each round so long as 
he has at least 1 hit point. Fast healing does not restore hit points lost from starvation, 
thirst, or suffocation, and it does not allow Torin to regrow or reattach lost body parts. If 
reduced to 0 hit points or lower, Torin automatically assumes gaseous form and attempts 
to escape. He must reach his coffin home within 2 hours or be utterly destroyed. (He can 
travel up to 9 miles in 2 hours.) Once at rest in his coffin, he rises to 1 hit point after 1 



hour, then resumes fast healing at the rate of 5 hit points per round. 

Gaseous Form (Su): As a standard action, Torin can assume gaseous form at will, as 
the spell (caster level 5th), but he can remain gaseous indefinitely and has a fly speed of 
20 feet with perfect maneuverability. 

Spider Climb (Ex): Torin can climb sheer surfaces as though with a spider climb spell. 

Turn Resistance (Ex): When resolving a turn, rebuke, command, or bolster attempt, 
Torin is treated as a 17-HD creature. 

Undead Traits: Torin is immune to poison, sleep, paralysis, stunning, disease, death, 
effects, necromantic effects, mind-affecting effects, and any effect requiring a Fortitude 
save unless it also works on objects. He is not subject to critical hits, subdual damage, 
ability damage, ability drain, or energy drain. Negative energy heals him, and he is not at 
risk of death from massive damage but is destroyed at 0 hit points or less. Torin has 
darkvision (60-foot range). He cannot be raised, and resurrection works only if he is 
willing. 

Spells Prepared (5/7/6/6/6/5/3/2; save DC = 15 + spell level): 0 -- dancing lights, daze, 
detect magic (2), mage hand; 1st -- cause fear, chill touch, comprehend languages, ray 
of enfeeblement, sleep (2), true strike; 2nd -- knock, pyrotechnics, spectral hand (2), 
Tasha's hideous laughter (2); 3rd -- halt undead (4), illusory script, major image; 4th -- 
bestow curse (2), contagion (2), fear (2); 5th -- animate dead (2), nightmare, shadow 
evocation (2); 6th -- circle of death, shades, veil; 7th -- finger of death (2).  

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray 
of frost, read magic; 1st -- burning hands, cause fear, change self, chill touch, 
comprehend languages, detect undead, identify, ray of enfeeblement, sleep, true strike; 
2nd -- knock, pyrotechnics, spectral hand, Tasha's hideous laughter; 3rd -- gentle 
repose, halt undead, illusory script, major image; 4th -- bestow curse, contagion, fear; 
5th -- animate dead, magic jar, nightmare, shadow evocation; 6th -- circle of death, 
permanent image, shades, veil; 7th -- control undead, finger of death.  

Possessions: Bracers of armor (AC 6), rod of cancellation, ring of chameleon power. 

Torin Zsan is fiercely loyal to his mistress, and he anxiously awaits her return. She has been 
gone for over a century, but as the undead measure time, this is barely the passing of an instant. 
In the meantime he carefully guards Zzarka's strongholds, at least the ones of which he is aware, 
should she need a safe place to store her phylactery when she gets back. 

Torin always travels with two vampire spawn. He is frequently accompanied by several lesser 
undead that are also under his control. Torin prefers to assess his foes before attacking them, 
and he uses his magic to wear powerful opponents down, using hit-and-run tactics over the 
course of days or weeks, before attempting to engage them in direct combat. He frequently uses 
nightmare spells to keep opponents off balance. He also enjoys using his dominate ability to turn 
characters against each other. 

Lars Blackspike: Male dwarf vampire Clr10; CR 12; Medium-size undead; HD 10d12; 
hp 100; Init +8; Spd 15 ft.; AC 20, touch 14, flat-footed 16; Atk +11 melee (1d6+6 plus 
energy drain, slam), or +9/+4 melee (1d8+4/x3, dwarven urgrosh) and +9 melee 
(1d6+2/x3, dwarven urgrosh); SA blood drain, domination, energy drain, rebuke undead 



9/day; SQ alternate form, children of the night, cold resistance 20, create spawn, DR 
15/+1, dwarf traits, electricity resistance 20, fast healing 5, gaseous form, spider climb, 
turn resistance +4, undead traits; AL CE; SV Fort +7, Ref +9, Will +11; Str 18, Dex 19, 
Con 10, Int 11, Wis 18, Cha 14.  

Skills and Feats: Bluff +10, Craft (metalworking) +2, Craft (stoneworking) +2, Diplomacy 
+4, Heal +8, Hide +12, Knowledge (religion) +7, Listen +14, Move Silently +12, Search 
+8, Sense Motive +12, Spot +14; Alertness, Ambidexterity, Combat Reflexes, Dodge, 
Exotic Weapon Proficiency (dwarven urgrosh), Extra Turning, Improved Initiative, 
Lightning Reflexes, Two-Weapon Fighting. 

Blood Drain (Ex): Lars can suck blood from a living victim with his fangs by making a 
successful grapple check (grapple bonus +11). If he pins the foe, Lars drains blood, 
dealing 1d4 points of Constitution drain each round the pin is maintained. 

Domination (Su): Lars can crush an opponent's will just by looking into his or her eyes. 
This ability is similar to a gaze attack, except that Lars must take a standard action, and 
those merely looking at him are not affected. Anyone Lars targets must succeed at a Will 
save (DC 17) or fall instantly under his influence as though by a dominate person spell 
(caster level 12th). The ability has a range of 30 feet. 

Energy Drain (Su): This attack happens automatically when Lars's slam attack hits. 
Each successful energy drain bestows two negative levels. For each negative level 
bestowed on an opponent, Lars heals 5 points of damage (or 10 on a critical hit), gaining 
any excess as temporary hit points. After 24 hours have passed, the afflicted opponent 
must attempt a Fortitude save (DC 17) for each negative level. If successful, the 
negative level goes away with no harm to the creature; otherwise the creature's level is 
also reduced by one. 

Alternate Form (Su): Lars can assume the shape of a bat, dire bat, wolf, or dire wolf as 
a standard action. This ability is similar to a polymorph self spell (caster level 12th), 
except that Lars can assume only one of the forms given here per use of the ability. He 
can remain in that form until he assumes another or until the next sunrise. 

Children of the Night (Su): Lars can command the lesser creatures of the world and 
once per day can call forth a pack of 4d8 dire rats, a swarm of 10d10 bats, or a pack of 
3d6 wolves as a standard action. These creatures arrive in 2d6 rounds and serve him for 
up to 1 hour. 

Create Spawn (Su): A humanoid or monstrous humanoid slain by Lars's energy drain 
attack rises as a vampire spawn 1d4 days after burial. If Lars instead drains the victim's 
Constitution to 0 or less, the victim returns as a spawn if it had 4 or fewer HD and as a 
vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the 
command of Lars and remains enslaved until his death. 

Dwarf Traits: Lars has a +1 racial bonus on attack rolls against orcs and goblinoids, a 
+2 racial bonus on saves against spells and spell-like abilities, a +2 racial bonus on 
Fortitude saves against all poisons, and a +4 dodge bonus against giants. He has 
darkvision (60-foot range) and stonecunning (+2 racial bonus on checks to notice 
unusual stonework; can make a check for unusual stonework as though actively 
searching when within 10 feet and can use the Search skill to find stonework traps as a 
rogue can; intuit depth). Lars also has a +2 racial bonus on Appraise checks and Craft or 
Profession checks related to stone or metal (these bonuses are already figured into the 



statistics above). 

Fast Healing (Ex): Lars regains hit points at a rate of 5 points of damage each round so 
long as he has at least 1 hit point. Fast healing does not restore hit points lost from 
starvation, thirst, or suffocation, and it does not allow Lars to regrow or reattach lost body 
parts. If reduced to 0 hit points or lower, Lars automatically assumes gaseous form and 
attempts to escape. He must reach his coffin home within 2 hours or be utterly 
destroyed. (He can travel up to 9 miles in 2 hours.) Once at rest in his coffin, he rises to 
1 hit point after 1 hour, then resumes fast healing at the rate of 5 hit points per round. 

Gaseous Form (Su): As a standard action, Lars can assume gaseous form at will, as 
the spell (caster level 5th), but he can remain gaseous indefinitely and has a fly speed of 
20 feet with perfect maneuverability. 

Spider Climb (Ex): Lars can climb sheer surfaces as though with a spider climb spell. 

Turn Resistance (Ex): When resolving a turn, rebuke, command, or bolster attempt, 
Lars is treated as a 14-HD creature. 

Undead Traits: Lars is immune to poison, sleep, paralysis, stunning, disease, death, 
effects, necromantic effects, mind-affecting effects, and any effect requiring a Fortitude 
save unless it also works on objects. He is not subject to critical hits, subdual damage, 
ability damage, ability drain, or energy drain. Negative energy heals him, and he is not at 
risk of death from massive damage but is destroyed at 0 hit points or less. Lars has 
darkvision (60-foot range). He cannot be raised, and resurrection works only if he is 
willing. 

Cleric Spells per Day (6/6/6/5/5/3; base DC = 14 + spell level).  

Deity: None. Domains: Death (death touch 1/day), Evil (cast evil spells at +1 caster 
level). 

Possessions: Dwarven urgrosh, ring of evasion, brooch of shielding, Quaal's feather 
token. 

Lars is a cruel, unpredictable creature of pure evil. He fears Zzarka, but he is beginning to 
suspect that his mistress has been destroyed permanently. If he decides that Zzarka is no longer 
a threat to him, he tries to seize as much of her former holdings and power for himself as he can. 

Lars is always accompanied by at least 3 vampire spawn and several lesser undead. He always 
sends them into melee combat first, while he hangs back, attacking the foes and bolstering his 
spawn with his cleric spells and abilities. Lars prefers to prepare spells that affect several 
characters at once, such as unholy blight. He usually, however, has at least one slay living spell 
prepared, in case he is cornered in melee combat. 

If Lars feels the battle is going against him, he summons a swarm of bats, assumes gaseous 
form, and flees. He happily sacrifices his spawn if it means he has a better chance of escape. 

How to Incorporate the Cavern in the High Ice Into Your Campaign: 

 The zombies complete their task and free the phaerimm artifact from the ice. The 
archwizards of Shade, sensing the presence of their ancient foes, send the characters to 



investigate. Agents of the phaerimm are also sent to investigate, and the PCs may have 
to deal with them as well as Zzarka's undead guards. 

 Undead creatures begin to emerge from the High Ice to terrorize the Bedine in the desert 
below. These creatures are under the control of Lars Blackspike, who has grown tired of 
waiting for the return of his absent mistress. Rumors indicate that he may have turned a 
tribe of frost giants into vampire spawn and pressed them into his service. 

 Strange creatures are seen near a ruined tower by the shores of Lake Thalambar, but the 
Red Wizards' magic reveals nothing. They engage the PCs to investigate. The creatures 
are the undead servants and failed experiments of Torin Zsan, who has taken over his 
Zzarka's old laboratory. If the PCs discover him, he might try to flee through the portal. 



The Temple in the Forbidden Jungle 

The second of Zzarka's strongholds is located deep in the 
Jungles of Chult. The jungle here is nearly impenetrable. If 
characters aren't killed by wild beasts or carnivorous plants, 
they'll almost certainly succumb to one of the many tropical 
diseases that are endemic to the region. Once again, the 
location benefits Zzarka because of her undead nature. She 
is immune to the area's many contagions, and none of the 
jungle's many predators are enticed by her long-dead flesh. 

She has even performed experiments on some of the jungle's disease-causing agents and has 
created more deadly strains of illness to deter the curious. 

Wooden totems carved with grimacing, skeletal faces form a boundary around an area of deep 
jungle approximately five square miles in size. Natives of Chult know to avoid this part of the 
jungle, and they never speak of it to outsiders. If pressed on the issue, a native makes signs to 
ward off evil and mumbles about the "little things" before trying to extract themselves from the 
conversation. Most Chultean natives would rather fight to the death than be forced to enter the 
Forbidden Jungle. 

Any mortal who is brave or foolish enough to cross the boundary begins to suffer the effects of 
Zzarka's disease right away. Each hour, they must make a Fortitude save (DC 30) or be affected 
by a horrible, inhaled, extraordinary disease called cacklefire. The disease combines the effect of 
cackle fever with that of mindfire (see the Dungeon Master's Guide page 75), resulting in 1d4 
points of temporary Intelligence damage and 1d6 points of temporary Wisdom damage. The 
onset of symptoms rapidly follows infection: Cacklefire has an incubation period of 1d6 hours. 
Characters continue to take damage until they are cured or until they reach 0 points in either 
Intelligence or Wisdom. Because of the constant exposure to the contagion, characters cannot 
make a saving throw to recover from cacklefire while within the bounds of the forbidden jungle.  

Characters who succumb to cacklefire frequently sit stupefied and laugh uncontrollably, making 
them easy prey for the carnivorous plants and animals in the forbidden jungle. These creatures 
include dinosaurs, dire jaguars, and assassin vines. If the many jungle predators don't finish the 
characters off, the "little things" probably will. 

One of Zzarka's more successful experiments, the "little things" are all that remains of a tribe of 
wild halflings. Using powerful necromantic magic of her own devising, Zzarka twisted these poor 
beings into undead mockeries of themselves. They are now a unique variety of zombie that 
possesses surprising speed, agility, and animal cunning.  

The "little things'" favorite strategy is to lurk in the trees and underbrush and then attack already 
weakened characters with their blowguns. Once a group has been reduced to a manageable 
state, the small undead horrors overwhelm the hapless mortals with their numbers. Then, once 
the slaughter is complete, the little things dismember their victims' bodies and carry the pieces 
back to Zzarka's temple in the middle of the forbidden jungle. 

"Little Things" 
Small Undead 
Hit Dice:  1d12 (6 hp) 
Initiative: +7 
Speed:  30 ft. 
AC:  AC 14 (+1 size, +3 Dex), touch 14, flat-footed 11 



Attacks:  Slam +1 melee or blowgun +4 ranged  
Damage:  Slam 1d4, blowgun 1d2 plus poison 
Face/Reach: 5 ft. by 5 ft./5 ft. 
Special Attacks:  Undead traits 
Special Qualities:  Fort +0, Ref +3, Will +1 
Saves: Str 11, Dex 16, Con --, Int 8, Wis 8, Cha 5 
Skills:  Climb +10, Hide +11, Move Silently +13, Search +3, Spot +9, 

Tumble +7 
Feats:  Improved Initiative 
Climate/Terrain:  Forbidden Jungle 
Organization: Solitary, pair, or band (3-12) 
Challenge Rating: 3 
Alignment:  Always chaotic evil 

Enhanced undead created by the necromancer Zzarka Tuzarr, the "little things" are 
found only in the jungle surrounding her temple. Their creator ordered them to stay 
within the boundary markers of the Forbidden Jungle and kill all humanoids that enter 
the area. They have proven very effective at this task. They attack intruders from the 
trees and underbrush with their blowguns, which have a range of 20 feet. The darts do 
1d2 points of damage by themselves and are coated with deathblade poison (see 
Dungeon Master's Guide page 80). Once characters are sufficiently weakened, the 
"little things" swarm over them and finish them off. 

None outside of the few tribes unfortunate enough to dwell near the Forbidden Jungle 
know of these undead creatures. These tribes dare not speak of them, and they call 
them only the "little things." Outsiders who enter the Forbidden Jungle and encounter 
these small horrors almost never return. 

Combat 

Undead Traits: A little thing is immune to poison, sleep, paralysis, stunning, disease, 
death, effects, necromantic effects, mind-affecting effects, and any effect requiring a 
Fortitude save unless it also works on objects. The creature is not subject to critical hits, 
subdual damage, ability damage, ability drain, or energy drain. Negative energy heals it, 
and it is not at risk of death from massive damage but is destroyed at 0 hit points or less. 
A little thing has darkvision (60-foot range). A little thing cannot be raised, and 
resurrection works only if it is willing. 

Skills: A little thing receives a +6 racial bonus on Climb, Move Silently, and Spot checks. 

The temple itself is a sandstone pyramid in a small clearing, and it stands approximately 40 feet 
tall. A single corridor leads from the front of the pyramid into a central chamber, though four 
stained glass windows featuring fighting dragons and warriors provide colorful light to the interior 
of the pyramid. The walls of this chamber shine and sparkle softly during the day with gold and 
semiprecious jewels. The placement of the stained glass windows is within 10 feet of the ground, 
and they are angled in such a way that their light plays over a tremendous gold altar. Placed in 
the center of the altar is a small box made of ebony, with silver hinges and tiny sapphires inlaid in 
arcane patterns on the lid. This is a replica of Zzarka's phylactery, and it is meant to draw the 
attention of any adventurers powerful or lucky enough to get this far. 

Characters are not exposed to the cacklefire infection while inside the temple. The "little things" 
do not pursue characters into the temple, but they may wait for up to 3 hours in the brush outside. 



A character who touches the replica phylactery suffers the effect of a disintegrate spell cast by an 
18th-level wizard. The character, if still alive, and the rest of the group also have to contend with 
the four stained glass golems that leap out of the windows created for them (see Monster Manual 
II, page 116). Two of the golems are human warriors (one male in green-tinted armor, one female 
in golden armor), and the other two are dragons (one red, one blue). Characters also find their 
sole point of egress, the corridor through which they entered and the windows, blocked by several 
walls of force. 

Stained Glass Golems (4): hp 66; see Monster Manual II, page 116. 

Zzarka's actual phylactery, when present in the temple, is stored in a secret compartment 
beneath the altar. 

Assuming a party makes it through the jungle, into the temple, and past the golems, they can 
attempt to loot the temple's treasure. The jewels embedded in the temple walls are worth 4,500 
gp. The golden walls themselves consist of steel with gold leaf upon it. 

Killing the golems and looting the temple does not dispel the presence of the cacklefire contagion, 
and it does not dispel the little things, either. These creatures attack the characters on their way 
out of the jungle just as they did on the way in.  

The portal that leads to the Forbidden Jungle is hidden in a graveyard in the city of Westgate, on 
the Dragon Coast. It, like the portal described in an earlier installment, is keyed to allow only 
undead spellcasters to activate it. In addition to this, the Westgate portal functions only at night. 
This portal opens in the thick jungle a few hundred yards away from the Temple. It is a pleasant 
stroll for the undead, but a potentially deadly one for mortals. 

How to Incorporate the Temple in the Forbidden Jungle Into Your Campaign 

 The characters are part of an expedition organized by an herbalist from Waterdeep, who 
hopes to find rare plants within the Forbidden Jungle. He brings various ointments and 
potions that he says will help against the disease that poisons the air in the jungle. 

 A series of unexplained deaths occur in Westgate. People under heavy guard or in 
seemingly secure rooms are perishing from a strange "wasting sickness." Wizards seem 
particularly vulnerable. In truth, Lars Blackspike has taken one of the "little things" out of 
the jungle and is using it to assassinate enemies his other undead minions could not 
reach. 

 Rumors of a temple full of treasure guarded by carnivorous plants and terrible dragons 
reach the characters. Besides the great riches the temple holds, there is an even greater 
reward for those able to find it: Within its very walls is the secret of eternal life. 



The Portal of Negative Energy 

As a lich of immense power, Zzarka could construct a portal to any 
destination of her choosing. If the necessary resources to create a 
portal were not immediately available, she could afford to wait the 
hundred or so years it took to amass them. In this way, through 
patient application of powerful magic and the diligent use of her 
enormous wealth, Zzarka opened a portal into the Negative Energy 
Plane itself (see Manual of the Planes page 80). Some, including her 
lieutenants Torin and Lars, suspect that she has hidden herself in the 

eternal darkness of this plane and lurks, immune to the energy draining qualities of the 
environment, so that she can her next move. It is almost certain that she used the plane as one of 
many hiding places for her phylactery. 

The portal is located in a tunnel complex in the mountains of Thay. Cave-ins and earthquakes 
buried the portal beneath tons of rubble centuries ago, which is an immense blessing to all mortal 
beings who would otherwise have to contend with the armies of undead that might one day come 
spilling out of its inky black maw. 

It is unlikely that someone would stumble across the portal by accident, though Torin knows of its 
general location and may one day choose to go searching for it. More likely, the portal would be 
uncovered by an insane or deluded spellcaster who sought to usurp Zzarka's magical secrets -- 
or perhaps by a well-meaning paladin looking for a way to mobilize an army against the forces of 
darkness that dwell within the Negative Energy Plane. In any case, it will take extensive research, 
as well as access to some of Zzarka's private files that remain in her lab near Lake Thalambar, to 
uncover the exact location of this most abominable of portals. That is, unless Zzarka herself one 
day emerges from hiding and uses the portal to unleash a plague of undeath upon the living 
world. 

Like Zzarka's other portals, the portal to the Negative Energy plane is keyed to allow only undead 
spellcasters to activate it. Once it is activated, the portal remains open for 1 full round. Any other 
creatures that touch the portal during this round are also transported to the Negative Energy 
Plane. 

The portal's destination is the city of Death Heart (see Manual of the Planes page 82), which is 
one of the most stable locations in the Negative Energy Plane. Zzarka chose this destination 
because, unlike most other places in the Negative Energy Plane, Death Heart is virtually 
guaranteed to be the same from moment to moment. Death Heart is also much less boring and 
monotonous than the rest of the plane since it has plazas and tall spires built by its former 
inhabitants. This stands in sharp contrast to the utter void that waits outside the city, and Zzarka 
found it interesting. After all, if she needed to experience the void, she had only to step outside 
the city to do so. Meanwhile, within the city, she could amuse herself by participating in the 
endless warring of undead factions, led by other powerful creatures like herself, or torture mortal 
travelers unlucky enough to stumble into the plane. In this way Zzarka's relationship to the city of 
Death Heart -- and to the Negative Energy Plane in general -- is much like that of a mortal person 
who lives and works in a metropolis because there's something to do, but who also enjoys a jaunt 
to the country on weekends for the peace and quiet. The only difference is that Zzarka's idea of 
peace and quiet is a formless void that sucks the energy out of any living thing exposed to it, 
leaving nothing but a lifeless husk behind. 

How to Incorporate the Portal of Negative Energy Into Your Campaign 

 Contrary to popular belief, Zzarka continues to exist. Fearing a revolt from her undead 
lieutenants, she retreated to her stronghold on the Negative Energy Plane and has been 



carefully plotting her strategy for the last 200 years. Now, armed with eldritch magic 
wrested from the very fabric of the plane itself, she is prepared to visit total annihilation 
on all those who would oppose her or seek to destroy her. Unfortunately for the PCs, this 
means most -- if not all -- of the beings on the surface of Faerûn. They must find a way to 
contain her on the Negative Energy Plane or, failing this, find a way to stop her power 
from obliterating the known world. In the characters' favor is the fact that her former 
lieutenants, Lars and Torin, will likely lend their aid to stop her. Against the characters, 
however, is the fact that some of the more evil and demented deities of Faerûn approve 
of Zzarka's plan and may be willing to give her aid. 

 After centuries of searching, Lars Blackspike has finally uncovered one of Zzarka's 
portals. He does not know where it leads, or how it is keyed, but he is determined to 
unearth it and activate it. The PCs must stop him or face any number of unspeakable 
horrors that wait on the plane beyond. 

 A single xeg-yi (see Manual of the Planes page 169) has discovered the portal on the 
Negative Energy Plane and is using it to manipulate events in Faerûn. The interference 
that the xeg-yi performs seems nonsensical at first, for these beings possess intelligence 
wholly alien to our own, but soon a diabolical pattern emerges. The PCs must find and 
deactivate the portal before the xeg-yi and its undead minions cause further harm to 
Faerûn.  



The Illithid Gate 

Among those Zzarka counted as her peer was an ancient alhoun 
known to posterity as Korid Takazz. Though an infinitely patient 
being, Zzarka still craves amusement and stimulation of her 
prodigious intellect. Many years after becoming a lich, human and 
humanoid intelligence came to bore her since she had long ago 
learned all of their petty games and trivial observations. Simply put, 
Zzarka had already thought all of the thoughts a human mind could 
think, and she yearned for more. 

It is not clear how Zzarka came to meet Korid Takazz, but in the undead mind flayer's alien 
intelligence she found the novelty she so desperately sought. Korid, himself bored after a near 
eternity of undeath, also came to enjoy Zzarka's company. In his lair, hidden so deep in the 
Underdark that neither drow nor duergar nor living illithid would willingly come near, amid the 
undulating fungi and strange fetid oozes that cling to life in the eternal darkness, Korid shared 
with Zzarka some of the most mind-warping and horrible secrets of his race. It is rumored that 
under Korid's tutelage, Zzarka even developed a taste for humanoid brains. It is certain that the 
two liches valued one another's company greatly, as if partners in a perverse and unholy 
marriage. 

So greatly did Zzarka come to value the alhoun's company that she created a portal to join their 
lairs so that they could talk more frequently without troubling themselves with teleport spells. Like 
her other portals, the Illithid Gate is keyed so that only undead spell casters can open it. Korid 
visited Zzarka nearly as often as she visited him, and the two took turns playing host. Once the 
portal is open, it remains open for 1 round. Any other being that touches the portal during this 
time is transported to the opposite side. 

One side of the portal is in Zzarka's ruined laboratory in her tower in Thay. This is not the same 
portal that leads from Thay to the High Ice. While Zzarka enjoyed her conversations with the 
alhoun, she did not want to expose all of her secrets to him. The opposite side of the portal leads 
to a cavern complex in the deepest regions of the Underdark, where the alhoun once made his 
lair. The cave walls curve and twist at strange angles, as if shaped by the wandering of an insane 
hand. Adventurers unfortunate enough to find themselves here will likely stumble across 
tremendous oozes and huge carnivorous fungi, as well as the alien artifacts left over from the 
illithid's habitation. 

Zzarka's relationship with Korid was destined to end tragically. Satisfied, finally, that she had 
learned all she could from the undead mind flayer, she grew bored with him. Their visits became 
less frequent, and she became hostile toward him. Finally, Zzarka destroyed him. Some say she 
even devoured his shriveled, undead brain before crushing his phylactery. Torin Zsan, who was 
outside her door that night, tries not to think about the strange slurping sounds he could hear 
emanating from her chamber. 

How to Incorporate the Illithid Gate Into Your Campaign: 

 A young mind flayer wants to usurp the power that once belonged to the alhoun Korid 
Takazz. He assembles an unlikely group of illithids, drow, and spellcasting undead to find 
the ancient mind flayer's lair. When he does discover it, deep in the Underdark, he 
obtains vast power as well as the portal to Thay. He and his minions begin to use the 
portal to obtain brains (the mind flayer's food) and spell components necessary for the 
next stage in their plan. The undead and the mind flayer maintain an uneasy truce -- the 
illithid needs the undead to activate the portal, while they need him to interpret Korid's 



writings. The PCs might thwart their vile schemes by setting one set of the evil foes 
against the other. 

 Neither Zzarka nor Korid are destroyed. Two hundred years ago, Zzarka and Korid both 
were buried under tons of rubble by a powerful cleric of Tempus. Now, the alhoun has 
established a mental link to a subject near the surface. This may be one of the PCs 
(especially if they have character levels in psion) or an NPC that is close to the PCs. The 
individual the alhoun has contacted finds herself compelled to travel deep into the 
Underdark and excavate the site where the two liches are buried. The PCs might choose 
to stop her from doing this, or they might try to help with good intentions and only speed 
the day when these two horrible creatures will be unleashed again on the world. 

 A group of psychic warriors went looking for the lair of a fabled alhoun called Korid 
Takazz. Instead, they found the lich Zzarka who, since consuming the brain of her former 
friend and confidante, has been plagued by strange dreams and visions. After two-
hundred years of this mental torture, she is no longer sure if she is the being once known 
as Zzarka, the being known as Korid, or some strange hybrid of both. She does know, 
however, that psychic warriors possess tasty brains -- and that those she does not 
devour will make effective slaves to use against her enemies, real and imagined. The 
surviving psychic warriors are sent on a murderous rampage by Zzarka -- and the PCs 
are forced to deal with them and with the insane undead creature lurking in the 
Underdark. 



The Portal of Failed Experiments 

Zzarka needed a portal close to her home in Thay, and so she 
created several. Two of them were located in her tower and are 
described above. A third, however, she created a short distance away 
from her tower on the shores of Lake Thalambar. The sole purpose of 
this portal was to provide the lich with a quick avenue of escape 
should she ever need to depart from Thay quickly. Unlike the two 
portals hidden in her Tower, nothing valuable to Zzarka is at the other 
side of this portal. Should her enemies attempt to pursue her through 

the portal, she will have lost nothing -- because they will find nothing on the other side but their 
own annihilation. 

Like Zzarka's other portals, this one is keyed to allow only undead spellcasters to activate it. 
Once the portal is opened, it remains open for 1 round. Anyone who touches the portal during this 
time is transported from the shores of Lake Thalambar to a location somewhere near the Sword 
Coast. This is not immediately obvious because the being so transported finds him or herself in a 
lightless cavern, miles underground, with no obvious means of exit. Furthermore the being now 
learns, if it did not learn this before through an analyze portal spell, that the portal is one-way. 
Nothing can activate it from this side. 

This, of course, was part of Zzarka's escape plan. Should anyone succeed in following her into 
the portal, they are trapped in the unfamiliar cavern complex. They then have to deal with the 
numerous fungi, slimes, oozes, undead, and constructs that Zzarka had dumped into the cavern 
over the years. These include an enormously large black pudding, several mummies, a few 
dozen crawling claws, and a nightcrawler. This is by no means an exhaustive list of the cavern 
complex. 

Advanced Black Pudding: CR 9; Gargantuan ooze; HD 20d10+150; hp 290; Init -5; Spd 20 ft., 
climb 20 ft.; AC 5, touch 1, flat-footed 5; Atk +18 melee (2d8+10 plus 2d8 acid, slam); 
Face/Reach 10 ft. x 20 ft./10 ft.; SA Acid, constrict 2d8+4 plus 2d8 acid, improved grab; SQ 
Blindsight 60 ft., ooze traits, split; AL N; SV Fort +12, Ref +1, Will +1; Str 25, Dex 1, Con 23, Int --
, Wis 1, Cha 1. 

Skills and Feats: Climb +15, Hide -17. 

Acid (Ex): The advanced black pudding secretes a digestive acid that dissolves organic material 
and metal quickly. Any melee hit deals acid damage. The pudding's acidic touch deals 50 points 
of damage per round to wood or metal objects. The opponent's armor and clothing dissolve and 
become useless immediately unless they succeed at a Reflex save (DC 26). The acid can 
dissolve stone, dealing 20 points of damage per round of contact. 

Constrict (Ex): The advanced black pudding can crush a grabbed opponent, dealing slam and 
acid damage with each successful grapple check. The opponent's clothing and armor suffer a -4 
penalty on Reflex saves against the acid. 

Improved Grab (Ex): If the advanced black pudding hits a creature that is at least one size 
category smaller than itself with its slam attack, it deals normal damage and attempts to start a 
grapple (grapple bonus +34) as a free action without provoking an attack of opportunity. If it gets 
a hold, it can also constrict with the same attack. Thereafter, the advanced black pudding has the 
option to conduct the grapple normally, or simply use its pseudopod to hold the opponent. Each 
successful grapple check it makes during successive rounds automatically deals slam and acid 
damage in addition to constriction damage. 



Blindsight (Ex): An advanced black pudding is blind, but its entire body is a primitive sensory 
organ that can ascertain prey by scent and vibration within 60 feet. Invisibility and darkness are 
irrelevant, though the pudding still can't discern ethereal beings. The black pudding usually does 
not need to make Spot or Listen checks to notice creatures within range of its blindsight ability. 

Ooze Traits: The advanced black pudding is immune to poison, sleep, paralysis, stunning, 
polymorphing, and mind-affecting effects and is not subject to critical hits or flanking. The pudding 
is blind. 

Split (Ex): Weapons deal no damage to a black pudding. Instead, the creature splits into two 
identical puddings, each with half the original's hit points (round down). A pudding with only 1 hit 
point cannot be further split. 

Mummies: hp 42; see Monster Manual, page 138. 

Crawling Claws: hp 5; see Monsters of Faerûn, page 29.  

Nightcrawlers: hp 162, see Monster Manual, page 141. 

Zzarka also planted numerous traps, both magical and mundane, throughout the cavern complex. 
These traps are designed to confound and confuse any being who tries to pursue her, causing 
them to lose their way in the mazelike tunnels. Few of the traps are immediately fatal since 
Zzarka expected that the many creatures in the caves are sufficiently lethal to any who choose to 
threaten her. Some suspect that the creatures were too deadly, and Zzarka finally met her end at 
the hands (or tentacles or pseudopods) of one of her more dismal mistakes. 

Also scattered throughout the cave are several magical points of egress that function either as a 
shadow walk or teleport without error spell. These areas are the only means of escape Zzarka 
provided from her cave of failed experiments, and only she knows their location. 

How to Incorporate the Portal of Failed Experiments Into Your Campaign: 

 Another one of Zzarka's lieutenants, the vampire cleric known as Keheb Re, has been 
trapped in the cavern complex for five hundred years. Instead of dying, as Zzarka 
planned for him to do, he has thrived in the brutal underground environment. Now, having 
gone quiet insane after his long captivity, Keheb has finally found a way out -- and he is 
taking with him some of the most horrible and twisted creations he could gather from the 
caves. He intends to find Zzarka and visit his revenge on her. The fact that she is 
nowhere to be found, however, presents an obstacle to him. The PCs must deal with 
what happens when the insane vampire turns his army of abominations against the 
people of Faerûn. 

 The PCs come close to destroying a vampire called Torin Zsan. Just as they are about to 
deliver the killing blow, he activates the portal and escapes through it. If the PCs follow, 
they soon find Torin -- half devoured by the black pudding and badly injured by the 
nightshade. While Torin is still technically "alive," the PCs have the more immediate 
problem of survival when faced with Zzarka's failed experiments. They may even rescue 
Torin and attempt to enlist his aid in escaping this chamber of horrors. Torin will do 
anything to survive -- even pretend that he knows the way out when in fact he is as 
ignorant as the PCs in this matter. 

 The PCs learn where an ancient lich's repository of knowledge is kept. In finding the 
repository, they also find the portal. Should they attempt to enter it, rather than destroy it, 
they learn that some things are best left undisturbed. Of course, should they choose this 



particular course of action, there is still the small problem of finding a spellcasting undead 
willing to open the portal for the PCs! 



Dark Elf Portals 

Of all the races in Faerûn, none are more treacherous, more evil, or more perverse than the 
drow. Since the expulsion of Lolth from the pantheon of the surface elves and the exile of her 
dark elf followers into the lightless subterranean realms of the Underdark, these twisted beings 
have waged an ongoing struggle with each other and with their former brethren in the Night 
Above. 

Lolth, the Demon Queen of Spiders, believes that this constant internecine war culls the weak 
from the ranks of her followers and improves the strength of the dark elf race. Her son Vhaeraun, 
the Masked Lord, quietly opposes his mother's plan because he believes that the drow should 
strive against the surface dwelling races to reclaim their rightful place as rulers of the realms in 
the Night Above. Through his clerics, he seeks to establish drow communities on the surface. His 
sister Eilistraee is completely out of step with the rest of the drow deities since she believes that 
the drow should forsake evil and live on the surface in peace. Meanwhile, the unpredictable and 
insane deity Ghaunadaur, who is called That Which Lurks by some, labors toward his own 
incomprehensible goals, followed by those evil drow clerics who have grown dissatisfied with the 
rule of Lolth, but who do not share or do not know of the Masked Lord's agenda. 

In this ongoing war between the drow deities and the drow themselves, a number of portals have 
been created to serve the ends of one faction or another. These portals are scattered throughout 
the Underdark and provide a means for Eilistraee's followers to escape persecution, a means for 
the Masked Lord's clerics to carry out their secret missions, a way for the clerics of Lolth to 
journey quickly into the heart of the Demonweb pits, and a means for That Which Lurks to 
forward his inhuman agenda. 



The Dark Maiden's Portal 

Famed home of the drow adventurer Drizzt Do'Urden, Menzoberranzan is cosmopolitan as far as 
drow cities go. Numerous tunnels bring trade from other Underdark realms and occasionally from 
the surface world. Outsiders are not welcome in Menzoberranzan, but they are grudgingly 
tolerated. However, there is no room in the city for those drow who do not obey the Queen of the 
Demonweb pits and her powerful matron clerics. Those drow who dare make a show of 
disobedience, or whose clandestine acts of disloyalty are discovered, suffer a terrible fate at the 
hands of those who wield power. 

Among those who would not follow Lolth are the rare good-aligned drow, who are the least well-
equipped for survival. Without resorting to tactics of treachery or assassination, these drow must 
somehow make their way in an evil and corrupt society. To comply with the rigors of drow society 
would compromise their conscience; to refuse compliance would certainly mean death. At best, 
such drow could hope to die quickly at the hands of their more violent and treacherous brethren. 
At worst, their lack of loyalty to the Spider Queen could be uncovered. 

 

Those whose lack of loyalty is thus exposed usually meet a fate worse than death. Sometimes, 
they are sacrificed to the Spider Queen. At other times, they are tortured to death by yochlol or 
transformed into driders. The clerics of Lolth are as capricious as they are cruel and frequently 
devise even worse horrors than these with which to discourage those who might contemplate the 
betrayal of the Spider Queen.  

The good drow are not without allies, however. Eilistraee, patron of good-aligned drow, and her 
followers do what they can to help these uncommon dark elves escape unharmed from the 
Underdark. Not all good-aligned dark elves are willing to abandon the Underdark, and not all who 
are willing to leave know the way to this portal. Followers of the goddess work clandestinely to 
find likely candidates for rescue and shepherd them along the path to the Night Above. These 
fortunate drow receive rapid passage to the upper world. It is true that new challenges and 
prejudices await them there, but at least they will not be devoured by a yochlol. 

The portal was created a thousand years ago by a powerful cleric of Eilistraee. The name of this 
cleric was a closely guarded secret known to a very few and the knowledge is likely lost, though it 
is said that she returned to the goddess some centuries ago in the ritual known as the Last 
Dance. To activate the portal, one must speak the Lady's message, "A rightful place awaits you in 
the Realms Above, in the Land of the Great Light. Come in peace and live beneath the sun again 
where trees and flowers grow." The portal is keyed so that only good-aligned elves or drow can 
activate it, and once activated the portal remains open for 1 round. Afterward, the portal seals 
itself again. 



The Menzoberranzan portal is unidirectional. Drow seeking to escape from the city must travel to 
an abandoned storage facility near the outer wall. The portal itself is well hidden among broken 
crates and other refuse. Powerful nondetection magic prevents the portal from being revealed by 
a detect magic spell cast in the area, though once the portal is located, the analyze portal spell 
functions normally. The portal transports creatures -- but not their clothes or equipment -- to a 
well-guarded location on the surface where clerics and followers of Eilistraee stand watch for any 
who may emerge. When the user of the portal emerges, naked and weaponless, the clerics 
immediately cast know alignment. While the portal's key should prevent any evil drow from using 
it, the followers of the Dark Maiden are all too familiar with the treachery of which the drow are 
capable and so take no risks. 

Should an evil drow somehow use the portal, for instance by tagging along behind a good drow, 
the clerics deal with the interloper quickly by using hold person, daylight, and other nonlethal 
spells to bind and confuse their opponent. Once such an evil drow is captured, they are 
imprisoned by the clerics of Eilistraee to prevent them from harming the Dark Maiden's surface 
community. Should the evil drow present a mortal threat to the followers of Eilistraee or seem 
likely to escape, the clerics do not hesitate to employ more deadly force against their foe. 

How to Incorporate the Dark Maiden's Portal Into Your Campaign 

 While adventuring in the Underdark, the player characters are captured and imprisoned 
by one of the ruling houses of the city of Menzoberranzan. Before they can be sacrificed 
to Lolth, they are contacted by a good-aligned drow prisoner who knows the location of 
the portal. She is willing to help the players escape from their predicament if they will also 
help her get to the portal. 

 The drow of Menzoberranzan are close to discovering the location of the Dark Maiden's 
portal. Clerics of Eilistraee enlist the player characters to thwart the evil drow in their 
efforts to uncover the portal or, failing this, to seal the portal to prevent any possible 
misuse of it by the minions of the Queen of the Demonweb Pits. 

 The player characters are tasked with guarding the surface endpoint of the portal. A 
group of three apparently good-aligned drow emerge. Despite the typical precautions, it 
soon becomes evident that at least one of the drow is a follower of Lolth. The player 
characters must determine which one is the traitor before she can do any harm. 



The Ched Nasad Portal 

As in most drow cities, the worship of Lolth dominates the religious life of those in Ched Nasad. 
And, as in most drow cities, many have become disaffected with the fetters the Spider Queen 
places upon her chosen race. Especially dissatisfied with the rule of the Spider Queen are drow 
males, who are consigned to a subordinate place in society and can hope for little more than a 
place as a servant to one of the powerful matron mothers. Many drow males want more than this 
from life and Vhaeraun, the drow deity known as the Masked Lord, offers them this opportunity. 

 

The Ched Nasad portal is a closely held secret of the Masked Lord's clergy. By using it, they can 
come and go from the city undetected. The portal is hidden in a small tunnel within the city in an 
area that few drow frequent. Assassins and rogues in the service of the Masked Lord make 
certain that any who accidentally discover the portal conveniently disappear. The portal is keyed 
so that only a male drow who cannot cast divine spells can activate it. The portal on the surface 
can be activated only between sunset and sunrise. The portal in the Underdark can be activated 
at any time. Once the portal is activated, it stays open for 1 round. After this, the portal seals itself 
again. 

The Ched Nasad portal links with one of the larger surface communities of drow located in the 
Night Above, in the realm known as the Dalelands. This surface-dwelling community is made up 
entirely of drow loyal to the Masked Lord, and they devote themselves to promoting his agenda of 
equality between the sexes and the reconquest of the surface. They split their time between 
harassing the people of Deepingdale and undermining the matron mothers of Ched Nasad. The 
portal also allows the servants of the Masked Lord to easily transport weapons and supplies 
between the Underdark and the Night Above. In this way, the surface-dwelling drow ensure that 
their allies in the Underdark never want for food or water, while those below supply their surface-
dwelling brethren with riding lizards, poisonous fungus, and other materials accessible only in the 
Underdark. These drow intend to exploit this reciprocal relationship by engineering a shortage of 
food and water in Ched Nasad. While the followers of Lolth suffer thirst and starvation, followers 
of Vhaeraun will thrive on their hidden stockpiles. Then, when the Lolth followers are too weak to 



defend themselves, Vhaeraun's followers will strike against them -- toppling the matron mothers 
and taking the city for their own. 

Vhaeraun's followers are not unopposed, however. A young but powerful priestess named 
Chalithra Vinn has begun to suspect their activities. Given the time and the appropriate 
assistance, she may uncover the plotting of the Masked Lord and prevent their assault on the 
government of Ched Nasad. 

How to Incorporate the Ched Nasad Portal Into Your Campaign 

 Chalithra Vinn contacts the player characters because she requires their assistance in 
investigating the activities of Vhaeraun's cult in Ched Nasad. She suspects the existence 
of a portal connecting Ched Nasad with Deepingdale. The PCs' cooperation will help the 
drow and Lolth -- but it will also help the people of Deepingdale. If, as Chalithra Vinn 
suspects, the followers of Vhaeraun intend to topple to government of Ched Nasad, they 
will certainly attempt the same in Deepingdale once their place in the Underdark is 
secure. 

 Drow raids are increasing in the vicinity of Deepingdale. Many suspect that there is more 
going on here than the typical drow incursions -- the raids almost seem to be testing 
Deepingdale's defenses and probing for points of weakness, and the drow are better 
equipped than most have been in the past. (They were seen riding giant lizards and 
carrying powerful magic items.) The PCs are engaged to find the source of these raids 
and eliminate it. The source of the raids is, of course, the drow loyal to Vhaeraun who 
control the Ched Nasad portal and the PCs may need to seal the portal to eliminate the 
threat. 

 The PCs witness a squad of drow emerging from a portal in the woods near Deepingdale. 
The PCs may want to kill the drow, but then they are left with knowledge of the portal to 
Ched Nasad. This presents an interesting entrance to the Underdark, but it will also draw 
the attention of drow assassins should word of their knowledge ever reach the ears of the 
Masked Lord's followers. 



The Portal of the Demonweb Pits 

Sometimes -- far too frequently for the taste of many drow -- the clerics of Lolth are summoned to 
the goddess' home plane. This journey can take place for a variety of reasons: because the 
Spider Queen wants to reward one of her clerics for some especially great service, because she 
wants to punish one of her followers for some particularly dismal failure or, as is most often the 
case, she wants to test the loyalty and ability of one of her clerics. 

This portal was created to transport drow clerics from the city of Menzoberranzan directly to the 
Demonweb Pits. It can be activated by any drow female. The portal can also be activated by a 
yochlol, or by the whim of the Spider Queen herself. Once the portal is opened, it remains open 
for 1 round. Afterward, the portal reseals itself. 

This portal is particularly dangerous because it does not open consistently at a single place in the 
Demonweb Pits. Lolth's realm is vast, and the webs that make up her domain frequently shift. A 
character entering the portal may be transported into a far corner of the Demonweb, or directly 
into the presence of Lolth herself. The result is completely random, though Lolth can, should it 
suit her, cause the user to emerge at a point of her choosing. This is usually worst of all for the 
user, as Lolth's caprice frequently places a hapless cleric in some terrible danger meant to test 
her abilities and devotion. Rarely do any clerics survive such tests. Those that do survive are 
changed forever, since their contact with yochlol and darker things can make them the hardest 
and most evil among the drow. The cruelest matron mothers are said to be survivors of these 
tests. 

On rare occasions, drow and nondrow captives are sacrificed to Lolth by being pushed through 
the portal. None know the fate of these wretched beings for none who have been sent through 
the portal this way have ever been seen again. 

How to Incorporate the Portal of the Demonweb Pits Into Your Campaign 

 The PCs, while adventuring in the Underdark, are captured and held in Menzoberranzan. 
They are to be part of a massive sacrifice to Lolth and will be thrown through the portal 
along with several other sentient beings. The PCs either have to escape from the 
clutches of the clerics of Lolth or take their chances in the Demonweb against whatever 
lies in wait for them there. 

 A powerful wizard requires an extraordinarily rare spell component: a piece of spider web 
spun by the Spider Queen herself. The PCs must travel to the Demonweb and return with 
a segment of Lolth's web. They may choose to enter the Demonweb through this portal. 
Or, when they get into dire straits, they may be forced to use this portal to escape. 



he Portal of the Dead Goddess 

No deity, not even Lolth, can surpass That Which Lurks in depravity, cruelty, and maliciousness. 
The immeasurably old Ghaunadaur predates the Crown War and Lolth's fall from the elven 
pantheon. He may even predate the arrival of the elves in Faerûn. Only the most insane and 
debased individuals pay homage to Ghaunadaur. In a twisted way, this honors Lolth's own cruelty 
-- so horrible is the Spider Queen that some of her chosen race turn to the service of That Which 
Lurks in hope of getting a better deal. These individuals, without exception, find only madness 
and death. 

The portal of the Dead Goddess was not created by Ghaunadaur, though it may be as old as he 
is. The magic used to create it must have been powerful, for after so long a period of time the 
portal continues to function perfectly. Ghaunadaur's magic has perverted the portal, however. 
Through the interference of That Which Lurks, the portal has been given a key. This is an 
uncommon occurrence since the conditions of a portal's activation cannot normally be changed 
once the portal has been created, and it certainly required a great expenditure of power on 
Ghaunadaur's part. Because of the taint placed upon it by That Which Lurks, only slimes and 
oozes can activate the portal. Once the portal is activated, it stays open for 1 round. After this, the 
portal reseals itself. 

The portal connects a section in the deep Underdark with a small realm in one of the Outer 
Planes. This realm was once the domain of a goddess who has long since disappeared or died. 
The goddess may have been a contemporary of Ghaunadaur, and she may even have been his 
enemy. No being that exists, besides Ghaunadaur himself, knows for certain. The name of the 
goddess, her portfolio, and all details of her existence have been forgotten, except perhaps by 
That Which Lurks.  

It is certain, however, that the god of oozes has taken an interest in this plane. He has dispatched 
the oozemaster Kurolaboath Notepirroth, one of his most insane and effective servants, to this 
plane to search for something in the long-forgotten ruins of the dead goddess' domain. What the 
oozemaster is looking for, and what he will do with it when he finds it, is a secret known only to 
the Kurolaboath and his incomprehensible master. 

How to Incorporate the Portal of the Dead Goddess Into Your Campaign: 

 The Dead Goddess was not the enemy of Ghaunadaur, but his ally. The oozemaster 
Kurolaboath Notepirroth is searching the plane for a stockpile of artifacts left there eons 
ago by That Which Lurks. The PCs will have to stop the oozemaster or face the 
consequences of his success. They may need to seal the portal to do so. 

 The dead goddess is not dead, merely sleeping. She comes to one of the PCs in a dream 
and begs for aid. The PCs must enter the dead goddess' realm and awaken her before 
Kurolaboath has opportunity to destroy or control her. Having done this, the PCs must 
then find a way to remove the taint That Which Lurks has placed upon the portal to her 
realm. If the PCs are successful, they have earned a powerful ally and altered the 
balance of power among the gods of Faerûn. 

 The Dead Goddess was the mortal enemy of Ghaunadaur. While he has survived the 
passage of time, she has not. However, somewhere within her realm is a major artifact 
capable of destroying any ooze or slime -- even That Which Lurks. The PCs must locate 
the artifact before Kurolaboath has the opportunity to destroy it, or they will miss an 
opportunity to rid Faerûn of one of its most depraved and inhuman deities. 



Portals of Thay 

The Imperial Portal 

The year 922 DR saw the battle of Thazalhar and the liberation of Thay from Mulhorand. But what 
was Thay like before that? Not very different, actually. Slavery was still common, and the people 
were largely the same in nationality. Mulhorand had a vast empire at that time that stretched from 
the River Angol to Lake Mulsantir, and even held Rashemen for a short time. An empire that 
stretches over 750 miles from its capital to its furthest northern point needs effective 
communication and transportation to remain united, and the Mulhorandi used magic for these 
purposes. 

One of their accomplishments was the creation of a portal from the capital in Skuld to the imperial 
capital in Delhumide. This continuously active portal stood 10 feet high and 5 feet wide, and it 
was set inside a normal-looking doorway. This doorway stood in the cellar of the imperial capital 
headquarters, and the headquarters were destroyed when the Red Wizards sacked the city. But 
portals cannot be destroyed so easily, and the portal survives somewhere in the ruins of 
Delhumide. 

Finding it in the ruins requires magic, and even that is an iffy prospect, since so much magic was 
used to sack the city that it permeates the very stones that remain. Many adventurers have 
searched the ruins without discovering even that a portal might exist there. The portal is now 
forgotten, since the current-day Red Wizards were not alive back then. 

It is not forgotten in Mulhorand, however. More properly, someone just found it. When the 
imperial capital was destroyed, the Mulhorandi rulers stopped using the portal, and everyone 
eventually forgot about it. Recently, an up-and-coming cleric of Anhur found a secret door that led 
to the portal while exploring the old library. He has brought the portal’s existence to the attention 
of the church, and the leaders of Mulhorand finally see a way to strike at Thay from within, 
bypassing much of the Thayan military. 

To secure this new secret beachhead, the priest-rulers of Mulhorand have sent Anuk-Ibin through 
the portal. Anuk-Ibin now lives in the ruins of Delhumide and uses magic to disguise his presence 
when needed. Anuk-Ibin was a thief who converted to the worship of Anhur and rose in the 
church as he gained wisdom. The head priests saw in him talents for infiltration and clever 
planning, and so they set him to learning wizardry so that he could impersonate Red Wizards of 
Thay if needed. He discovered that he has a natural aptitude for wizardry and has perhaps found 
his true calling at last. He is a very powerful wizard now and happy to serve his god by infiltrating 
Thay. He dresses like a Red Wizard and even has some tattoos on his shaved head to complete 
his guise. He is middle-aged and a little on the hefty side, but he fits right in with what one 
expects a Red Wizard to look like. He has successfully bluffed a couple of adventuring parties 
while in Delhumide, and even another Red Wizard that came to explore the ruins. Anuk-Ibin is 
determined to succeed here, which means not only gaining as much intelligence as possible 
about the Thayan situation but also by preparing the area for the Mulhorandi army to occupy. He 
has even started making in-roads with the slave underground, though the slaves don’t know what 
to make of him just yet and remain suspicious. 

Anuk-Ibin: Male human Rog 2/Clr 5/Wiz 9; CR 16; Medium-size humanoid; HD 2d6+2 
plus 5d8+5 plus 9d4+9; hp 77; Init +5; Spd 30 ft.; AC 23, touch 17, flat-footed 18; Atk 
+8/+3 melee (1d6, quarterstaff), or +13 ranged (1d8/19-20, light crossbow); SA sneak 
attack +1d6, turn undead 9/day; SQ electricity resistance 5, evasion, traps; AL CG; SV 
Fort +9, Ref +13, Will +15; Str 11, Dex 21, Con 12, Int 16, Wis 18, Cha 14. Height: 5 ft. 



11 in. Weight: 220 lbs. 

Skills and Feats: Appraise +8, Balance +7, Bluff +8, Concentration +13, Decipher Script 
+4, Diplomacy +11, Disguise +11, Escape Artist +10, Gather Information +7, Hide +10, 
Intimidate +4, Jump +2, Knowledge (local -- Thay) +13, Knowledge (religion) +16, 
Knowledge (the planes) +12, Listen +11, Move Silently +10, Scry +13, Search +7, Sense 
Motive +9, Spellcraft +18, Spot +11, Tumble +10; Alertness, Arcane Schooling (wizard), 
Empower Turning*, Enlarge Spell, Extra Turning, Scribe Scroll, Signature Spell (fireball), 
Spell Mastery (fireball, mount, summon monster III), Spellcasting Prodigy (wizard). 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, Anuk-Ibin takes no damage with a successful 
saving throw. 

Cleric Spells Prepared (5/4+1/3+1/2+1; save DC 14 + spell level): 0 -- detect magic (2), 
light, purify food and drink, resistance; 1st -- command, endure elements, invisibility to 
undead, protection from evil*, shield of faith; 2nd -- gust of wind*, sound burst, speak 
with animals, zone of truth; 3rd -- call lightning*, searing light, speak with dead.  

*Domain spell. Deity: None. Cleric Domains and Powers: Good Domain -- cast good 
spells at +1 caster level. Good domain spells he can access are (1st) protection from 
evil, (2nd) aid, (3rd) magic circle against evil. Storm Domain -- electricity resistance 5. 
Storm domain spells he can access are (1st) entropic shield, (2nd) gust of wind, (3rd) 
call lightning. 

Wizard Spells/Day (4/5/5/4/3/1; save DC 14 + spell level).  

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray 
of frost, read magic, resistance; 1st -- burning hands, change self, comprehend 
languages, endure elements, expeditious retreat, mage armor, magic missile, mount, ray 
of enfeeblement, shield, spider climb, summon monster I; 2nd -- alter self, choke^, 
darkvision, fog cloud, Melf’s acid arrow, mirror image, misdirection, protection from 
arrows, rope trick, see invisibility, summon monster II, web; 3rd -- analyze portal**, 
clairaudience/clairvoyance, dispel magic, fireball, flame arrow, fly, halt undead, haste, 
major image, phantom steed, protection from elements, summon monster III, tongues; 
4th -- cold orb^, dimension door, Evard’s black tentacles, fire stride**, ice storm, 
improved invisibility, Leomund’s secure shelter, minor creation, minor globe of 
invulnerability, polymorph other, summon monster IV, thunderlance**; 5th -- dismissal, 
ghostform^, Leomund’s secret chest, permanency, summon monster V, teleport. 

Possessions: Quarterstaff, light crossbow, 10 bolts, gloves of dexterity +4, bracers of 
armor +6, boots of speed, pearl of power (3rd level), ring of protection +2. 

*Feat from Defenders of the Faith. 

** Spells from Forgotten Realms Campaign Setting.  

^ Spells from Tome and Blood. He tends to prepare enlarged magic missile and fireball 
spells. 

How to Incorporate the Imperial Portal Into Your Campaign 



 The characters are hired by the rulers of Mulhorand to cause unrest in Thay and are sent 
through the portal to meet with Anuk-Ibin. 

 The characters are helping some escaped slaves and bring them to the ruined city of 
Delhumide. There, they may or may not have a run-in with Anuk-Ibin, and they might find 
the portal. Whether the escaped slaves are better off in Mulhorand or Thay is something 
they get to find out. 

 The characters are sponsored by some tharch or zulkir in Thay to explore the ruined city 
and search for an artifact left from the time when Mulhorand ruled the land. There could 
be many dangers in the ruins and the dungeon levels below. They may not even find the 
portal, but if they make the wrong denizen angry, they might need a quick exit. 



The Portal of Fire 

During the Salamander War (1357-1358 DR) that ravaged the coastal cities 
of the Priador, the forces of Thay found themselves sorely beleaguered by 

former salamander allies. The salamanders burned everything in their path, because the Red 
Wizards had betrayed a promise to them to build a permanent portal to the Elemental Plane of 
Fire. An up-and-coming Red Wizard, Aznar Thrul, pleaded with the fire god Kossuth for aid, and 
Kossuth drove the invading salamanders away with his own elementals. That is the history of how 
Thay acquired the Priador tharch. 

There is always more to the story, and this is no exception. What history does not record is that a 
portal was created. One was required, since the salamanders would not go home of their own 
accord. When Thrul contacted priests of Kossuth for aid, the priests joined with him in creating a 
one-way portal to the Elemental Plane of Fire, through which the invaders would be sent. This 
portal was built into a vault inside the temple of Kossuth in Escalant. It served its purpose well. 

The portal is about 15 feet by 15 feet, and marked by an arch of stone that seems to burn all the 
time. This is a trick, but a clever one. The arch is riddled with small tube-like passages, which 
come to the surface of the stone regularly. A slow-burning version of alchemist’s fire runs through 
these tubes, and it burns when it gets to the surface. The portal allows passage only to the Plane 
of Fire; no return traffic takes place, but it is continuously active. Aznar Thrul intended to have a 
return portal created at a later time, and thus control a key access to the Plane of Fire. This would 
essentially give him a secret set of allies that he could wield against other tharchions or Red 
Wizards. 

Within the temple of Kossuth, priests of Kossuth closely guard the portal, which is known to very 
few. Aznar Thrul would like to keep the secret as quiet as possible. However, word has leaked 
from the temple; priests drink in taverns, too. Word is spreading in Escalant of the portal, and 
rumor grows even faster. People say that the portal allows passage from the Plane of Fire, and 
that Kossuth sends minions through it. Others remember the Salamander Wars and say that 
enemies of Thay built the portal and that the priests must be containing it. Others claim that 
rumors of the destination on the Plane of Fire are lies, and that it goes to a secret treasury where 
Red Wizards keep their darkest secrets. But people will say anything . . .  

Passing through the portal is completely safe; it is what awaits you on the other side that is 
dangerous. The salamanders were not pleased to be thrust out of Faerûn, and they continually 
monitor the portal’s location so they can take revenge on anyone who comes through. The guard 
is always a contingent of salamanders (see Monster Manual, page 159) of total encounter level 
equal to two more than the average party level of whatever adventurers show up. Here are some 
groups for various parties: 

(EL 4) Average party level 2 (four 2nd-level characters): two flamebrother salamanders; 

(EL 8) Average party level 6 (four 6th-level characters): three average salamanders, or two 
average salamanders and three flamebrother salamanders; 

(EL 12) Average party level 10 (four 10th-level characters): one noble salamander and seven 
average salamanders; 

(EL 16) Average party level 14 (four 14th-level characters): twelve noble salamanders. 



Naturally, if a group larger than an adventuring party were to come through, say an army of Red 
Wizards, not enough salamanders would be there to oppose them, but the word would spread 
and a great many salamanders would come as reinforcements. 

How to Incorporate the Portal of Fire Into Your Campaign 

 The characters are in Eskalant trying to solve a mystery, and they run afoul of a local Red 
Wizard. The Red Wizard has enough power to prevent them from leaving the city. They 
need a way out, and they hear about the portal. They can sneak into the temple, and the 
vault, and escape Thay, or they can negotiate with the priests of Kossuth (this is easier if 
one of their number is a priest of Kossuth or an allied deity). Of course, Aznar Thrul will 
know about their travel through "his" portal and may use the occurrence to his advantage 
somehow. 

 Strange creatures are appearing in Rashemen, and the Witches think they are coming 
from Thay. They send several groups to find the source of these creatures, and the 
characters are sent to Eskalant. The PCs hear of the portal and the many rumors 
surrounding it. Does the portal hold the secret to the strange creatures? 

 Thrul wrests control of the portal completely from the priests of Kossuth and begins to 
construct a return portal. The priests are in hiding, and the public does not understand 
why Thrul has targeted the temple of one of the nation’s most revered deities. Thrul 
spreads stories that the priests had sold out to some enemy deity. The characters have 
to stop Thrul’s plans for the portal before he can bring an army of creatures to send 
against Rashemen and Aglarond. 



The Slave Underground 

Not all slaves are cooperative and accepting of their situation in Thay. Some try to 
escape, and most of the time they are caught and punished as an example to others. So 
many slaves are in Thay that the Red Wizards have to keep iron control, or they risk a 
slave uprising that would destroy their economy. 

A very few slaves work not for their own freedom, but for the freedom of all slaves and 
the end of the slave-based economy. These few, led by Ramosa Albionin, are the slave 
underground. They arrange for a few slaves to escape Thay, through the use of a portal 

discovered in the basement of the Cracked Glass tavern in Amrutlar, but a widespread 
disappearance of slaves would bring more attention than the underground wants at present. So, 
slaves are recruited and sent back to work at their own homes so that they can assist in bringing 
about the uprising. 

Currently only 220 or so slaves are part of the underground, and most of them live in Lapendrar. 
Whether the underground can achieve its great ambition or not remains unclear, but anyone 
wagering on it would probably have to put his money on their failing, given the current odds. 

The portal in the tavern is not known even to the owner, Mirlat Kimd (NE male human 
Rgr4/Rog4). He has owned Ramosa for a long time, and his father before him owned her as well. 
She is vital to his business, because, in addition to the tavern, Mirlat runs an herbalist shop in the 
adjacent building and secretly has alchemical concoctions made for Red Wizards who are in 
need of them. Ramosa discovered the portal in an empty wine cask in the basement some 25 
years ago, and that is when she started the underground. She does not know where the portal 
leads, except that it leads out of Thay. In fact, it leads to the basement of a tavern called the 
Cracked Toad in Ravens Bluff in the Vast. 

Ramosa Albionin: Female gnome Ari 2/Exp 7/Rog 6; CR 10; Small humanoid; HD 
2d8+4 plus 7d6+14 plus 6d6+12; hp 91; Init +9; Spd 20 ft.; AC 16, touch 16, flat-footed 
16; Atk None at present, or +11/+6 melee (1d6, quarterstaff), or +16 ranged (1d8/19-20, 
light crossbow); SA sneak attack +3d6, spell-like abilities; SQ +1 bonus on saves against 
energy drain and death effects, evasion, gnome traits, traps, uncanny dodge (Dex bonus 
to AC; can’t be flanked); AL LG; SV Fort +7, Ref +12, Will +13; Str 11, Dex 20, Con 14, 
Int 14, Wis 14, Cha 10. Height: 3 ft. 4 in. 

Skills and Feats: Alchemy +11, Bluff +11, Climb +4, Craft (poisonmaking) +11, 
Diplomacy +11, Forgery +8, Gather Information +13, Heal +11, Hide +18, Intimidate +2, 
Knowledge (nature) +9, Listen +17, Move Silently +21, Profession (herbalist) +9, Search 
+9, Sense Motive +12, Spot +15, Wilderness Lore +14; Alertness, Improved Initiative, 
Skill Focus (Bluff), Skill Focus (Craft [poisonmaking]), Strong Soul, Trustworthy*. 

Spell-Like Abilities: 1/day -- dancing lights, ghost sound, prestidigitation, speak with 
animals (burrowing mammals only; 1 minute). Caster level 1st; save DC 10 + spell level. 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, Ramosa takes no damage with a successful saving 
throw. 

Gnome Traits: Ramosa has low-light vision (can see twice as far as a human in low-
light conditions). She has a +2 racial bonus on saving throws against illusions, a +1 
racial bonus on attack rolls against kobolds and goblinoids and a +4 dodge bonus 
against giants. She also has a +2 racial bonus on Listen and Alchemy checks (already 



included in the statistics above). 

*Feat from Song and Silence. 

Ramosa, the daughter of a gnome noble from Lantan, was captured on the Sea of Fallen 
Stars and taken into slavery in Thay. She received training as an herbalist and 
alchemist, and developed her rogue skills in secret. She always planned to escape and 
return home, but the plight of the slaves touched her heart. She formed the slave 
underground and keeps it going through her own efforts. She is very careful to observe 
potential members for an extended period so that no Thayan infiltrator is taken in. So far 
she has been lucky in this, chiefly because she has been so successful in keeping the 
existence of the group a secret. She is determined to free all slaves and break the 
Thayan economy, whatever the cost. 

How to Incorporate the Slave Underground Portal Into Your Campaign 

 The characters learn of the underground by some means and get embroiled in Thayan 
politics as a result. Their knowledge of the underground could help them free some 
slaves who suffer cruelly, but at risk of the greater plan. What do they choose? 

 The characters come through the portal into the Cracked Glass and have to explain their 
presence if caught. Once there, they can adventure in Thay or just return, depending on 
what you have in mind for them. 



The Undeath Portal 

Szass Tam commands huge legions of undead troops, which follow 
his vampire and lich generals. Undead serve him in various other 

administrative capacities as well. Where do they all come from? The answer to that chilling 
question is that most of his troops were slaves that died during their service. But slaves do not 
make the generals and the special operatives that he requires, so he turns to other sources. 

One of these is to entrap adventurers and other visitors and send them to Thay. Since a great 
many Red Wizards support him, the creation of portals is easily accomplished. One such portal, a 
one-way creature-only death trap, is located in a popular tavern in the city of Nethjet in Lapendrar 
tharch. The portal is the doorway of an exclusive suite, and the owner of the tavern is a staunch 
supporter of Tam (because it is better to support him in life than in unlife). Tam has a special 
agent, the lich bard and sorcerer Culin Thark, working at the tavern as a performer (disguised as 
a human bard by a hat of disguise). Thark uses his talents to charm, entrance, and otherwise 
persuade adventurers and powerful merchants to go to the room with the portal doorway. Once 
through, victims arrive in a deep dungeon populated by undead and other fell creatures. Since the 
portal transports only creatures, and not their equipment, most victims have a near-impossible 
time escaping. 

Culin Thark: Male human lich Sor 11/Brd 10; CR 21; Medium-size undead; HD 11d12 
plus 10d12; hp 136; Init +3; Spd 30 ft.; AC 23, touch 14, flat-footed 20; Atk +13 melee 
touch (1d8+5 [Will DC 25 half] plus paralysis [Fort DC 25 negates], paralyzing touch); or 
+14/+9/+4 melee (1d6+2/15-20, +1 keen rapier), or +15 ranged (1d8/19-20, light 
crossbow); SA paralyzing touch; SQ bardic knowledge +12, bardic music (countersong, 
fascinate, inspire competence, inspire courage, inspire greatness, suggestion) 10/day, 
DR 15/+1, immunities , turn resistance +4, undead traits; AL CG; SV Fort +7, Ref +13, 
Will +17; Str 12, Dex 17, Con --, Int 15, Wis 16, Cha 23. Height: 5 ft. 7 in. Weight: 170 
lns. 

Skills and Feats: Bluff +13, Concentration +20, Decipher Script +6, Diplomacy +13, Hide 
+16, Intimidate +10, Knowledge (arcana) +16, Knowledge (local-Thay) +6, Listen +17, 
Move Silently +16, Perform +32, Scry +16, Search +10, Sense Motive +15, Spellcraft 
+16, Spot +13; Alertness, Combat Casting, Craft Wondrous Item, Disguise Spell*, 
Persuasive*, Quicken Spell, Requiem*, Skill Focus (Perform), Subsonics*.  

Paralyzing Touch (Su): Any living creature Culin touches must succeed at a Fortitude 
save (DC 25) or be permanently paralyzed. Remove paralysis or any spell that can 
remove a curse can free the victim (see the bestow curse spell). The effect cannot be 
dispelled. Anyone paralyzed by Culin seems dead, though a successful Spot check (DC 
20) or Heal check (DC 15) reveals that the victim is still alive. This ability works in 
conjunction with Culin’s damaging touch. 

Bardic Knowledge: Culin may make a bardic knowledge check with a +12 bonus to see 
whether he knows some relevant information about local notable people, legendary 
items, or noteworthy places. 

Bardic Music: Culin can use his song or poetics to produce magical effects on those 
around him. 

Countersong (Su): Culin can counter magical effects that depend on sound by making a 
Perform check for each round of countersong. Any creature within 30 ft. of him who is 
affected by a sonic or language-dependent magical attack may use Culin’s Perform 



check result in place of his or her saving throw if desired. Countersong lasts for 10 
rounds.  

Fascinate (Sp): Culin can cause a single creature within 90 ft. that can see and hear him 
to become fascinated with him. His Perform check result is the DC for the opponent’s 
Will save. Any obvious threat breaks the effect. Fascination lasts 10 rounds.  

Inspire Competence (Su): An ally within 30 ft. who can see and hear Culin gets a +2 
competence bonus on skill checks with a particular skill for as long as he or she can hear 
the music.  

Inspire Courage (Su): Each ally who can hear Culin receive a +2 morale bonus to saves 
against charm and fear effects and a +1 morale bonus to attack and weapon damage 
rolls The effect lasts for 5 rounds after the ally can no longer hear him.  

Inspire Greatness (Su): After hearing Culin sing for a full round, a creature within 30 feet 
gains +2 Hit Dice (d10s that grant temporary hit points), +2 competence bonus on 
attacks, and +1 competence bonus on Fortitude saves. The effect lasts until 5 rounds 
after the creature can no longer hear Culin.  

Suggestion (Sp): Culin can make a suggestion (as the spell) to a creature he has already 
fascinated. A Will save (DC 19) negates the effect. 

Immunities: Culin is immune to cold, electricity, polymorph, and mind-affecting effects. 

Turn Resistance (Ex): Culin is treated as a 25-HD undead for the purpose of resolving 
turn, rebuke, command, or bolster attempts. 

Undead Traits: Culin is immune to poison, sleep, paralysis, stunning, disease, death, 
effects, necromantic effects, mind-influencing effects, and any effect requiring a Fortitude 
save unless it also works on objects. He is not subject to critical hits, subdual damage, 
ability damage, ability drain, or energy drain. Negative energy heals him, and he is not at 
risk of death from massive damage but is destroyed at 0 hit points or less. Culin has 
darkvision (60-foot range). He cannot be raised, and resurrection works only if he is 
willing. 

Bard Spells Known (3/5/5/3/1; save DC 16 + spell level; 15% chance of arcane spell 
failure): 0 -- daze, detect magic, mage hand, prestidigitation, read magic, resistance; 1st 
-- charm person, cure light wounds, expeditious retreat, sleep; 2nd -- 
blindness/deafness, enthrall, hold person, suggestion; 3rd -- charm monster, greater 
magic weapon, haste, keen edge; 4th -- dominate person, hold monster.  

Sorcerer Spells Known (6/8/8/7/7/5; save DC 16 + spell level; 15% chance of arcane 
spell failure): 0 -- arcane mark, dancing lights, detect magic, flare, ghost sound, light, 
mending, open/close, ray of frost; 1st -- burning hands, change self, mage armor, magic 
missile, true strike; 2nd -- bull’s strength, cat’s grace, invisibility, knock, see invisibility; 
3rd -- dispel magic, fireball, fly, slow; 4th -- improved invisibility, polymorph self, scrying; 
5th -- cone of cold, teleport.  

Possessions: Hat of disguise, keen rapier +1, studded leather armor +1, ring of 
protection +1, cloak of resistance +1, wand of charm person (50 charges), wand of color 
spray (50 charges). 



* Feats from Song and Silence. 

Once a bard and sorcerer full of confidence in his youth, Culin Thark planned to come to 
Thay and take on Szass Tam himself. When the fateful moment came, however, his 
abilities were less than his opinion of them, and he was captured. Tam found it amusing 
to make him into a lich, and thus Culin came to serve in death what he hated and fought 
in life. Now he performs at the taverns that Tam directs and uses his formidable powers 
to trap other victims for his master. Thark is still proud and a little arrogant now that he is 
a lich. He is quite the charmer, and when disguised as a human he can talk people into 
doing almost anything he wants. He has control of some undead (according to the 
average party level of the characters) that Tam has placed where he works, in case he is 
discovered and threatened, and he uses his bardic powers to augment them. 

How to Incorporate the Undeath Portal Into Your Campaign: 

 The characters are marked for recruitment into Tam’s legions and find themselves at the 
proper tavern one night. 

 One of Tam’s slaves has escaped with the secret of the portal trap, and the characters 
stumble across him or her somehow. Once they learn of the hideous trap, they can brave 
the lich and the dungeons beyond the trap, hoping to eliminate this path to unlife in the 
service of Szass Tam. 

 The characters are staying at the tavern and meet a wealthy merchant one night. The 
next day, she is gone without a trace. The investigation into her fate leads them to Thark 
and possibly to the portal as well. 



One-Way Portals 

Garbage Hole 

In Surthay, the northernmost tharch of Thay, a tower of Red Wizards hunches near the 
Surmarsh. The wizards wait in their tower for the next attack on their berserker 
Rashemen neighbors. In between attacks, however, the wizards have long periods of 
downtime, which they usually spend experimenting. 

Of course, these experiments frequently turn out badly, and the Red Wizards need some 
place to dispose of their failures and broken toys. Fortunately, for several years, they 
have known of a nearby portal that fits the bill. The portal's origins date back to the 
lizardfolk occupants of Thay before human occupation. Its original intent probably had 
something to do with lizardfolk ruins out in the Surmarsh, and one or more portals might 
lead from there to this one, perhaps as part of a circuit of portals among ancient, lost 
lizardfolk sites. 

The command words to activate the portal are, "Open the comforting darkness," spoken 
in Draconic. When the portal is active, only darkness can be seen through its yawning 
rectangle. 

Garbage Disposal 

As the wizards accumulate rubbish, they store it in a wagon outside the tower. When the 
wizards want to empty the wagon, they summon some weak creature (usually a formian 
worker) and order it to "accompany" the garbage through the portal. One of the wizards 
has to be on hand to speak the command words. This chore is often the penalty for 
various friendly bets around the tower. The wizards themselves have no idea what's on 
the other side, and they do not care. The summoned creatures are of little consequence, 
and their garbage problem is conveniently solved. 

The wizards' definition of trash is suitably broad. In addition to the alchemical and 
experimental wastes (which are sometimes toxic), they also have regular human and food 
wastes that result from everyday living, and every so often the waste of excess 
adventurers or Rashemi snoops. Everything the wizards deem as trash goes through the 
portal once every few days or so. 

Once the garbage and its escort travel through the portal, they appear in an underground 
grotto underneath Thay about a mile from a drow city. As might be expected, otyughs 
have found this wondrous pile of festering refuse and taken up residence. The summoned 
garbage escort sometimes has to fight the otyughs for the remaining minutes of its tenure 
on the Material Plane (an extra ignominy on top of being called to take out the trash). 

On the Other End 



A pile of semimagic refuse in the resource-scarce Underdark is not a trifle. However, 
otyughs are a serious inconvenience for trash divers. The nearby drow are understandably 
curious about how the otyughs live so well, and spies have been dispatched on several 
occasions to watch the garbage and find out where it's coming from.  

The spies have seized and questioned a few of the formian workers that have come 
through the portal. Formian workers can't talk and aren't very smart, so the drow have to 
extract information directly via mind-affecting spells. The best they've surmised is that 
some surface wizards near a swamp frequently want to send "smelly things" through the 
"magic hole." 

The drow deduced that this is the work of Thay. However, the uselessness of most things 
that appear has convinced them that it isn't an attack or a threat to their city. Further, 
since the otyughs are quite useful, the drow have begun to dump their own garbage here, 
attracting even more of the trash monsters to the area. 

By now, six otyughs live well in the garbage. The magic castoffs from the wizards have 
begun to affect a change on them, though. The otyughs occasionally turn invisible. This 
doesn't bother the otyughs, but it's been a rude surprise to the drow spies who scour the 
garbage for accidental treasures thrown away by the wizards. 

Otyughs (6): hp 33 each; 20% chance each is invisible; see Monster Manual. 

One priestess in particular, Harzren Tyll'Lynzet (CE female drow Clr3 of Lolth), keeps a 
steady eye on the portal. Harzren is low in the hierarchy of her noble house, so she looks 
for every opportunity to gain power and surprise over her sisters and cousins. She has 
noticed the change in the otyughs, and after careful analysis of what her spies bring her, 
she thinks she knows which Red Wizards are doing the dumping. She doesn't know what 
she'll do with this information, but it could be useful in case the wizards ever dump 
anyone through the portal who wants revenge.  



 

How to Incorporate the Garbage Disposal Into Your Campaign 

 The characters are approached by the agent of someone (a red wizard) who needs 
a bit of a retrieval job performed for him. He has an agent send the PCs through 
the portal after a specific item that was inadvertently sent through it. Will the PCs 
defeat or avoid the otyughs? Do they find the item? 

 The PCs are asked to look into the location of a portal. The agent they're working 
with doesn't know for certain where it is, but she thinks she has a good idea. A 
decent reward is involved in the expedition. Do the PCs take the job, and what do 
they find out? 



Slavery Portal 

Slavery isn't common around Faerûn, but certain nations still practice 
it, both on the surface (such as Mulhorand and Thay), and in the 
Underdark (nearly everyone). The slave markets in Mulhorand are 

popular and crowded by all sorts. Anyone who wants a slave of a particular breed or skill 
looks to the market here first. 

Getting slaves to meet certain specifications is hard work though, and people with 
required skills or qualities can be hard to capture, or even find. That's why slave traders 
have set up shop in the busiest, most cosmopolitan city in Faerûn, Waterdeep. 

The Angry Coxswain 

The Angry Coxswain is entirely the dive one would expect. Located near the water, this 
low-rent alehouse looks terrible, but caters to people with silver to spend on quality 
alcohol. The owner, a Mulhorand ex-sailor named Ramas Shehepset (NE male human 
Exp5), knows how to pack the customers in with low-cost, high-quality libations. The 
house brewmaster, Orth Ironchisel (LE male duergar Exp2/Ftr6), brews duergar beers 
bitter enough to make a troll blanch, as well as creates ales as light and fresh as spring 
love. Some people might not agree with Ironchisel's alignment, but they sure do love his 
beers. 

In addition to running a fine alehouse, Ramas and Orth also traffic slaves through the 
shop. Once a tenday, Ramas has beer specials that he advertises in different parts of town, 
depending on whom he's trying to attract for the market that tenday. If he needs 
blacksmiths, he makes sure flyers are hung near forges. If he wants bards, he puts them 
near theaters. All kinds of people come, but the placement usually draws a decent number 
of the kinds of people Ramas is looking for. 

During these specials, Orth serves his "Blinding Brew" a concoction reserved for the 
special customers in the back room where Ramas keeps "the good stuff." Among other 
things, Blinding Brew contains native Underdark poisons designed to knock the drinker 
out. Duergar are immune to the poison, but anyone else who drinks a pint of the stout 
beer must succeed at a Fortitude save (DC 18) or fall unconscious for 2d6 minutes. 

That amount of time is usually enough for Ramas and Orth to crack open one of the 6-
foot diameter casks in the back room. This cask is false. It holds no alcohol, but it does 
contain a portal. The key to activate the portal is a splash of port wine onto the surface. 
Once active, Ramas tosses the unconscious victim through the portal and reseals the 
cask. 

The Worst Hangover 

The portal delivers its unfortunate cargo into a prison cell in the Mulhorand slave market. 
When victims awaken, they usually feel terrible and have no idea how they got into 



shackles in Mulhorand. Few people have the wherewithal to escape or make their ways 
back across the entire continent of Faerûn. Instead, they spend the rest of their lives in 
captivity. 

People disappear all the time down by the port, so Ramas and Orth mostly operate 
undetected. However, they figure someone will get suspicious eventually, so they've 
contracted with a doppelganger to ease curious minds. Drejjd (N doppelganger) comes 
into the Coxswain about once a month during beer tasting specials and chooses one of 
Ramas's targets to impersonate. Then, after Ramas bundles the would-be slave off, Drejjd 
adopts the victim's life for a couple of weeks until the person mysteriously disappears or 
"dies" in a sudden accident. Drejjd varies his schedule and methods to avoid leaving a 
trail, but he favors the "long trip to see family" excuse when it's time to shed an identity 
and take on another one. He's been overusing that one lately. 

Regardless, this tactic has worked splendidly so far. Craft workers and educated 
specialists from all over Waterdeep have gone missing or died, but no one has yet traced 
the common link of the Angry Coxswain in all of the victims' recent histories. 

Ramas and Orth know that the trick won't last forever. However, they're both making 
great piles of money right now both from slave trading and running an alehouse. They 
know they need to keep a lower profile, but the money's too good to pass up. Besides, 
they have a quick and easy escape hatch all ready when someone finally does catch on, as 
long as they have a glass of port in easy reach in the back room of the Coxswain. 

How to Incorporate the Slavery Portal Into Your Campaign 

 While doing things about town, some or all of the PCs see that there is quite a 
discount on beer at the Angry Coxswain. What happens if one of the requests 
Rama and Orth need to fulfill includes someone among the PCs who show up? 

 The PCs are approached by a young girl who is quite certain that her mother isn't 
her mother. She cites several examples of different attitudes and behaviors. What 
do the PCs find out when they start looking? Do they determine that it's a 
doppelganger? 



Dragon Turtle Portal 

About four miles inland from the shore of the Chultan peninsula, an 
ornate well serves as a water source and religious center for two 
separate cultures living in the area. 

A clump of lizardfolk tribes lives around the well in close proximity 
to one another. The tribes are separate, but occupy the same approximate area peacefully. 
The reason for this peaceful co-existence is the well, which provides all the tribes with a 
steady flow of clean, drinkable water. 

The well is nearly 10 feet in diameter and its aboveground opening looks like a dragon 
turtle's open mouth erupting from the ground. The well has been here longer than any 
lizardfolk individual remembers, although their legends say it was dug by a dragon turtle 
that walked the land in the shape of a lizardfolk explorer. Everywhere the dragon turtle 
went on land, she needed a place to swim, so she dug wells to slake her thirst. The legend 
might even be true, for similar wells follow an underground river for dozens of miles 
inland. 

The tribes believe that the dragon turtle was an avatar of their god, Semuanya, and that 
the wells are holy sites. They're not too holy to use, of course, but those who draw water 
from the well must pay proper homage first by whispering prayers as they approach. 
Oddly, the water from these wells acts as holy water against undead, though the 
lizardfolk rarely have opportunity to use it this way. 

Making Sacrifices  

When the native lizardfolk shamans feel a need to appease or appeal to Semuanya, they 
toss someone into the well. Sometimes the sacrifice is an outsider who violated a taboo, 
and sometimes it is a specially prepared sacrifice from within one of the tribes. Either 
way, the shamans believe that these sacrifices keep the water clean and pure. The 
sacrifices have nothing to do with the water, but since it continues to arrive by the 
bucketful, the lizardfolk believe the sacrifices are working, and continue them regularly.  

Instead of damming up the well with bodies, the sacrifices fall into a portal 140 feet 
below, just above the water's surface. The portal is a creature-only portal, leaving a 
subject's belongings to fall into the water and be carried out to sea. (In a few cases, items 
have been lodged in the silt at the bottom of the well, and a few trinkets of gold or magic 
probably await the person who can find and retrieve them.) 

Creatures who travel through the portal are teleported to an underwater cave about 20 
miles off shore to the south and west of Chult and 400 feet below the water's surface. 
Most creatures that travel through the portal die from drowning before the local predators 
have a chance to find them. Still, sharks and other carnivores poke into the cave for an 
occasional meal. 



Rite of Passage 

This would be all merely interesting, if a few tribes of locathahs in ocean didn't also have 
their own rituals and superstitions surrounding the well. According to the locathahs, the 
dragon turtle was an avatar of their god, Eadro. Eadro wanted young locathahs to follow 
in her avatar's footsteps, walk inland, leap into the well, and then swim back out to prove 
their worth as adult tribe members. 

As a result, every year perhaps a half a dozen locathahs leave the water and take a 
pilgrimage to find the dragon turtle well in the heart of lizardfolk territory. Carrying only 
a spear, they follow only vague guidelines given to them by their tribe's cleric. Adults do 
not speak about their experiences, leaving each young locathah to face the walk alone. 

The locathahs and the lizardfolk interact only in regard to the well, but in their cross 
purposes here, they are bitter foes. When the lizardfolk spot a locathah in their territory, 
they rally the entire tribe to intercept the intruder. The locathah attempts to escape by 
heading for the well. If the locathah makes it to the well, he or she leaps in, and is 
teleported back out to the sea. If the lizardfolk capture a locathah, they bind the stranger 
and throw him or her into the well to appease their goddess. Though antagonistic, the 
relationship is mutually beneficial for both societies.  

Meanwhile, the true origin of the portal remains a mystery. Perhaps the portal was truly 
placed there by one or more primitive gods. Perhaps there's an even stranger reason for 
its existence. 

How to Incorporate the Dragon Turtle Portal Into Your Campaign 

 The characters are asked to look into the series of dragon turtle wells and find out 
how they were created. This takes them into territory that could be quite rough. 
Do they ever find out the true story behind the wells, or do they find themselves 
fighting battle after battle instead? Will one of them end up in the well? 

 A sage, diviner, or someone who appears wise announces to the PCs that to solve 
their current difficulty (whatever it is), they must first determine what lies at the 
bottom of a dragon turtle well. Perhaps the key to their current problem involves 
an item that was on someone who fell victim to the lizardfolk. If so, will the PCs 
figure this out without dying? (You may wish to hint at an "airless" challenge 
ahead, too.) 



Dungeon Escape Portal 

In Thentia, which is considered by many to be the most open 
city in the Moonsea region, the nobility's currently elected 
watchlord, Gelduth Blackturret, lives with his family in the 
Watchlord's Keep near the water. 

The watchlord is filled by a person elected by the nobles of the 
city. Although most of the power in Thentia resides with the 
noble families, the watchlord has several real duties. One of 
them is keeping political prisoners and rabble-rousers in a 
dungeon located within the keep until trial and sentencing. The 
dungeon is empty more often than not, but every few months, Blackturret or one of the nobles 
finds it expedient to have somewhere dark and quiet to put troublemakers until they come up with 
more permanent arrangements. 

A Little Insurance 

Gelduth is a smart man in a tricky spot. He knows how quickly political leaders can become 
political prisoners, and this awareness is heightened in the suspicious Moonsea region, especially 
with Zhentil Keep so nearby. Gelduth has pockets of magical "insurance" scattered around the 
Watchlord's Keep, in the form of glyphs hidden behind tapestries and portraits, and under 
carpets. He also has an escape route for emergencies. 

With the aid of one of the more powerful wizards in the city, Phourkin One-Eye, Gelduth has 
installed a one-way portal from the dungeon. The command words for the portal are the phrase 
"Joya deliver us," spoken with a proper thick Damaran accent. (Joya was Gelduth's grandfather, 
a man he admired greatly for his forethought and decisiveness.) 

The portal deposits travelers inside a farmhouse a few miles outside of Hulburg around the coast 
to the east. The farmer there, Katka Czornya (LN female human Com1/Rog3) is a loyal retainer to 
the watchlord, though her husband and four children don't know exactly how loyal: Hidden under 
the floorboards of the house are three masterwork longswords, two masterwork short swords, a 
set of masterwork plate mail, three sets of studded leather armor, and half a dozen potions of 
cure serious wounds. Katka can produce these items in minutes if the watchlord, or anyone who 
knows his password, suddenly appears in her house. 

Phourkin and Katka are supposed to be the only people outside the Blackturret family who know 
about the portal's existence. Gelduth knows the power he holds is fickle, and not his own. Every 
secret he can keep is one more little bit of power he has access to later when something goes 
wrong.  

Keeping Secrets 

Gelduth's young adult middle son, Koyich (N male human Ari2), is quite taken by the glamorous 
skullduggery that comes with his father's position. He frequently brags about his family's activities 
to his sycophant friends while carousing. When the portal was installed two years ago, he went 
on at length about a secret he couldn't tell for reasons of Thentian security. 

Of course, he did tell at least one person, Drela Casplardann (N female human Ari1), a noble girl 
he was seeing at the time. Drela and Koyich were supposedly betrothed, but Koyich's wandering 
attentions spelled doom for the relationship. About four months ago, he spurned her for another 
girl. The breaking of the betrothal caused some discomfort between the families, but things have 



settled down. The Casplardanns always knew Koyich was a wastrel and are quietly happy he's 
out of the picture. The Blackturrets are dismayed at the loss of a politically advantageous 
marriage, but Koyich's behavior is nothing new to them. 

Dear, sweet Drela, however, still burns with the rejection. She has had revenge in a few social 
situations, making Koyich look bad, but Drela has a spiteful heart and long memory. She's not 
done making Koyich pay yet. 

She doesn't know how she's going to use the information she has against Koyich, but she has the 
beginnings of a plan. She's been flirting with a dashing young Zhentarim merchant lord who has 
set up shop in Thentia. Irolna Mesilvik (NE male human Sor2/Rog5) is a Zhent spy-in-training. His 
ties with Zhentil Keep are well known, but Irolna is handsome, friendly, and well mannered. Even 
when people know he's not to be trusted, they still want to. 

Drela and Irolna have been seen together at two social functions now. Drela is mainly using him 
to get back at Koyich, and Irolna is completely using her to spy on Thentia economic and political 
weaknesses. Drela might have her best revenge by telling Irolna how to escape from the 
Watchlord's Keep in the event that he is caught in a compromising situation. 

Alternatively, the next time that an exciting band of adventurers, comes to town and stirs things 
up, she might cozy up to one of the handsome men of the group and let her knowledge slip out in 
a private moment. 

How to Incorporate the Dungeon Escape Portal Into Your Campaign: 

 The PCs do, in fact, run into Drela, and she makes an effort to get on one male PC's 
good side. When she tells the PC about her secret, what does the PC do? Is there a 
"long talk" in Drela's future, or will it end up being in Gelduth's future? 

 One of the PCs falls victim to either mistaken identity or to suspicion of having done 
something very badly wrong. He or she ends up in the dungeon with Irolna, who was 
taken in at the same time or shortly thereafter. Irolna, in return for helping him get free of 
the bind he's in (and what may lie at the other side of his "escape route"), offers to let the 
trapped PC go with him. What does the PC do? 



Portals of the Moonsea 

Northkeep Portal 

The Northkeep portal stands at one end of a vault located below the bottom of the Moonsea, 
under the ruins of Northkeep. The vault was once part of the dungeons and catacombs of 
Northkeep, the oldest human settlement in the Moonsea region. 

When Northkeep was destroyed in DR 400, most of these subterranean works collapsed and 
flooded, and the city above them fell into the Moonsea. The wreckage of the city's larger buildings 
still form a jumbled underwater landscape on the Moonsea floor. Some of these ruins can be 
seen from the surface of the Moonsea today. Several bell towers remain intact, and the shifting 
currents of the Moonsea occasionally stir these submerged bells and set them ringing. 
Northkeep's watery grave has become known as the Bell in the Deep. 

Some of the deeper portions of the Northkeep dungeons survived the collapse. The jumbled and 
flooded wreckage of Northkeep's upper dungeons lies below the ruins on the seabed, and below 
that is an unknown number of other remnants of the deep dungeons, still intact and dry. A few 
passages still connect these areas to air-filled ruins on the Moonsea floor. 

 

The vault is one of these surviving deep dungeon areas. The complex includes the vault and a 
series of ancient tombs. The complex isn't very inviting to living visitors. Though air filled, the 
atmosphere in the place is barely breathable. The complex has been unventilated for centuries, 
and the air still carries traces of dust and acrid smoke from the fall of Northkeep. To make matters 
worse, the complex serves as a repository for dozens of corpses at any given time, and these 
make the air even fouler. Even in summer, the temperature hovers near freezing, and the 
humidity makes the place seem even colder. The chill inflicts cold damage each hour, as noted in 
the Cold Dangers section in Chapter 3 in the Dungeon Master's Guide. Because of the humidity, 
Fortitude saves against the cold suffer a -2 circumstance penalty. The depleted air in the complex 
poses even more danger, and living visitors suffer slow suffocation (see Other Dangers section 
Chapter 3 in the Dungeon Master's Guide). 

The rulers of Northkeep used the portal to send spies, diplomats, and few favored merchants to 
far-flung locations around the Moonsea. The two-way portal leads to matching portals in Zhentil 



Keep, Phlan, and Mulmaster. Users bound to any of these locations must activate the portal with 
the correct key, and such travel is possible only once each hour. The key is any coin minted in 
Northkeep, and it must be held against the forehead with one hand. The user also must specify a 
destination by saying east (Mulmaster), west (Zhentil Keep), or north (Phlan), and the name of 
the destination must be spoken in Damaran. Failure to use the correct key or name a destination 
originally sent the user into a holding cell; however, this cell has since collapsed. Today, 
someone using the portal incorrectly causes the portal to malfunction (see Table 2-2 in the 
Forgotten Realms Campaign Setting). 

The lich Akempus, who now calls the complex containing the portal home, was once a citizen of 
Northkeep. Akempus betrayed Northkeep to its enemies in return for the title and privileges of 
overlord of the city. Akempus's allies however, double-crossed him, destroying the city instead of 
merely conquering it, though they kept the letter of their word to Akempus. They left him the 
undisputed master of the city though it became entombed in an airless crypt deep below the 
ground. Akempus survived by becoming a lich (a plan he already had set into motion before the 
city's fall). Until recently, Akempus has been content to "rule" over his limited domain, sitting 
alone in the frigid darkness, with a few undead servants to attend him, and thinking himself every 
inch the lord of the city. A short time, ago, however, the vampire Podel, a denizen of Zhentil 
Keep, discovered the portal and survived his meeting with the depraved Akempus by flattering 
the lich. Now Akempus is convinced he is destined to rule the entire Moonsea and busies himself 
creating a legion of undead, mostly zombies and morghs, with which to conquer the Moonsea. He 
has begun by offering undead work gangs to various greedy employers all round the Moonsea 
area. A typical gang consists of a mohrg and a few zombies under its control. For now, the 
undead Akempus has supplied obey their owners, but they remain loyal only to Akempus. 

Akempus: Male human lich Clr 5/Nec 9/True Necromancer 4; CR 20; Medium-size 
undead; HD 5d12 plus 9d12 plus 4d12; hp 123; Init +6; Spd 30 ft.; AC 23, touch 14, flat-
footed 21; Atk +11 melee (1d8+5, touch); or +13/+8 melee (1d6+5, +2 unholy 
quarterstaff); SA damaging touch, fear aura, paralyzing touch, rebuke undead 10/day (as 
9th-level cleric), cast any Necromancy spell as an 18th-level character, zone of 
desecration; SQ create undead, DR 15/+1, immunities (cold, electricity, mind-affecting 
effects, polymorphing), turn resistance +4, undead traits; AL NE; SV Fort +10, Ref +11, 
Will +18; Str 14, Dex 15, Con --, Int 22, Wis 19, Cha 16. 

Skills and Feats: Alchemy +15, Appraise +9, Bluff +6, Concentration +17, Craft 
(leatherworking) +14, Diplomacy +11, Hide +10, Intimidate +6, Knowledge (arcana) +14, 
Knowledge (history) +15, Knowledge (nobility and royalty) +15, Knowledge (religion) 
+14, Knowledge (the planes) +15, Knowledge (undead) +15, Listen +15, Move Silently 
+23, Search +14, Sense Motive +12, Spellcraft +23, Spot +15; Combat Reflexes, Craft 
Wondrous Item, Dodge, Extend Spell, Extra Turning, Forge Ring, Improved Initiative, 
Lightning Reflexes, Quicken Spell, Scribe Scroll, Spell Focus (Necromancy), Spell 
Penetration. 

Damaging Touch (Su): Akempus deals 1d8+5 points of negative energy damage (Will 
DC 22 half) with each successful melee touch attack. 

Fear Aura (Su): Any creature with less than 5 HD within a 60-foot emanation of 
Akempus that looks at him must succeed at a Will save (DC 22) or be affected as though 
by a fear spell (caster level 18th). 

Paralyzing Touch (Su): Any living creature that Akempus touches must succeed at a 
Fortitude save (DC 22) or be permanently paralyzed. Remove paralysis or any spell that 
can remove a curse can free the victim (see the bestow curse spell description). The 
effect cannot be dispelled. Anyone paralyzed by Akempus seems dead, though a 



successful Spot check (DC 20) or Heal check (DC 15) reveals that the victim is still alive. 
This power works in conjunction with Akempus's damaging touch (see above). 

Zone of Desecration (Su): An aura of desecration effect (as the spell) continuously 
surrounds Akempus in a 20-foot emanation. 

Create Undead (Sp): Once per day Akempus can use create undead (caster level 18th). 

Undead Traits: Akempus is immune to mind-affecting effects, poison, sleep, paralysis, 
stunning, disease, death effects, necromantic effects, and any effect that requires a 
Fortitude save unless it also works on objects. He is not subject to critical hits, subdual 
damage, ability damage, ability drain, energy drain, or death from massive damage. 
Akempus cannot be raised, and resurrection works only if he is willing. He also has 
darkvision (60-foot range). 

Cleric Spells Prepared (5/4+1/3+1/2+1; save DC 14 + spell level.): 0 -- detect magic 
(2), inflict minor wounds (3); 1st -- bane, command, inflict light wounds (2), detect 
undead*; 2nd -- desecrate*, inflict moderate wounds, shatter, silence; 3rd -- animate 
dead*, blindness/deafness, invisibility purge. 

*Domain spell. Deity: Velsharoon. Domains: Death (death touch 1/day), Undeath (Extra 
Turning as a bonus feat). 

Wizard Spells Prepared (5/7/7/6/6/5/4/2; save DC 16 + spell level, or 18 + spell level for 
Necromancy spells; Prohibited school: Illusion): 0 -- arcane mark, dancing lights, mage 
hand, prestidigitation, ray of frost; 1st -- chill touch1, magic missile (2), negative energy 
ray1,2 (2), shield, true strike; 2nd -- Aganazzar's scorcher3, false life1,2, detect thoughts, 
glitterdust, knock, see invisibility, spectral hand1; 3rd -- fly, haste (2), negative energy 
burst1,2 (2), vampiric touch1; 4th -- contagion1, dimension door, enervation1, negative 
energy wave1, scrying, thunderlance3; 5th -- animate dead1, feeblemind, fire shield 
(extended), spiritwall1,2, telekinesis; 6th -- acid fog, circle of death1, greater dispelling, 
Grimwald's greymantle1,3; 7th -- finger of death1, prismatic spray. 

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, light, mage hand, mending, open/close, prestidigitation, ray of frost, read 
magic, resistance; 1st -- burning hands, cause fear, chill touch, detect secret doors, 
detect undead, expeditious retreat, magic missile, negative energy ray1,2, ray of 
enfeeblement1, shield, sleep, true strike; 2nd -- Aganazzar's scorcher3, arcane lock, 
darkness, detect thoughts, false life1,2, fog cloud, ghoul touch1, glitterdust, knock, 
obscure object, see invisibility, spectral hand1; 3rd -- clairaudience/clairvoyance, dispel 
magic, fly, halt undead1, haste, negative energy burst1,2, stinking cloud, tongues, 
vampiric touch1; 4th -- contagion1, detect scrying, dimension door, dominate person, 
enervation1, fire shield, negative energy wave1,2, scrying, thunderlance3, wall of ice; 5th -
- animate dead1, contact other plane, feeblemind, magic jar1, spiritwall1,2, telekinesis, 
teleport; 6th -- acid fog, circle of death1, globe of invulnerability, greater dispelling, 
Grimwald's greymantle1,3, legend lore; 7th -- control undead1, finger of death1, prismatic 
spray. 

Possessions: +2 unholy quarterstaff, bracers of armor +4, ring of protection +2, cloak of 
resistance +2, scroll of ice storm, 2 potions of intelligence, ring of invisibility, scroll of 
solid fog, scroll of spell turning, boots of elvenkind, pearl of power (1st-level spell), pearl 
of power (2nd-level spell), pearl of power (3rd-level spell) wand of magic missile (9th-



level caster, 28 charges). 

1. Necromancy spell. 

2. Spell from Tome and Blood. 

3. Spell for the Forgotten Realms Campaign Setting. 

Akempus is quite a handful all by himself, and he has plenty of undead minions (mostly 
zombies, mohrgs, and vampire spawn) to call upon if attacked. Fortunately, he usually 
busies himself with plans for conquest or with manufacturing new undead (usually 
zombies or mohrgs). Casual visitors to the vault might encounter the guard Akempus 
sets over the portal only (Akempus usually casts a desecrate spell on the vault 
containing the portal each day). 

Mohrg: hp 91; see Monster Manual. 

Nightwing: hp 110; see Monster Manual. 

Vampire Spawn: hp 26; see Monster Manual. 

Wraith: hp 32; see Monster Manual. 

Zombie: hp 16, see Monster Manual. 

(EL 11) Average party level 10 (four 10th-level characters): 2 mohrgs, 4 vampire spawn, 12 
human (Medium-size) zombies. 

(EL 13) Average party level 12 (four 12th-level characters): 3 mohrgs, 4 vampire spawn, 4 
wraiths, 12 human (Medium-size) zombies. 

(EL 15) Average party level 14 (four 14th-level characters): 3 mohrgs, 1 nightwing, 12 human 
(Medium-size) zombies. 

How to Incorporate the Northkeep Portal Into Your Campaign 

 Gold coins and tradebars bearing the seal of long-ruined Northkeep have begun to 
circulate in the Moonsea area, prompting rumors of a great treasure to be found in the 
chilly water around the Bell in the Deep. It is well known that underwater lights are 
occasionally seen around there, and now it seems those lights are from successful 
treasure hunters scavenging on the lake bottom. 

 The player characters are invited to join a treasure hunting expedition to the ruins of 
Northkeep. 

 Ships plying the waters of the Moonsea have begun steering clear of the Bell in the 
Deep, especially at night, when, it is said, strange sounds beckon sailors to leap 
overboard and drown themselves. 



Zhentil Keep Portal 

When the rulers of Northkeep built this portal around DR 380, the current city of Zhentil Keep was 
not yet built and the area was nothing more than a well-used rest stop for caravans and ships. 
The former found it a convenient place to camp during the long trek between the mines in the 
Dragonspine and Galena Mountains and points south. Ship captains found the area's harbor, just 
upstream from the mouth of the Tesh River, a good place to drop anchor for awhile. Agents from 
Northkeep had little trouble posing as merchants or hunters who were just passing through, and 
they could surreptitiously gather information from the travelers they met. Occasionally, the portal 
served to move high-value cargoes such as gold or gem shipments quickly and safely to 
Northkeep. A caravan carrying the goods simply would be routed through the area, ostensibly to 
meet a ship that would haul the cargo on to Northkeep. The ship would be loaded with some 
cargo, but the most valuable goods would be sent ahead via the portal. The portal also served to 
exchange messages to Northkeep ships operating in the western Moonsea. More than once, 
agents from Northkeep used the portal to escape the area after they had worn out their welcome 
or suffered some mishap. 

An underground vault placed on high ground north of the Tesh housed the portal. A secret door 
disguised as a huge boulder gave access to the vault, located some 20 feet below the surface. 
Inside, the vault looked like nothing more than a bolthole. It had a well, sleeping niches, and 
storage areas for supplies. A second secret door hid the portal itself. This door opened onto a tiny 
chamber, little more than an alcove, whose walls bore an intricate tracery of arcane symbols and 
obscure runes. 

 

After the fall of Northkeep, a few survivors who knew about the portal continued to use it for a 
time, but all eventually succumbed to the dangers of the Moonsea region and the portal was lost. 

With the rise of Zhentil Keep, it wasn't long before the vault was rediscovered. Workers breaking 
ground for a warehouse in the city's growing harbor district uncovered the entrance and quickly 
incorporated the vault into the building's foundation and basement. It is not clear if the building's 
owner ever discovered or used the portal. The Zhentarim remain ignorant of the portal (or so it 
seems). The warehouse over the vault was wrecked (sometimes by accident, sometimes 
deliberately) several times over the centuries, and the vault now lies about 35 feet below the 
surface. 



Today, most of the Zhentil Keep's harbor district lies in ruins, a legacy of the city's near total 
destruction in DR 1357. Many buildings close to the harbor have been repaired or rebuilt, but 
farther inland shattered and derelict buildings line streets that have only recently been cleared of 
rubble. A veritable army of squatters, smugglers, beggars, and other riff raff now call the area 
home. Among these is one Podel, who masquerades as a Chondathan merchant with a taste for 
the good life and the ability to appraise and fence stolen goods. Podel is in fact a vampire who 
was attracted to the ruined harbor district for both its "commercial" possibilities and its steady 
supply of human flotsam that can feed his hunger for blood without drawing too much attention. 
Podel discovered the vault and its portal soon after settling in the area. Podel quickly arranged to 
purchase the wrecked warehouse that covers the vault, using his assistant, a tiefling called Tash, 
as a front. Tash soon made it known that he intended to rebuild and use the structure as a 
headquarters for a trading company, but he has not yet done so. Tash claims that "recent 
business reverses" have drained his capital. 

The ground floor of the warehouse remains in ruins. All manner of debris litter the floor, and the 
walls and roof have numerous holes; however, it has a loft with a sound section of the roof 
overhead that Tash calls home. The warehouse's basement is little better than the ground floor. It 
has cracked and very damp stonework, and it smells of mold and rot. Below the basement, under 
a newly built secret door, lies the vault, still very much the way it was during the Northkeep days. 
The well dried up long ago, and the sleeping niches now hold coffins for Podel and his vampiric 
companions. Two niches have been walled up with brick porous enough to admit a creature in 
gaseous form. One holds a backup coffin for Podel; the other has a coffin that hides a connection 
to Zhentil Keep sewer system, where Podel has hidden an emergency coffin. 

The portal is keyed and can be activated only once a day. The key is a knock spell, and the user 
also must touch the portal with a coin minted in Northkeep and must specify a destination: home 
(Northkeep), north (Phlan), or east (Mulmaster) spoken in Damaran. Failure to use the coin or 
specify a destination originally sent the user into a holding cell; however, this cell has since 
collapsed. Today, someone using the portal incorrectly causes the portal to malfunction (see 
Table 2-2 in the Forgotten Realms Campaign Setting). 

Podel: Male human vampire Rog 3/Sor 4; CR 9; Medium-size undead; HD 3d12 plus 
4d12; hp 51; Init +8; Spd 30 ft.; AC 22, touch 15, flat-footed 22; Atk +7 melee (1d6+5, 
slam); SA blood drain, domination, energy drain (2 negative levels, Fort DC 15), sneak 
attack +2d6; SQ alternate form, children of the night, create spawn, DR 15/+1, evasion, 
fast healing 5, gaseous form, resistance (electricity 20), spider climb, traps, turn 
resistance +4, uncanny dodge (Dex bonus to AC), undead traits; AL CE; SV Fort +3, Ref 
+9, Will +8; Str 16, Dex 19, Con --, Int 17, Wis 14, Cha 20.  

Skills and Feats: Balance +6, Bluff +19, Concentration +12, Decipher Script +9, 
Diplomacy +7, Disable Device +9, Gather Information +11, Hide +18, Intimidate +7, 
Jump +5, Knowledge (arcana) +10, Listen +18, Move Silently +18, Open Lock +10, 
Search +17, Sense Motive +10, Spellcraft +10, Spot +18, Tumble +10; Alertness, 
Combat Reflexes, Dodge, Improved Initiative. 

Blood Drain (Ex): Podel can suck blood from a living victim with his fangs by making a 
successful grapple check. If he pins the foe, he drains blood, inflicting 1d4 points of 
permanent Constitution drain each round the pin is maintained.  

Domination (Su): Podel can crush an opponent's will just by looking into his or her 
eyes. This effect is similar to that of a gaze attack, except that Podel must take a 
standard action, and those merely looking at him are not affected. Anyone Podel targets 
must succeed at a Will save (DC 18) or fall instantly under his influence as though by a 



dominate person spell (caster level 12th). The ability has a range of 30 feet.  

Energy Drain (Su): Any living creature hit by Podel's slam attack gains 2 negative levels 
(Fortitude DC 18 to remove). 

Alternate Form (Su): Podel can assume the shape of a bat, dire bat, wolf, or dire wolf 
as a standard action. This effect is similar to that of a polymorph spell (caster level 12th), 
except that Podel must choose among the forms noted here. He can remain in that form 
until he assumes another or until the next sunrise.) 

Children of the Night (Su): Once per day, Podel can call forth a pack of 4d8 dire rats, a 
swarm of 10d10 bats, or a pack of 3d6 wolves as a standard action. These creatures 
arrive in 2d6 rounds and serve him for up to 1 hour. 

Create Spawn (Su): A humanoid or monstrous humanoid slain by Podel's energy drain 
attack rises as a vampire spawn 1d4 days after burial. If Podel instead drains the victim's 
Constitution to 0 or less, the victim returns as a spawn if it had 4 or fewer HD and as a 
vampire if it had 5 or more HD. In either case, the new vampire or spawn is under 
Podel's command and remains enslaved until its master's destruction. 

Fast Healing (Ex): Podel heals 5 points of damage each round so long as he has at 
least 1 hit point. If reduced to 0 hit points in combat, he automatically assumes gaseous 
form and attempts to escape. He must reach his coffin home within 2 hours or be utterly 
destroyed. (He can travel up to 9 miles in 2 hours.) Once at rest in his coffin, he is 
helpless. He regains 1 hit point after 1 hour, then is no longer helpless and resumes 
healing at the rate of 5 hit points per round. 

Gaseous Form (Su): As a standard action, Podel can assume gaseous form at will, as 
the spell (caster level 5th), but can remain gaseous indefinitely and has a fly speed of 20 
feet with perfect maneuverability. 

Spider Climb (Ex): Podel can climb sheer surfaces as though with a spider climb spell. 

Undead Traits: Podel is immune to mind-affecting effects, poison, sleep, paralysis, 
stunning, disease, death effects, necromantic effects, and any effect that requires a 
Fortitude save unless it also works on objects. He is not subject to critical hits, subdual 
damage, ability damage, ability drain, energy drain, or death from massive damage. 
Podel cannot be raised, and resurrection works only if he is willing. He also has 
darkvision (60-foot range). 

Sorcerer Spells Known (6/8/4; save DC 15 + spell level): 0 -- arcane mark, detect 
magic, ghost sound, mage hand, prestidigitation, read magic; 1st -- magic missile, 
negative energy ray*, shield; 2nd -- knock.  

*Spell from Tome and Blood. 

Possessions: bracers of armor +1, ring of protection +1, cloak of resistance +1, potion 
of blur, potion of Charisma, scroll of invisibility, scroll of see invisibility, wand of Melf's 
acid arrow (43 charges). 

- 
Podel: Male human vampire Rog 3/Sor 6; CR 11; Medium-size undead; HD 3d12 plus 
6d12; hp 64; Init +8; Spd 30 ft.; AC 23, touch 15, flat-footed 22; Atk +8 melee (1d6+5, 



slam); SA blood drain, domination, energy drain (2 negative levels, Fort DC 15), sneak 
attack +2d6; SQ alternate form, children of the night, create spawn, DR 15/+1, evasion, 
fast healing 5, gaseous form, resistance (electricity 20), spider climb, traps, turn 
resistance +4, uncanny dodge (Dex bonus to AC), undead traits; AL CE; SV Fort +4, Ref 
+10, Will +9; Str 16, Dex 19, Con --, Int 17, Wis 14, Cha 21.  

Skills and Feats: Balance +6, Bluff +19, Concentration +16, Decipher Script +9, 
Diplomacy +7, Disable Device +9, Gather Information +11, Hide +18, Intimidate +7, 
Jump +5, Knowledge (arcana) +14, Listen +18, Move Silently +18, Open Lock +10, 
Search +17, Sense Motive +10, Spellcraft +14, Spot +18, Tumble +10; Alertness, 
Combat Reflexes, Dodge, Heighten Spell Improved Initiative. 

Blood Drain (Ex): Podel can suck blood from a living victim with his fangs by making a 
successful grapple check. If he pins the foe, he drains blood, inflicting 1d4 points of 
permanent Constitution drain each round the pin is maintained.  

Domination (Su): Podel can crush an opponent's will just by looking into his or her 
eyes. This effect is similar to that of a gaze attack, except that Podel must take a 
standard action, and those merely looking at him are not affected. Anyone Podel targets 
must succeed at a Will save (DC 19) or fall instantly under his influence as though by a 
dominate person spell (caster level 12th). The ability has a range of 30 feet.  

Energy Drain (Su): Any living creature hit by Podel's slam attack gains 2 negative levels 
(Fortitude DC 19 to remove). 

Alternate Form (Su): Podel can assume the shape of a bat, dire bat, wolf, or dire wolf 
as a standard action. This effect is similar to that of a polymorph spell (caster level 12th), 
except that Podel must choose among the forms noted here. He can remain in that form 
until he assumes another or until the next sunrise.) 

Children of the Night (Su): Once per day, Podel can call forth a pack of 4d8 dire rats, a 
swarm of 10d10 bats, or a pack of 3d6 wolves as a standard action. These creatures 
arrive in 2d6 rounds and serve him for up to 1 hour. 

Create Spawn (Su): A humanoid or monstrous humanoid slain by Podel's energy drain 
attack rises as a vampire spawn 1d4 days after burial. If Podel instead drains the victim's 
Constitution to 0 or less, the victim returns as a spawn if it had 4 or fewer HD and as a 
vampire if it had 5 or more HD. In either case, the new vampire or spawn is under 
Podel's command and remains enslaved until its master's destruction. 

Fast Healing (Ex): Podel heals 5 points of damage each round so long as he has at 
least 1 hit point. If reduced to 0 hit points in combat, he automatically assumes gaseous 
form and attempts to escape. He must reach his coffin home within 2 hours or be utterly 
destroyed. (He can travel up to 9 miles in 2 hours.) Once at rest in his coffin, he is 
helpless. He regains 1 hit point after 1 hour, then is no longer helpless and resumes 
healing at the rate of 5 hit points per round. 

Gaseous Form (Su): As a standard action, Podel can assume gaseous form at will, as 
the spell (caster level 5th), but can remain gaseous indefinitely and has a fly speed of 20 
feet with perfect maneuverability. 

Spider Climb (Ex): Podel can climb sheer surfaces as though with a spider climb spell. 



Undead Traits: Podel is immune to mind-affecting effects, poison, sleep, paralysis, 
stunning, disease, death effects, necromantic effects, and any effect that requires a 
Fortitude save unless it also works on objects. He is not subject to critical hits, subdual 
damage, ability damage, ability drain, energy drain, or death from massive damage. 
Podel cannot be raised, and resurrection works only if he is willing. He also has 
darkvision (60-foot range). 

Sorcerer Spells Known: (6/8/6/4; save DC 15 + spell level): 0 -- arcane mark, dancing 
lights, detect magic, ghost sound, mage hand, prestidigitation, read magic; 1st -- magic 
missile, negative energy ray1, shield, true strike; 2nd -- Aganazzar's scorcher2, knock; 
3rd -- negative energy burst1.  

Possessions: bracers of armor +2, ring of protection +1, cloak of resistance +1, potion 
of blur, potion of Charisma, scroll of invisibility, scroll of see invisibility, wand of Melf's 
acid arrow (43 charges). 

1. Spell from Tome and Blood. 

2. Spell for the Forgotten Realms Campaign Setting. 
- 

Tash: Tiefling Rog 7; CR 7; Medium-size outsider; HD 7d6+7; hp 34; Init +8; Spd 30 ft.; 
AC 20, touch 14, flat-footed 20; Atk +7 melee (1d6+1/18-20, masterwork rapier), or +11 
ranged (1d6+1/x3, masterwork mighty composite shortbow [+1 Str bonus] with 
masterwork arrows); SA darkness, sneak attack +4d6; SQ evasion, outsider traits, 
resistances (cold 5, electricity 5, fire 5), traps, uncanny dodge; AL NE; SV Fort +4, Ref 
+10, Will +5; Str 12, Dex 18, Con 13, Int 16, Wis 10, Cha 6.  

Skills and Feats: Appraise +8, Balance +11, Diplomacy +0, Disable Device +13, 
Disguise +3, Escape Artist +14, Gather Information +3, Hide +14, Jump +3, Listen +12, 
Move Silently +14, Pick Pocket +14, Sense Motive +10, Spot +12, Tumble +14; 
Improved Initiative, Iron Will, Shield Proficiency. 

Outsider Traits: Tash has darkvision (60-foot range). He cannot be raised or 
resurrected (though a wish or miracle spell can restore life). 

Possessions: +1 studded leather armor, +1 buckler, cloak of resistance +1, masterwork 
rapier, masterwork mighty composite shortbow [+1 Str bonus], 20 masterwork arrrows,2 
potions of cure light wounds, potion of blur, boots of speed. 

- 
Tash: Tiefling Rog 9; CR 7; Medium-size outsider; HD 9d6+9; hp 43; Init +8; Spd 30 ft.; 
AC 20, touch 14, flat-footed 20; Atk +8/+3 melee (1d6+1/18-20, +1 rapier), or +12/+7 
ranged (1d6+1/x3, +1 mighty composite shortbow [+1 Str bonus] with masterwork 
arrows); SA darkness, sneak attack +5d6; SQ evasion, outsider traits, resistances (cold 
5, electricity 5, fire 5), traps, uncanny dodge; AL NE; SV Fort +5, Ref +11, Will +6; Str 
12, Dex 19, Con 13, Int 16, Wis 10, Cha 6.  

Skills and Feats: Appraise +9, Balance +12, Diplomacy +0, Disable Device +15, 
Disguise +4, Escape Artist +16, Gather Information +4, Hide +16, Jump +3, Listen +14, 
Move Silently +16, Pick Pocket +16, Sense Motive +12, Spot +14, Tumble +16; Dodge, 
Improved Initiative, Iron Will, Shield Proficiency 

Outsider Traits: Tash has darkvision (60-foot range). He cannot be raised or 



resurrected (though a wish or miracle spell can restore life). 

Possessions: +1 rapier,+1 studded leather armor, +1 buckler, +1 cloak of resistance, 
+1 mighty composite shortbow [+1 Str bonus], 20 masterwork arrrows,2 potions of cure 
light wounds, potion of blur, boots of speed. 

Vampire Spawn: hp 26; see Monster Manual. 

Vampire: hp 32; see Monster Manual. 

(EL 11) Average party level 10 (four 10th-level characters): 7th-level Podel, 7th-level Tash, 4 
vampire spawn. 

(EL 12) Average party level 12 (four 12th-level characters): 9th-level Podel, 9th-level Tash, 4 
vampire spawn. 

(EL 13) Average party level 13 (four 13th-level characters): 9th-level Podel, 9th-level Tash, 4 
vampires (5th-level fighters as presented in the Monster Manual). 

How to Incorporate the Zhentil Keep Portal Into Your Campaign 

 The PCs are hired to recover a stolen item that Podel is currently attempting to fence. 

 When the PCs visit Zhentil Keep, Tash steals (or tries to steal) an item from them. (If 
Tash is killed or captured during the attempt, replace him with an identical NPC for the 
encounter at the portal.) 

 The PCs are hired to locate a missing person that Podel has dominated (or an NPC 
known to the PCs falls under Podel's sway). 



Phlan Portal 

Like the portal at Zhentil Keep described in the second part of this series, the rulers of Northkeep 
built this portal long before there was any permanent settlement at the site of the current town of 
Phlan. The portal was built here for many of the same reasons the Zhentil Keep portal was built 
where it was: The area was a well-used campsite on a major caravan trail that also offered a safe 
anchorage for ships from Northkeep. The site also was a little farther north than the Zhentil Keep 
site, and it served as an advanced base for Northkeep's agents operating at the northeast section 
of the Moonsea. 

The portal and the subterranean vault containing it also were similar to the Zhentil Keep portal. 
The vault was located on high ground north of the Stojanow River and about 20 feet 
underground, with a secret entrance disguised as a huge boulder. Also like the Zhentil Keep 
portal, it had a well, sleeping niches, and storage areas for supplies, and a second secret door 
hid the portal itself, which was physically identical to the Zhentil Keep portal. (The tiny chamber, 
little more than an alcove, has walls that bear an intricate tracery of arcane symbols and obscure 
runes.)  

Similar to the Zhentil Keep portal, this portal was lost after the fall of Northkeep, only to be 
rediscovered in later centuries as the people of Phlan built their city. Over the years, Phlan saw 
even more destruction and rebuilding than Zhentil Keep, and the vault containing the portal now 
lies some 40 feet under street level in Phlan's waterfront district. 

 

Today, a ramshackle inn called the Red Spyglass stands over the vault, and the vault serves as 
the building's lower subbasement. The Red Spyglass has a certain charm. It has a ground floor 
built from stone scavenged from the ruins of greater Phlan and two upper stories of wood also 
salvaged from Phlan's ruined areas (along with some wood taken from shipwrecks). A smoky 
common room fills most of the ground floor. A small kitchen occupies its own room and contains a 
staircase leading down to the basement and two subbasements. The Red Spyglass offers strong 
drinks at cheap prices, greasy food, and various tawdry entertainments, with most of them being 
gambling of some sort. Ill-kept rooms on the upper floors are available for rent for almost any 
term a visitor can stand. Most residents are sailors waiting for work on passing ships and the 
occasional miner or hunter who has come to town to sell his wares. 



The proprietors, Eavan and Chandra Oneye, are notable for their matching eye patches and 
colorful garb. The couple claim to have lost their eyes in separate clashes with lake pirates, and 
both decided to retire from the mariner's life and open inns. When they met by chance, they 
decided to pool their resources and later decided to make their partnership more formal. In fact, 
Eavan and Chandra are both weretigers and agents of the People of the Black Blood (both also 
have two good eyes and only wear eye patches for show). Their duties for the organization 
include keeping tabs on the Zhentarim and keeping a lookout for possible new recruits for their 
organization. Although they loathe living in a town, the pair has found the assignment lucrative, 
especially after making the acquaintance of Podel, the vampire who controls the portal at Zhentil 
Keep. Eavan and Chandra make a fairly good living as innkeepers, and they supplement their 
income by shanghaiing unwary patrons, who soon find themselves serving as meals for Podel or 
slowly suffocating in the catacombs below the ruins of Northkeep (described in the first part), 
where the lich Akempus simply lets them expire so he can use their bodes to make undead. 

Eavan and Chandra keep a normal cellar stocked with goods for the inn. Below that is a secret 
subbasement where they chain up their prisoners (usually drunken patrons that can be quietly 
removed from the common room or their rooms on the upper floors). Below that lies the vault with 
the portal. Like the portal at Zhentil Keep, this portal is keyed and can be activated only once a 
day. The key is a knock spell, and the user also much touch the portal with a coin minted in 
Northkeep and must specify a destination: home (Northkeep), west (Zhentil Keep), or east 
(Mulmaster) spoken in Damaran. Failure to use the coin or specify a destination originally sent 
the user into a holding cell; however, this cell has since collapsed. Today, someone using the 
portal incorrectly causes the portal to malfunction (see Table 2-2 in the Forgotten Realms 
Campaign Setting). 

Eavan Oneye: Male human weretiger (human form) Exp 2/Rog 2/Ftr 3; CR 8; Medium-
size shapechanger (human); HD 2d6+2 plus 2d6+2 plus 3d10+3; hp 60; Init +8; Spd 30 
ft.; AC 18, touch 15, flat-footed 14; Atk +7 melee (1d6+3/18-20, scimitar), or +9 ranged 
(1d4+2/0, dart); SA sneak attack +1d6; SQ alternate form, evasion, tiger empathy, traps; 
AL N; SV Fort +7, Ref +9, Will +7; Str 15, Dex 18, Con 13, Int 14, Wis 10, Cha 10. 

Skills and Feats: Balance +6, Bluff +5, Climb +7, Diplomacy +2, Hide +9, Intimidate +2, 
Jump +9, Listen +7, Move Silently +9, Pick Pocket +13, Profession (sailor) +5, Read Lips 
+7, Search +11, Spot +9, Swim +12, Tumble +13, Use Rope +9, Wilderness Lore +5; 
Blind-Fight, Combat Reflexes, Dodge, Expertise, Improved Initiative, Mobility, Power 
Attack, Weapon Focus (claw). 

Alternate Form (Su): Eavan can shift into tiger form as though using the polymorph self 
spell on himself, though his gear is not affected. He also can assume a bipedal hybrid 
form with prehensile hands and animalistic features. Changing to or from tiger or hybrid 
form is a standard action. Upon assuming either form, Eavan regains hit points as if he 
had rested for a day. If slain, he reverts to his humanoid form, although he remains 
dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Eavan can communicate and empathize with normal or dire tigers. 
This ability gives him a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Possessions: Bracers of armor +1, cloak of resistance +1, ring of protection +1, 
scimitar, 6 darts, gloves of Dexterity +2 , 2 potions of cure serious wounds, potion of 
haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

-  



Eavan Oneye: Male human weretiger (hybrid form) Exp 2/Rog 2/Ftr 3; CR 8; Medium-
size shapechanger (human); HD 2d6+8 plus 2d6+8 plus 3d10+12; hp 60; Init +10; Spd 
40 ft.; AC 23, touch 17, flat-footed 17; Atk +12 melee (1d8+6, 2 claws) and +9 melee 
(2d6+3, bite), or +11 melee (1d6+9/18-20, scimitar), or +11 ranged (1d4+6, dart); SA 
improved grab, pounce, rake 1d8+3, sneak attack +1d6; SQ alternate form, DR 15/silver 
evasion, tiger empathy, traps; AL N; SV Fort +10, Ref +11, Will +7; Str 22, Dex 22, Con 
19, Int 14, Wis 10, Cha 10.  

Skills and Feats: Balance +8, Bluff +5, Climb +11, Diplomacy +2, Hide +11, Intimidate 
+2, Jump +13, Listen +11, Move Silently +11, Pick Pocket +15, Profession (sailor) +5, 
Read Lips +7, Search +15, Spot +10, Swim +16, Tumble +15, Use Rope +11, 
Wilderness Lore +5; Blind-Fight, Combat Reflexes, Dodge, Expertise, Improved 
Initiative, Mobility, Multiattack, Power Attack, Weapon Focus (claw). 

Improved Grab (Ex): To use this ability, Eavan must hit with his bite attack. If he gets a 
hold, he can rake. 

Pounce (Ex): If Eavan charges, he can make a full attack (including a rake attempt; see 
below) even though he has moved. 

Rake (Ex): On any round that Eavan has a hold on an opponent, he can make two rake 
attacks (+12 melee) with his hind legs for 1d8+3 points of damage each. Eavan can also 
attempt to rake when he pounces on an opponent. 

Alternate Form (Su): Eavan can shift into tiger form as though using the polymorph self 
spell on himself, though his gear is not affected. He also can assume a bipedal hybrid 
form with prehensile hands and animalistic features. Changing to or from tiger or hybrid 
form is a standard action. Upon assuming either form, Eavan regains hit points as if he 
had rested for a day. If slain, he reverts to his humanoid form, although he remains 
dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Eavan can communicate and empathize with normal or dire tigers. 
This ability gives him a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Possessions: Bracers of armor +1, cloak of resistance +1, ring of protection +1, 
scimitar, 6 darts, gloves of Dexterity +2 , 2 potions of cure serious wounds, potion of 
haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

-  
Chandra: Female human weretiger Exp 2/Rog 2/Enc 3; CR 8; Medium-size 
shapechanger (human); HD 2d6+2 plus 2d6+2 plus 3d4+3; hp 42; Init +7; Spd 30 ft.; AC 
17, touch 14, flat-footed 14; Atk +3 melee (1d6, quarterstaff), or +6 ranged (1d8/19-20, 
light crossbow); SA sneak attack +1d6; SQ alternate form, evasion, tiger empathy, traps; 
AL N; SV Fort +5, Ref +8, Will +11; Str 10, Dex 16, Con 13, Int 17, Wis 14, Cha 10.  

Skills and Feats: Balance +5, Bluff +5, Concentration +7, Diplomacy +2, Hide +8, 
Intimidate +2, Jump +2, Knowledge (arcana) +9, Listen +9, Move Silently +8, Pick 
Pocket +12, Profession (sailor) +7, Read Lips +8, Search +12, Spellcraft +9, Spot +11, 
Swim +5, Tumble +10, Use Rope +8, Wilderness Lore +7; Blind-Fight, Combat Reflexes, 
Dodge, Heighten Spell, Improved Initiative, Scribe Scroll. 

Alternate Form (Su): Chandra can shift into tiger form as though using the polymorph 



self spell on herself, though her gear is not affected. She also can assume a bipedal 
hybrid form with prehensile hands and animalistic features. Changing to or from tiger or 
hybrid form is a standard action. Upon assuming either form, Chandra regains hit points 
as if she had rested for a day. If slain, she reverts to her humanoid form, although she 
remains dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Chandra can communicate and empathize with normal or dire 
tigers. This ability gives her a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Wizard Spells Prepared (5/4/3; save DC 13 + spell level; prohibited school: 
Conjuration): 0 -- daze, detect magic, flare, mage hand, prestidigitation; 1st -- animate 
rope, hypnotism (2), sleep; 2nd -- heightened charm person (2), Tasha's hideous 
laughter. 

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, read 
magic, resistance; 1st -- animate rope, charm person, hypnotism, magic missile, sleep; 
2nd -- cat's grace, detect thoughts, invisibility, knock, see invisibility, Tasha's hideous 
laughter. 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor+1, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, 2 potions of cure serious 
wounds, potion of haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

-  
Chandra: Female human weretiger (hybrid form) Exp 2/Rog 2/Enc 3; CR 8; Medium-
size shapechanger (human); HD 2d6+8 plus 2d6+8 plus 3d4+12; hp 42; Init +9; Spd 40 
ft.; AC 22, touch 16, flat-footed 17; Atk +10 melee (1d8+6, 2 claws) and +7 melee 
(2d6+3, bite), or +9 melee (1d6+9, quarterstaff), or +8 ranged (1d8/19-20, light 
crossbow); SA improved grab, pounce, rake 1d8+3, sneak attack +1d6; SQ alternate 
form, DR 15/silver, evasion, tiger empathy, traps; AL N; SV Fort +8, Ref +10, Will +11; 
Str 22, Dex 20, Con 19, Int 17, Wis 14, Cha 10. 

Skills and Feats: Balance +7, Bluff +5, Concentration +10, Diplomacy +2, Hide +10, 
Intimidate +2, Jump +8, Knowledge (arcana) +9, Listen +13, Move Silently +10, Pick 
Pocket +14, Profession (sailor) +7, Read Lips +8, Search +12, Spellcraft +9, Spot +11, 
Swim +11, Tumble +12, Use Rope +10, Wilderness Lore +7; Blind-Fight, Combat 
Reflexes, Dodge, Heighten Spell, Improved Initiative, Multiattack , Power Attack, Scribe 
Scroll. 

Wizard Spells Prepared (5/4/3; save DC 13 + spell level; prohibited school: 
Conjuration): 0 -- daze, detect magic, flare, mage hand, prestidigitation; 1st -- animate 
rope, hypnotism (2), sleep; 2nd -- heightened charm person (2), Tasha's hideous 
laughter.  

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, read 
magic, resistance; 1st -- animate rope, charm person, hypnotism, magic missile, sleep; 
2nd -- cat's grace, detect thoughts, invisibility, knock, see invisibility, Tasha's hideous 
laughter. 

Improved Grab (Ex): To use this ability, Chandra must hit with her bite attack. If she 



gets a hold, she can rake. 

Pounce (Ex): If Chandra charges, she can make a full attack (including a rake attempt; 
see below) even though she has moved. 

Rake (Ex): On any round that Chandra has a hold on an opponent, she can make two 
rake attacks (+10 melee) with her hind legs for 1d8+3 points of damage each. Chandra 
can also attempt to rake when she pounces on an opponent. 

Alternate Form (Su): Chandra can shift into tiger form as though using the polymorph 
self spell on herself, though her gear is not affected. She also can assume a bipedal 
hybrid form with prehensile hands and animalistic features. Changing to or from tiger or 
hybrid form is a standard action. Upon assuming either form, Chandra regains hit points 
as if she had rested for a day. If slain, she reverts to her humanoid form, although she 
remains dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Chandra can communicate and empathize with normal or dire 
tigers. This ability gives her a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor+1, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, 2 potions of cure serious 
wounds, potion of haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

-  
Eavan: Male human weretiger (human form) Exp 2/Rog 4/Ftr 5; CR 8; Medium-size 
shapechanger (human); HD 2d6+2 plus 4d6+4 plus 5d10+5; hp 93; Init +8; Spd 30 ft.; 
AC 19, touch 15, flat-footed 19; Atk +11/+6 melee (1d6+3/18-20, scimitar), or +13/+8 
ranged (1d4+2/0, dart); SA sneak attack (+2d6); SQ alternate form, evasion, tiger 
empathy, traps, uncanny dodge (Dex bonus to AC); AL N; SV Fort +9, Ref +10, Will +8; 
Str 15, Dex 19, Con 13, Int 14, Wis 10, Cha 10.  

Skills and Feats: Balance +6, Bluff +5, Climb +11, Diplomacy +2, Hide +9, Intimidate +2, 
Jump +13, Listen +14, Move Silently +9, Pick Pocket +16, Profession (sailor) +5, Read 
Lips +7, Search +11, Spot +9, Swim +16, Tumble +18, Use Rope +14, Wilderness Lore 
+5; Blind-Fight, Combat Reflexes, Dodge, Expertise, Improved Initiative, Mobility, Power 
Attack, Spring Attack, Weapon Focus (claw), Weapon Specialization (claw). 

Alternate Form (Su): Eavan can shift into tiger form as though using the polymorph self 
spell on himself, though his gear is not affected. He also can assume a bipedal hybrid 
form with prehensile hands and animalistic features. Changing to or from tiger or hybrid 
form is a standard action. Upon assuming either form, Eavan regains hit points as if he 
had rested for a day. If slain, he reverts to his humanoid form, although he remains 
dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Eavan can communicate and empathize with normal or dire tigers. 
This ability gives him a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor+2 , cloak of 
resistance +1, ring of protection +1, 2 potions of cure serious wounds, potion of haste, oil 
of slipperiness, tanglefoot bag, 2 smokesticks. 



-  
Eavan: Male human weretiger (hybrid form) Exp 2/Rog 4/Ftr 5; CR 10; Medium-size 
shapechanger (human); HD 2d6+8 plus 4d6+16 plus 5d10+20; hp 93; Init +10; Spd 40 
ft.; AC 24, touch 17, flat-footed 24; Atk +18 melee (1d8+10, 2 claws) and +12 melee 
(2d6+4, bite), or +17/+12 melee (1d6+12/18-20, scimitar), or +15/+10 ranged (1d4+8, 
dart); SA improved grab, pounce, rake 1d8+4, sneak attack +2d6; SQ alternate form, DR 
15/silver, evasion, tiger empathy, traps, uncanny dodge (Dex bonus to AC); AL N; SV 
Fort +12, Ref +12, Will +8; Str 27, Dex 23, Con 19, Int 14, Wis 10, Cha 10.  

Skills and Feats: Balance +8, Bluff +5, Climb +17, Diplomacy +2, Hide +11, Intimidate 
+2, Jump +19, Listen +18, Move Silently +11, Pick Pocket +18, Profession (sailor) +5, 
Read Lips +7, Search +15, Spot +9, Swim +22, Tumble +20, Use Rope +16, Wilderness 
Lore +5; Blind-Fight, Combat Reflexes, Dodge, Expertise, Improved Initiative, Mobility, 
Power Attack, Spring Attack, Weapon Focus (claw), Weapon Specialization (claw). 

Improved Grab (Ex): To use this ability, Eavan must hit with his bite attack. If he gets a 
hold, he can rake. 

Pounce (Ex): If Eavan charges, he can make a full attack (including a rake attempt; see 
below) even though he has moved. 

Rake (Ex): On any round that Eavan has a hold on an opponent, he can make two rake 
attacks (+18 melee) with his hind legs for 1d8+4 points of damage each. Eavan can also 
attempt to rake when he pounces on an opponent. 

Alternate Form (Su): Eavan can shift into tiger form as though using the polymorph self 
spell on himself, though his gear is not affected. He also can assume a bipedal hybrid 
form with prehensile hands and animalistic features. Changing to or from tiger or hybrid 
form is a standard action. Upon assuming either form, Eavan regains hit points as if he 
had rested for a day. If slain, he reverts to his humanoid form, although he remains 
dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Eavan can communicate and empathize with normal or dire tigers. 
This ability gives him a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor +2, cloak of 
resistance +1, ring of protection +1, 2 potions of cure serious wounds, potion of haste, oil 
of slipperiness, tanglefoot bag, 2 smokesticks. 

-  
Chandra: Female human weretiger Exp 2/Rog 2/Enc 7; CR 12; Medium-size 
shapechanger (human); HD 2d6+2 plus 2d6+2 plus 7d4+7; hp 76; Init +7; Spd 30 ft.; AC 
18, touch 14, flat-footed 15; Atk +5 melee (1d6, quarterstaff), or +8 ranged (1d8/19-20, 
light crossbow); SA sneak attack +1d6; SQ alternate form, evasion, tiger empathy, traps; 
AL N; SV Fort +6, Ref +9, Will +13; Str 10, Dex 16, Con 13, Int 18, Wis 14, Cha 10.  

Skills and Feats: Balance +5, Bluff +5, Concentration +15, Diplomacy +2, Hide +10, 
Intimidate +2, Jump +2, Knowledge (arcana) +18, Listen +9, Move Silently +8, Pick 
Pocket +12, Profession (sailor) +7, Read Lips +9, Search +13, Spellcraft +18, Spot +11, 
Swim +5, Tumble +10, Use Rope +8, Wilderness Lore +7; Blind-Fight, Brew Potion, 
Combat Reflexes, Dodge, Heighten Spell, Improved Initiative, Scribe Scroll, Spell Focus 



(Enchantment). 

Alternate Form (Su): Chandra can shift into tiger form as though using the polymorph 
self spell on herself, though her gear is not affected. She also can assume a bipedal 
hybrid form with prehensile hands and animalistic features. Changing to or from tiger or 
hybrid form is a standard action. Upon assuming either form, Chandra regains hit points 
as if she had rested for a day. If slain, she reverts to her humanoid form, although she 
remains dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Chandra can communicate and empathize with normal or dire 
tigers. This ability gives her a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Wizard Spells Prepared (5/6/5/4/3; save DC 14 + spell level, or 16 + spell level for 
enchantment spells; prohibited school: Conjuration): 0 -- daze*, detect magic, flare, 
mage hand, prestidigitation; 1st -- animate rope, endure elements, hypnotism* (2), 
shield, sleep*; 2nd -- blur, detect thoughts, invisibility, see invisibility, Tasha's hideous 
laughter*; 3rd -- fly, haste, hold person*, suggestion*; 4th -- charm monster* (2), Otiluke's 
resilient sphere.  

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, read 
magic, resistance; 1st -- animate rope, charm person*, endure elements, expeditious 
retreat, hypnotism*, magic missile, shield, sleep*; 2nd -- blur, cat's grace, detect 
thoughts, invisibility, knock, see invisibility, Tasha's hideous laughter*; 3rd -- dispel 
magic, fly, haste, hold person*, suggestion*, vampiric touch; 4th -- charm monster*, 
confusion*, emotion*, lesser geas*, Otiluke's resilient sphere. 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor +2, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, 2 potions of cure serious 
wounds, potion of haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

-  
Chandra: Female human weretiger (hybrid form) Exp 2/Rog 2/Enc 7; CR 12; Medium-
size shapechanger (human); HD 2d6+8 plus 2d6+8 plus 7d4+28; hp 76; Init +9; Spd 40 
ft.; AC 23, touch 16, flat-footed 18; Atk +12 melee (1d8+6, 2 claws) and +9 melee 
(2d6+3, bite), or +11 melee (1d6+9, quarterstaff), or +10 ranged (1d8/19-20, light 
crossbow); SA improved grab, pounce, rake (1d8+3), sneak attack +1d6; SQ alternate 
form, DR 15/silver, evasion, tiger empathy, traps; AL N; SV Fort +9, Ref +11, Will +13; 
Str 22, Dex 20, Con 19, Int 18, Wis 14, Cha 10. 

Skills and Feats: Balance +7, Bluff +5, Concentration +18, Diplomacy +2, Hide +12, 
Intimidate +2, Jump +8, Knowledge (arcana) +18, Listen +13, Move Silently +10, Pick 
Pocket +14, Profession (sailor) +7, Read Lips +9, Search +17, Spellcraft +18, Spot +15, 
Swim +11, Tumble +12, Use Rope +10, Wilderness Lore +7; Blind-Fight, Brew Potion, 
Combat Reflexes, Dodge, Heighten Spell, Improved Initiative , Multiattack, Scribe Scroll, 
Spell Focus (Enchantment). 

Improved Grab (Ex): To use this ability, Chandra must hit with her bite attack. If she 
gets a hold, she can rake. 

Pounce (Ex): If Chandra charges, she can make a full attack (including a rake attempt; 



see below) even though she has moved. 

Rake (Ex): On any round that Chandra has a hold on an opponent, she can make two 
rake attacks (+12 melee) with her hind legs for 1d8+3 points of damage each. Chandra 
can also attempt to rake when she pounces on an opponent. 

Alternate Form (Su): Chandra can shift into tiger form as though using the polymorph 
self spell on herself, though her gear is not affected. She also can assume a bipedal 
hybrid form with prehensile hands and animalistic features. Changing to or from tiger or 
hybrid form is a standard action. Upon assuming either form, Chandra regains hit points 
as if she had rested for a day. If slain, she reverts to her humanoid form, although she 
remains dead. Separated body parts retain their animal form, however. 

Tiger Empathy (Ex): Chandra can communicate and empathize with normal or dire 
tigers. This ability gives her a +4 racial bonus on checks made to influence the animal's 
attitude. It also allows the communication of simple concepts and (if the animal is 
friendly) commands, such as "friend," "foe," "flee," and "attack." 

Wizard Spells Prepared (5/6/5/4/3; save DC 14 + spell level, or 16 + spell level for 
enchantment spells; prohibited school: Conjuration): 0 -- daze*, detect magic, flare, 
mage hand, prestidigitation; 1st -- animate rope, endure elements, hypnotism* (2), 
shield, sleep*; 2nd -- blur, detect thoughts, invisibility, see invisibility, Tasha's hideous 
laughter*; 3rd -- fly, haste, hold person*, suggestion*; 4th -- charm monster* (2), Otiluke's 
resilient sphere. 

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, disrupt 
undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, read 
magic, resistance; 1st -- animate rope, charm person*, endure elements, expeditious 
retreat, hypnotism*, magic missile, shield, sleep*; 2nd -- blur, cat's grace, detect 
thoughts, invisibility, knock, see invisibility, Tasha's hideous laughter*; 3rd -- dispel 
magic, fly, haste, hold person*, suggestion*, vampiric touch; 4th -- charm monster*, 
confusion*, emotion*, lesser geas*, Otiluke's resilient sphere. 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor +2, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, 2 potions of cure serious 
wounds, potion of haste, oil of slipperiness, tanglefoot bag, 2 smokesticks. 

Dire Tiger: hp 120; see Monster Manual. 

(EL 10) Average party level 10 (four 10th-level characters): Eavan and Chandra at 6th level. 

(EL 12) Average party level 12 (four 12th-level characters): Eavan and Chandra at 6th level, 2 
dire tigers. 

(EL 14) Average party level 14 (four 14th-level characters): Eavan and Chandra at 10th level. 

How to Incorporate the Phlan Portal Into Your Campaign 

 The characters visit the Red Spyglass, where Evan and Chandra attack them. 

 The characters hear rumors of a lycanthrope stalking the streets of Phlan and are hired to 
hunt down the beast. (The lycanthrope might be Evan and Chandra, or it could be a new 
arrival who has come to Phlan seeking contact with the People of the Black Blood.) 



 The characters are traveling by ship along the Moonsea. After a stopover in Phlan, their 
departure is delayed indefinitely when a key member of the crew (or several crew 
members) fail to return to the ship after a night on the town. The ship's captain asks the 
PCs to investigate. The missing crew, of course, have fallen into Evan and Chandra's 
clutches, and they soon will be dead (or worse) if not quickly rescued. 



The Mulmaster Portal 

Like the portal at Zhentil Keep described in the second part of this series, the rulers of Northkeep 
built this portal long before there was any permanent settlement at the site of the current city of 
Mulmaster. The portal was built here for many of the same reasons the Zhentil Keep portal was 
built where it was: the area was a well-used campsite on a major caravan trail that also offered a 
safe anchorage for ships from Northkeep. The site also gave the Rulers of Northkeep quick 
access to the eastern end of the Moonsea and a jumping-off place for operations in the Earthspur 
Mountains, Cormanthor, and the Vast. 

The portal and the subterranean vault containing it also were similar to the Zhentil Keep portal. 
The vault was located near the Moonsea shore, well up the mountain slope that marks the site of 
the current city. As in Zhentil Keep, the vault had a secret entrance disguised as a huge boulder. 
Also like the Zhentil Keep portal, the vault had a well, sleeping niches, and storage areas for 
supplies, and a second secret door hid the portal itself, which was physically identical to the 
Zhentil Keep portal. 

 

Also like the Zhentil Keep portal, this portal was lost after the fall of Northkeep, only to be 
rediscovered in later centuries as the people of Mulmaster built their city. Unlike Zhentil Keep and 
Phlan, Mulmaster has not suffered successive waves of destruction and rebuilding, and the vault 
containing the portal still lies at its original depth of about 20 feet below the surface. The area 
where the vault lies now serves as Mulmaster's commercial district, and a multistory building 
stands at the site. The building's upper floors house a mixture of working folk, scholars, and 
young professionals and craftworkers who have not yet established themselves in their 
professions or trades firmly enough to have their own business or homes. Several of the 
residents are junior Cloaks of Mulmaster (see page 161 in the Forgotten Realms Campaign 
Setting). The building's ground floor contains several small shops, including a scribe, a 
lampmaker, a tailor, and a bookbinder. 

Below the ground floor is a basement with a separate section for the shops above. Each shop 
has its own staircase to its basement. The vault with the portal is below the scribe's shop, and the 
vault's entrance is hidden behind a fairly new secret door. The vault looks very much as it did 
during the Northkeep years, except that the well has been converted into a staircase that 
connects to an underground passage that leads to a warehouse down at the harbor.  



Like the portal at Zhentil Keep, this portal here is behind a secret door, is keyed, and can be 
activated only once a day. The key is a knock spell, and the user also much touch the portal with 
a coin minted in Northkeep and must specify a destination: home (Northkeep), west (Zhentil 
Keep), or north (Phlan) spoken in Damaran. Failure to use the coin or specify a destination 
originally sent the user into a holding cell; however, this cell has since collapsed. Today, 
someone using the portal incorrectly causes the portal to malfunction (see Table 2-2 in the 
Forgotten Realms Campaign Setting). 

The scribe, one Avehola Longfingers, owns the building and also is a Cloak. Avehola has kept the 
existence of the portal secret, but never used it much until the vampire Podel from Zhentil Keep 
(see the second part) began experimenting with the portal he controls. Now, Avehola actively 
imports undead that the lich Akempus makes below Northkeep (see part 1). Thus far, Avehola 
and her customers are satisfied with their undead servants, but they do not suspect that the 
creatures might turn on them someday. 

Avehola: Female human Cjr 8; CR 8; Medium-size humanoid; HD 8d4+11; hp 41; Init 
+1; Spd 30 ft.; AC 13, touch 12, flat-footed 12; Atk +4 melee (1d6, quarterstaff), or +7 
ranged (1d8/19-20, masterwork light crossbow with masterwork crossbow bolts); AL NE; 
SV Fort +4, Ref +6, Will +8; Str 10, Dex 13, Con 12, Int 20, Wis 12, Cha 8.  

Skills and Feats: Concentration +12, Craft (papermaking) +13, Knowledge (arcana) +13, 
Knowledge (local) +13, Knowledge (religion) +13, Knowledge (undead) +13, Profession 
(scribe) +9, Spellcraft +16; Brew Potion, Empower Spell, Lightning Reflexes, Scribe 
Scroll, Spell Penetration, Toughness. 

Wizard Spells Prepared (5/7/5/5/4; save DC 15 + spell level; prohibited schools: 
Enchantment, Illusion): 0 -- arcane mark, detect magic, open/close, prestidigitation, ray 
of frost; 1st -- expeditious retreat, mage armor, magic missile (2), negative energy ray1, 
shield, unseen servant; 2nd -- glitterdust, Melf's acid arrow, see invisibility, summon 
swarm, web; 3rd -- flame arrow, negative energy burst1, stinking cloud, summon monster 
III (2); 4th -- empowered Melf's acid arrow, negative energy wave1, stoneskin, summon 
monster IV. 

Spellbook: 0 -- arcane mark, dancing lights, detect magic, detect poison, disrupt 
undead, flare, light, mage hand, mending, open/close, prestidigitation, ray of frost, read 
magic, resistance; 1st -- alarm, detect undead, expeditious retreat, grease, identify, 
mage armor, magic missile, mount, negative energy ray1, obscuring mist, shield, 
summon monster I, 2nd -- arcane lock, fog cloud, glitterdust, knock, Melf's acid arrow, 
resist elements, see invisibility, summon monster II, summon swarm, web; 3rd -- 
clairaudience/clairvoyance, dispel magic, flame arrow, fly, greater magic weapon, 
negative energy burst1, phantom steed, sepia snake sigil, stinking cloud, summon 
monster III; 4th -- negative energy wave*, Evard's black tentacles, Leomund's secure 
shelter, minor creation, solid fog, stoneskin, summon monster IV. 

*Spell from Tome and Blood. 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor +1, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, scroll of dimension door, 
scroll of ice storm, scroll of wall of ice, wand of Aganazzar's scorcher* (27 charges). 

*Spell from the Forgotten Realms Campaign Setting 
-  

Avehola : Female human Cjr 11; CR 11; Medium-size humanoid; HD 11d4+14; hp 0; Init 



+1; Spd 30 ft.; AC 15, touch 12, flat-footed 14; Atk +5 melee (1d6, quarterstaff), or +8 
ranged (1d8/19-20, masterwork light crossbow with masterwork crossbow bolts); AL NE; 
SV Fort +7, Ref +7, Will +9; Str 10, Dex 13, Con 12, Int 20, Wis 12, Cha 8.  

Skills and Feats: Bluff +4, Concentration +15, Craft (bookbinding)+13, Craft 
(papermaking) +13, Diplomacy +1, Intimidate +1, Knowledge (arcana) +13, Knowledge 
(local) +13, Knowledge (religion) +13, Knowledge (undead) +13, Profession (scribe) +9, 
Spellcraft +19; Brew Potion, Empower Spell, Great Fortitude, Lightning Reflexes, 
Maximize Spell, Scribe Scroll , Spell Penetration, Toughness. 

Wizard Spells Prepared (5/7/6/6/5/4/2; save DC 15 + spell level): 0 -- arcane mark, 
detect magic, open/close, prestidigitation, ray of frost; 1st -- expeditious retreat, mage 
armor, magic missile (2), negative energy ray*, shield, unseen servant; 2nd -- glitterdust 
(2), Melf's acid arrow, see invisibility, summon swarm, web; 3rd -- flame arrow (2), fly, 
negative energy burst* (2), stinking cloud; 4th -- Evard's black tentacles, negative energy 
wave* (2), stoneskin, summon monster IV; 5th -- cloudkill, empowered flame arrow, 
maximized Melf's acid arrow, summon monster V; 6th -- greater dispelling, summon 
monster VI. 

Spellbook: 0 -- arcane mark, dancing lights, detect magic, detect poison, disrupt 
undead, flare, light, mage hand, mending, open/close, prestidigitation, ray of frost, read 
magic, resistance; 1st -- alarm, detect undead, expeditious retreat, grease, identify, 
mage armor, magic missile, mount, negative energy ray*, obscuring mist, shield, 
summon monster I, 2nd -- arcane lock, fog cloud, glitterdust, knock, Melf's acid arrow, 
resist elements, see invisibility, summon monster II, summon swarm, web; 3rd -- 
clairaudience/clairvoyance, dispel magic, flame arrow, fly, greater magic weapon, 
negative energy burst*, phantom steed, sepia snake sigil, stinking cloud, summon 
monster III; 4th -- Evard's black tentacles, Leomund's secure shelter, minor creation, 
negative energy wave*, solid fog, stoneskin, summon monster IV; 5th -- cloudkill, 
Leomund's secret chest, lesser planar binding, major creation, Mordenkainen's faithful 
hound, summon monster V, wall of iron, wall of stone; 6th -- acid fog, greater dispelling, 
planar binding, summon monster VI. 

*Spell from Tome and Blood. 

Possessions: Quarterstaff, light crossbow, 10 bolts, bracers of armor +2, cloak of 
resistance +1, ring of protection +1, headband of intellect +2, scroll of teleport, scroll of 
ice storm, scroll of wall of force, wand of Aganazzar's scorcher* (27 charges). 

*Spell from the Forgotten Realms Campaign Setting. 

Mohrg: hp 91; see Monster Manual. 

Vampire: hp 32; see Monster Manual. 

Zombie: hp 16, see Monster Manual. 

(EL 10) Average party level 10 (four 10th-level characters): Avehola at 8th level, 1 mohrg. 

(EL 12) Average party level 12 (four 12th-level characters): Avehola at 8th level, 2 mohrgs and 12 
human (Medium-size) zombies. 



(EL 14) Average party level 14 (four 14th-level characters): Avehola at 11th level, 3 mohrgs, and 
4 vampires (5th-level human fighters). 

How to Incorporate the Mulmaster Portal Into Your Campaign: 

 The player characters are hired to help guard a shipment leaving Mulmaster for some 
locale north of the Moonsea. Unknown to the PCs, the shipment actually contains a gang 
of undead (mohrgs and zombies). This fact is revealed when a mishap releases the 
undead. 

 When visiting Mulmaster, the PCs find themselves suddenly confronting a gang of 
undead. The creatures were put to work at some menial task within the city, but they 
strayed from their work site. 

 A senior Cloak approaches the PCs while they are visiting Mulmaster and asks for some 
help with a matter of some delicacy. It seems that the Cloak Avehola Longfingers has 
gotten herself involved in some sort of smuggling operation. It's nothing truly suspicious 
or sinister, but it is a matter for concern and one best investigated quietly by outsiders 
who cannot be accused of having any partisan interests in the matter. 



Racial Portals of Faerun 

Riddled with portals that bridge the gulf between planes, the land of Faerûn is a crossroads for all 
manner of strange beings. Some arrive on Toril by chance, others by choice, and still others 
because of magical summons. Some are devils and archfiends from the vilest planes; others are 
djinn and efreet traveling from the elemental planes; and others are the servitors of the gods who 
have been sent by their masters on errands meant to forward the spread of their particular 
beliefs. All have left an indelible mark upon the land. 

These traces take many forms: Sometimes they are in the landscape or in strange artifacts left 
behind by a careless deity. Sometimes, traces of an outsider's passage are found in the blood of 
the races of Faerûn. The planetouched bear the burden of an outsider's parentage -- the aasimar, 
descendants of good beings who are forced to live with the markings of their celestial lineage; 
and the tieflings, forever stigmatized with the physical manifestation of their infernal heritage. The 
genasi, product of the union between a mortal and an elemental being, dwell uncomfortably 
between their parents' different worlds: cut off from both, belonging to neither. 

While the planetouched and genasi are uncommon in their appearance, they at least conform to 
accepted ideas of mortals, magic, and their relationship to the world. Stranger still than the 
planetouched or the genasi are those traces left by the gnome deity Gond. His followers, the 
Lantanese gnomes and their descendants, venerate technology. Unique throughout all of Faerûn, 
the gnomes of Lantan present more than an academic curiosity -- they represent an alternative to 
the dominance of magic in the mortal world. As such, they challenge the status quo of Faerûn, 
which is a dangerous movement that may one day change the face of the mortal world. 

The following selection of portals detail the avenues by which these powerful extraplanar beings 
come and go through Faerûn. Certainly more portals exist than those listed here. The history and 
the future of the races of Faerûn have been forever changed because of these portals and the 
ease with which they allow powerful beings to enter the mortal world. 



Thayan Portal 

The Red Wizards of Thay have been responsible for many atrocities throughout the course of 
their existence. Many of them show no restraint or remorse in their dealings with the foulest of 
extraplanar beings. Their only goal is the accrual of magical knowledge and the commensurate 
power, both political and economic, that will one day allow them to dominate the whole of Faerûn. 
They are unscrupulous and relentless in this pursuit, and they often sacrifice the lives of other 
sentient creatures without hesitation to gain the smallest advantage in their endless struggle for 
dominance. 

Numerous portals are hidden throughout 
Thay, and some are known only to members 
of a particular magical school or to a certain 
cadre of allied mages. Several of these 
portals lead to other locations in Faerûn, 
while others reach outward to the farthest 
and foulest planes. These latter are often 
used by the Red Wizards as a ready means 
of commerce. The Red Wizards barter with 
demons, devils, and evil gods for greater 
knowledge and power. No price is too high, if 
the reward offered is great enough. Nevron, 
zulkir of Conjuration, is particularly interested 
in establishing and maintaining relationships 
with these evil beings. He invests much of his time in the study of demonology, and many suspect 
that he counts more than one powerful demon lord amongst his allies. The other zulkir would do 
well to watch Nevron carefully, because his study of the Outer Planes may one day lead him to 
the limitless power he seeks. 

Using one such portal to the Outer Planes, the Red Wizards, under direction of the zulkir Nevron, 
conducted one of the most perverse and demented rites ever seen in the human lands of Toril. 
With powerful magic, they coaxed a demon lord through the portal -- though which demon lord 
this was, none can say. Then, sacrificing the blood of no less than twelve innocent victims, the 
Red Wizards proceeded to extract a portion of this demon's life essence and bind it into human 
flesh. From this unholy union resulted the tiefling twins, Oroleth and Udalamath. 

Signs of their infernal parentage were already evident on their infant bodies at the time of their 
creation. Oroleth had unnaturally red skin. Udalamath had cloven hooves where his feet ought to 
have been, and he stank faintly of sulfur no matter how frequently his nurses bathed him. Both 
boys had small, goatlike horns above their eyebrows. 

It was Nevron's intention that these twins would grow into the perfect assassins, loyal only to him, 
that he could use as twin blades in the darkness to eliminate his more stubborn opponents. With 
this goal in mind, the boys were given over to cruel tutors who instructed them in the arts of 
stealth and poison. Udalamath took to this gladly, and by the age of five he had murdered half a 
dozen of his nurses along with one careless instructor. 

Oroleth, on the other hand, did not show the same enthusiasm. Perhaps it was some indomitable 
remnant of the mortal souls sacrificed in his creation. Perhaps it was because his demonic 
progenitor had not been a wholly willing participant in the ceremony that gave Oroleth birth. 
Whatever the cause, the young tiefling learned his lessons with as much aptitude, but with far 
less joy than his brother. His imagination was captured not by the prospect of slaughter from the 
shadows, but by the sight of the forests of the Thayan countryside visible outside his bedroom 
window. 



Oroleth, using the training imparted to him by his tutors, slipped away under cover of darkness on 
a moonlit night. Pledging his devotion to the gods of nature, he sought to leave the way of the 
assassin and the lands of Thay far behind him. He fled into the far North, hoping to lose himself in 
the vast expanse of snow and ice. His flight, however, has been in vain -- for the Red Wizards 
have dispatched his brother with orders to hunt Oroleth down and destroy him. Nevron considers 
the boy a failure, and like most powerful wizards, the zulkir of Conjuration hates to leave a record 
of his failure. 

Meanwhile, the portal that the Red Wizards used to create the twins remains somewhere on the 
island tharch of Alaor, and its exact location is known to Nevron himself and a handful of other 
conjurers. The portal is keyed, requiring the blood of at least a dozen sentient, lawful good 
creatures be emptied into a reservoir at its base before it will open. The portal opens into the 
Abyss near the stronghold of a particularly powerful demon lord. As such, only the most powerful 
or the most ignorant would risk opening it. Even with the proper blood sacrifice, the portal opens 
only once a month. Outsiders can pass through it freely, but only arcane spellcasters can use the 
portal to pass into the Abyss. 

Oroleth: Male tiefling Rog 5/Drd 10; CR 16; Medium-size outsider; HD 5d6+10 plus 
10d8+20; hp 92; Init +8; Spd 30 ft.; AC 17, touch 17, flat-footed 17; Atk +14/+9 melee 
(1d6+5, +2 frost quarterstaff); SA darkness, sneak attack +3d6; SQ animal companion, cold 
resistance 5, electricity resistance 5, evasion, fire resistance 5, nature sense, outsider traits, 
resist nature's lure, trackless step, traps, uncanny dodge (Dex bonus to AC), venom 
immunity, wild shape (Small, Medium-size, or Large animal 4/day), woodland stride; AL N; 
SV Fort +10, Ref +11, Will +11; Str 14, Dex 19, Con 14, Int 18, Wis 16, Cha 10. 

Skills and Feats: Animal Empathy +15, Balance +12, Bluff +10, Climb +10, Concentration 
+20, Decipher Script +12, Diplomacy +2, Disable Device +12, Disguise +8, Escape Artist 
+12, Hide +26, Intimidate +10, Intuit Direction +21, Knowledge (nature) +22, Listen +11, 
Move Silently +12, Use Magic Device +8, Wilderness Lore +16; Empower Spell, Enlarge 
Spell, Extend Spell, Improved Initiative, Skill Focus (Animal Empathy), Skill Focus (Hide). 

Darkenss (Sp): Oroleth can use can use darkness once per day (caster level 15th). 

Animal Companion: Oroleth may have one or more animal companions. This animal is one 
that he has befriended with the spell animal friendship. The total Hit Dice of all animal 
companions at a time may not exceed 10. 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex 
saving throw for half damage, Oroleth takes no damage with a successful saving throw. 

Nature Sense: Oroleth can identify plants and animals (their species and special traits) with 
perfect accuracy. He can determine whether water is safe to drink or dangerous. 

Outsider Traits: Oroleth has darkvision (60-foot range). He cannot be raised or resurrected 
(though a wish or miracle spell can restore life). 

Resist Nature's Lure: Oroleth gains a +4 bonus on saving throws against the spell-like 
abilities of fey (such as dryads, nymphs, and sprites). 

Trackless Step: Oroleth leaves no trail in natural surroundings and cannot be tracked. 

Venom Immunity: Oroleth is immune to all organic poisons, including monster poisons but 



not mineral poisons or poison gas. 

Wild Shape (Sp): Oroleth can change into a Small, Medium-size, or Large animal and back 
again four times per day as per the polymorph self spell. Unlike the standard use of the 
spell, however, he may adopt only one form per use of the ability. Oroleth regains hit points 
as if he had rested for a day. He does not risk the standard penalty for being disoriented 
while in his wild shape. He gains all the creature's special abilities when he does so. 

Woodland Stride: Oroleth may move through natural thorns, briars, overgrown areas, and 
similar terrain at his normal speed and without suffering damage or other impairment. 
However, thorns, briars, and overgrown areas that are enchanted or magically manipulated 
to impede motion still affect him. 

Druid Spells Prepared (6/5/5/4/3/2; save DC 13 + spell level): 0 -- create water, cure minor 
wounds (2), detect magic, light, read magic; 1st -- animal friendship, cure light wounds (2), 
faerie fire, goodberry; 2nd -- delay poison, heat metal, hold animal, speak with animals, 
summon nature's ally II; 3rd -- contagion, cure moderate wounds, protection from elements, 
summon nature's ally III; 4th -- reincarnate, repel vermin, summon nature's ally IV; 5th -- 
cure critical wounds, wall of thorns. 

Possessions: +2 frost quarterstaff, cloak of elvenkind, murlynd's spoon, +3 ring of 
protection, portable hole, 20 feet of rope, water. 

How to Incorporate the Thayan Portal Into Your Campaign 

 Udalamath, his demonic appearance disguised by magical and mundane means, 
attempts to enlist the PCs in the hunt for an evil druid who is plaguing the northlands. The 
druid, of course, is Oroleth, Udalamath's twin. The tiefling druid may try to expose his 
brother's lies but, being primarily interested in solitude and self-preservation, he does not 
hesitate to strike back against the PCs should they appear to be a credible threat to his 
life. 

 Oroleth emerges from the High Ice, having learned that Nevron plans once again to 
employ the portal to create another pair of twin assassins. Fearing that this will give his 
evil progenitor an insurmountable advantage, Oroleth enlists the PCs in an attempt to 
thwart Nevron's plans and, if at all possible, destroy the portal. 

 The PCs learn that the zulkir of Conjuration intends to use a portal to contact a powerful 
demon lord, with the goal of forging a military alliance and bringing a demonic army into 
Faerûn. To avoid this catastrophe, the PCs must first find the location of the portal. To 
learn the location of the portal, they must find Oroleth in the Northlands and persuade 
him that it is in his interest, and the interest of the natural world, to thwart Nevron's plan. 



Mulhorandi Portal 

The Thayans do not possess a monopoly on demonology and 
evil magic. Thay was once a province of the Mulhorandi empire, 
which was an ancient and decadent culture that has only recently 
begun to reclaim some parts of its former glory. Followers of the 
Mulhorandi gods Set and Sebek are guilty of atrocities that would 
make a Red Wizard turn pale. The Mulhorandi themselves were 
once subjects of the Imaskari Empire, an extraplanar race ruled 
by powerful wizard-kings. 

With a history so rich and dark, it is little wonder that many forgotten portals lie hidden in the 
deserts and mountains of Mulhrond. 

One such portal is in Raurin, a region frequently called the Dust Desert. It was here that, ages 
ago, the Mulhorandi waged their war against their Imaskari masters. The land was permanently 
scarred by their conflict, and it is now nearly uninhabitable. Among those few who brave the perils 
of the Dust Desert are the worshipers of Set, who maintain a temple in the region. The secluded, 
inhospitable geography provides the perfect refuge for the depraved worship of their ophidian 
god. 

Unknown to the worshippers of Set, hidden perhaps even from the yellow eyes of the serpent-god 
himself, a long-forgotten portal to an Outer Plane is buried beneath the sands in a nearby ruin. 
Occasionally, the desert winds shift and expose the worn stones of this ruin, sometimes allowing 
the angular top of the portal's structure to be seen in the light of day. This is only a momentary 
phenomenon, however, because the desert sands shift quickly, as though guided by some 
unseen hand, burying the ruins and all those unfortunate enough to be standing near them. 

Should someone reach the portal through the constantly shifting sand, they discover that it will 
not open readily. The portal is keyed to allow only divine spellcasters who have chosen the Evil or 
Darkness domain. The spellcaster in question must cast a spell from either domain at the portal, 
which then absorbs the spell's power. Once activated, the portal remains active for 1 round. 
When active, its surface seems like a rippling sheet of darkness, giving no indication of what may 
await on the other side. 

The Outer Plane that the portal connects to is a lonely, dry place that seems to resemble the Dust 
Desert -- except the sun remains at perpetual twilight, and an unforgiving cold grips the 
landscape. In this grey, dry land no native creatures live. Characters who pass through the portal 
find that they can breathe normally, but they are hard-pressed to find anything to eat or drink. 
Characters passing through this portal have a final, terrible surprise in store for them. The portal 
on the Outer Plane is malfunctioning, and the characters cannot return to their original 
destination. Malfunctioning portals are described in the Forgotten Realms Campaign Setting. 

This nameless Outer Plane, while home to no living creature, may yet contain artifacts of the 
ancient Imaskari -- or perhaps some other, still older magic that would perhaps be better left 
untouched. 

How to Incorporate the Mulhorandi Portal Into Your Campaign 

 A Thayan wizard has discovered ancient manuscripts that allude to a hitherto 
undiscovered portal in the Dust Desert. Believing it to be the doorway to a repository of 
ancient magic, the wizard attempts to engage the PCs in a mission to uncover its exact 
location. 



 The PCs are embroiled in a conflict with the followers of Set, when they inadvertently 
uncover the portal. The followers of Set flee through it. Should the PCs follow, they find a 
dry world of eternal twilight. The portal has ceased to function completely, leaving the 
PCs to find some other way home. 

 An ancient lich from Imaskari awakens in the newly revitalized Mulhorandi empire and 
goes on a bloodthirsty rampage, threatening the lives of every mortal dwelling there. His 
mind numbed by centuries of sleep, the lich refuses to believe that the ancient empire 
has fallen. Once his initial desire for slaughter is sated, the lich begins to search for the 
portal in the Dust Desert -- perhaps to uncover some long-forgotten artifact. The PCs 
must thwart him or face the possible restoration of the Imaskari Empire under his undead 
hands.  



Genasi Refuge Portal 

The genasi are products of the union of elemental creatures, 
such as djinn or efreet, with mortals. While most are proud of 
their unique heritage and special abilities, they still dwell outside 
the mainstream of human society. A well-meaning half-elf wizard 
called Yrrick noticed this insurmountable barrier between genasi 
and the mortals dwelling around them. Having grown up of mixed 

heritage himself, Yrrick empathized with the genasi. Believing their position among mortals to be 
an untenable one, Yrrick set about creating a homeland for the genasi. 

In this effort, Yrrick was inspired by the elven Retreat to Evermeet. If the elves could escape to a 
homeland far removed from the world of orcs and humans, then so could the genasi, he 
reasoned. He envisioned a world where all four types of genasi -- air, earth, fire, and water -- 
could live together in peace, united by their common heritage and freed of the derisive or 
awestruck stares of the weaker mortals with whom they shared part of their lineage. 

Using powerful magic, Yrrick created a small demiplane and filled it with the four elements. He 
shaped sections of his new plane, which he named the Genasi Refuge, after each of the four 
Elemental Planes. He created a region of fiery mountains and lava flows for the fire genasi, and a 
vast ocean for the water genasi. He created a vast sky through which the air genasi might soar, 
and tall mountains of granite where the earth genasi might dwell. He shaped a fifth section of the 
plane in the image of Faerûn for those genasi who might yearn for their mortal homeland. Then, 
Yrrick created a pair of portals to link the genasi refuge with Faerûn. Satisfied with his work, 
Yrrick departed for Evermeet, confident that the genasi would forever benefit from his creation. 

Yrrick's work, however, is more of a testament to a single being's own drives and desires. In 
building the refuge, Yrrick was really attempting to build the kind of homeland he'd always wanted 
for himself: one where his mixed heritage would go completely unnoticed -- where he could feel 
as though he belonged. He failed to realize that most genasi are not troubled by their differences; 
most, in fact, feel superior to their less extraordinary human cousins. Yrrick had spent decades 
developing a sanctuary for the genasi that none of them wanted. 

The Genasi Refuge is now populated by a number of elemental, though none of these are genasi. 
There are several djinn, a few dao, and at least one efreet dwelling in the various regions of the 
demiplane. Parts of the demiplane are becoming a refuge of sorts, though not of the sort Yrrick 
intended: Criminals wanted on the Elemental Planes have discovered the refuge and have begun 
to use it as their hideout. 

The portal created by Yrrick in Faerûn can be found near Calimshan, where air genasi are most 
common. It is keyed to allow only genasi to activate it, and it remains open for 1 round after 
activation. The portal in the refuge is in the central region, which Yrrick fashioned to look like a 
temperate part of Faerûn. A sign greets those emerging from the portal and informs them that 
they have entered the Genasi Refuge, where all genasi are welcome. 

How to Incorporate the Genasi Portal Into Your Campaign 

 A powerful djinn noble is hunting his mad half-brother, who is suspected of fleeing to the 
refuge. Ironically, this half-brother is a genasi -- perhaps the first and only genasi to 
willingly make the trek to the refuge. The PCs must apprehend or kill him. Alternatively, 
this half-brother is the leader of a resistance movement, attempting to overthrow the 
despotic rule of the djinn. The PCs uncover this and must decide whether they'll ally with 
the genasi against their former employer. 



 A follower or scholar of Yrrick's work dispatches the PCs to look into the health and well-
being of the genasi in the refuge. They find few genasi, of course, but they do find a host 
of hostile and angry elementals who resent the intrusion. 

 The PCs discover an avenue from the Elemental Plane of Earth that leads into the 
mountainous region of the refuge. They may suspect that they are still on the Elemental 
Plane at first but soon realize that they are someplace else entirely.  



Lantanese Portal 

In Lantan, the deity Gond guides the gnomes who worship him to 
greater and greater technological achievement. The gnomes, in 
turn, venerate the god of invention more completely than any 
other race or region in Faerûn reveres him. While gnomes 
outside of Lantan pay homage to Gond, in Lantan the deity's 
church is dominant and his message of constant improvement 
and invention has taken deep root. 

The gnomes of Lantan have been responsible for a number of 
inventions that have gained great popularity on the mainland, 
from children's toys to useful, labor-saving devices. Other 

inventions have remained confined to Lantan because they lack mass appeal or because they 
are too dangerous to be allowed into the hands of the untrained. Few inventions, however, will 
match the power, elegance, and sheer audacity of the Lantanese Portal -- or at least few will 
match what its maker envisions the portal will become. 

Created by a team of highly trained gnomes, led by a gnome called Bartok Silverhammer (a 
specialist in interspatial dynamics), and funded by the Gondar clergy, the Lantanese Portal is 
unique in a land filled with oddities -- some would call it an abomination. Bartok and his crew 
intend to create the first nonmagic portal in the whole of Faerûn. The Lantanese Portal, or the LP 
as it is more simply called, is identical to the portals described in the Forgotten Realms 
Campaign Setting, except for the following details. 

First of all, the LP is not finished. The team has a temporary magic portal working through the 
confines of the one that they hope will replace it eventually. The future nonmagic portal will not 
radiate a magical aura. As such, the spell detect magic will not reveal its presence, or so Bartok 
hopes. Though it's currently a magic portal, Bartok and his team are working on a set of 
tremendous steam engines, which were designed by Bartok, that will replace the magic version of 
the portal. As such, the LP cannot be moved -- both because of the magical stricture preventing 
it, as is the case with most portals, and also because the apparatus that provides power to the LP 
is too vast and complicated to be moved. Even now, the steam engines and their use are tied into 
the functionality of the magic portal due to the way it was created (see below for more on the 
"keyed" aspect of the portal). Dispel magic, gate seal, and Mordenkainen's disjunction will 
eventually become useless against the LP, or so Bartok believes. However, a disintegrate spell 
(or other spell that destroys objects) could conceivably damage a part of the LP's mechanism and 
prevent it from working until it can be repaired. It would certainly ruin the current keyed aspect of 
the magic portal. 

At this time, the magic LP leads to a single destination: a desolate region of the Mulhorandi Dust 
Desert. Bartok believed this would be a safe target that would not needlessly jeopardize life and 
property. Bartok also believes that he can overcome the stricture common to magic portals that 
prevents a destination from changing once the portal has been created. His technicians are 
working on a device he calls the difference engine which, once complete, will allow the nonmagic 
version of the LP to be reprogrammed to target different destinations with each use. 

Such a massive project is not without its pitfalls, however. First, the LP can currently be 
considered a malfunctioning portal, per the rules in the Forgotten Realm Campaign Setting. It 
works as intended only about half the time, with dire consequences resulting the rest of the time. 
Several teams of intrepid gnome test subjects have been dropped far off from their intended 
destination, and one team was killed outright. Still another team of test subjects disappeared after 
passing through the LP and have not been seen or heard from since. The LP is also a random 



portal. Any successful use allows 1d6+3 creatures through. The LP then does not function for 1d6 
days. 

Further, the portal is keyed, for all intents and purposes, so that only Bartok and his two closest 
associates can activate it. This is not a design feature of the LP. Rather, it is a result of the 
device's immense complexity, which currently only Bartok and his disciples can grasp. Should 
Bartok's dream come true, though, and the portal become completely nonmagical in nature, he 
knows his users will require training to run the machine. In the meantime, even in its magical 
version, the portal requires some key actions in terms of what switches to pull and which buttons 
to push to gain the end result of a rush of a precisely measured amount of steam pressure 
against one specific section of the portal's metal archway. As a result, learning to activate the LP 
requires close observation of the actions of Bartok or his associates. 

Should Bartok succeed, he will have achieved an immense triumph for Gond and gnomekind by 
creating a portal that is nonmagical and that can be reprogrammed to target new destinations 
based on the desires of the technicians using it. 

How to Incorporate the Lantanese Portal Into Your Campaign: 

 Bartok activates the LP, which malfunctions, sending a team of gnomes hurtling into the 
PCs from apparently nowhere at an extremely troublesome time -- in the middle of 
combat, for instance, or while the PCs are in the bath house. Once the gnomes and PCs 
get over the initial shock, the gnomes attempt to enlist the PCs in helping with their long 
journey home to Lantan. They offer the appropriate technological marvels as incentive. 
The gnomes are reticent to discuss the LP directly. While Gond's dogma encourages the 
free exchange of information, these gnomes do not want to allow knowledge of the LP to 
fall into dangerous or untrained hands just yet. 

 Bartok activates the LP at the same time that a follower of Set activates the nearby 
Mulhorandi portal. The two portals conflict with each other, causing a significant breach in 
the fabric of reality. This begins with simple things, localized to the Dust Desert, at first -- 
but quickly the effect begins to spread. Dead magic and wild magic areas appear at 
random, spread, and disappear. People become invisible for no apparent reason, or are 
subject to random polymorph spells. The PCs must get to the root of the problem and find 
a way to set it right. 

 Bartok activates the LP, and it malfunctions. It sends a team of gnomes through to their 
destination, and the PCs are brought over to Lantan. Once again, this should occur at an 
extremely troublesome or embarrassing moment. The PCs must now find their way home 
from Lantan -- not an easy task, since Bartok isn't keen on letting them go with sensitive 
information about the LP just yet. 



Portals in Time 

The Portal Through Time (Part 1) 

Deep in the Orsraun Mountain range, southwest of Iron Fang Keep, stands a stone 
monastery. It is the home of a very reclusive group of monks who reputedly practice a 
bizarre philosophy. The stone walls of the monastery stand like those of a fortress, 
forbidding and lonely, as if to discourage anyone from entering. The monks are 
unfriendly toward outsiders, and they deal with the outside world as little as possible. 
The reason the monks are so reclusive is the secret that they protect. Within the 
monastery is probably the most dangerous magic construction ever created by mortal or 
god, and they know the dangers should it fall into the wrong hands. 

Currently this dangerous device is in the hands of the Imperial Society of Historical 
Study, which is a group of sages, wizards, and others who study the history of Faerûn. 
This group, which was founded centuries ago, is not associated with any throne or 
empire any longer (though it might have been at one time). The members write about 
historical events in Faerûn, adding their own interpretations to the events, and they band 
together more for the prestige of being members than for any actual research reasons. 
That was, until recently. A small group within the membership really wanted to do 
serious work, and they did not like that other sages did not take the Society seriously. A 
recent dig in the ruins of Netheril resulted in the discovery of the rarest magical 
knowledge, and the group suddenly had a way to do unequalled study. 

The dangerous device within the monastery is their creation: a time portal. The portal is 
constructed in an arch 4 feet wide and 7 feet high. Instead of depositing travelers at a 
different point in Faerûn, this portal transports things backward in time but to the same 
place in the mountains (the monastery, or where the monastery "will stand"). The 
Society's wizards knew of the dangers of traveling backward in time and disrupting the 
flow of events, and they did not want disruption. They wanted to watch historical events 
as they transpired. However, the danger of the portal being used by Society members to 
affect the flow of events was too great, so they constructed the portal with variable 
destinations, including one spatial one in the present. The default and only spatial 
destination is a spot in the plains of Turmish, about a mile south of the city of Alaghôn. 
Society members use this aspect of the portal to reach the city quickly. Any gear or 
equipment with the creature traveling through the portal is sent instead to one of the five 
temporal destinations: 22,000 years ago, 10,000 years ago, 2,000 years ago, 1,000 
years ago, and 500 years ago. No living beings can pass backward in time through the 
portal. 



 

Since the Society members themselves cannot travel in time, they developed a new kind 
of construct they call a survey construct that they send back in time. The construct can 
see, hear, and remember events around it. The basic idea is that the construct observes 
the event and then catches up with the present (since it is ageless) and the Society 
members interview it to learn what it saw. To keep their constructs safe (because they 
are expensive), the Society members first sent a group of zombies through the portal to 
22,000 years ago and had them dig out a cavern beneath the monastery. All constructs 
sent back in time are told to return to the cave when their "mission" is over. Should their 
mission involve a time period between the points the portal can send constructs to, they 
must also wait in the cave until that point in time arrives. Constructs waiting for the 
present keep the cavern clear and accessible as needed. 

For the Society, this method produces instant results. They send a construct back in 
time, then immediately go down to the cavern and question it, since its wait through time 
is instantaneous for those in the present. Thus, they can send the constructs back again 
for more detailed examinations of particular aspects of an event, or particular sites or 
persons. The scholars don't worry about paradoxes because the constructs all have 
permanent instructions to ignore themselves or others like themselves when outside the 
cavern. Further, the constructs have instructions to flee any situation in which they are 
coming to harm, and they are instructed never to attack any creature, so they have little 
impact on the events of the past. Or so the scholars hope. 

Since the first use of this portal, the group has produced some very accurate, and often 
surprising, reports about historical events. This has brought them the notice and respect 
of other scholars, but the group is adamant about not revealing how they really get their 
information. Instead, they claim that they speak with the dead and have found some 
previously unknown written accounts of events in question. 

Part 2 introduces the magic required to make this portal a reality, and part 3 gives 
information on the survey constructs and some ideas for using this portal in your 
campaign. 



The Portal Through Time (Part 2) 

The time portal constructed and used by the Imperial Society of Historical Study could 
be a reality only through lost arcane magic. The Society found this magic while on a dig 
for lost records of ancient Netheril. A wizard who lived in the heyday of that empire 
conducted research into time travel and created a spell for traveling in time. He was on 
one of the cities that crashed and perished in the devastation. His knowledge was lost, 
until now. The Society closely guards the secret of this spell, knowing that in the wrong 
hands this knowledge could destroy Faerûn. Like all intellectuals, however, they cannot 
just eradicate the knowledge; they feel compelled to use it themselves, and they feel 
confident in their ability to guard their secrets. 

Teleport Through Time 
Transmutation [Teleportation] 
Level: Sor/Wiz 9 
Components: V, S, M, XP 
Casting Time: 1 round 
Range: Personal and touch 
Target: The character and touched objects or other touched willing creatures weighing 
up to 50 lb./level 
Duration: Instantaneous 
Saving Throw: None and Will negates (object) 
Spell Resistance: No and Yes (object) 

A far more powerful version of the teleport spell, this spell instantly transports the 
character to the same location, but to a different time. Interplanar travel is not possible, 
and the spell fails on any plane where time is meaningless. The character can bring 
along objects and willing creatures totaling up to 50 pounds per caster level. Unwilling 
creatures cannot be affected by this spell. Only objects held or in use (attended) by 
another person receive saving throws and spell resistance. 

To cast this spell, the character must be able to state the arrival time accurately, down to 
the minute. The spell never transports the caster and companions to the precise minute 
desired, but it cannot function at all without a specific minute in time to target. This "drift" 
effect of not arriving at the precise time desired grows with the "distance" through time 
(measured in years, months, and weeks) traveled. Thus, a caster teleporting to last 
month arrives closer to her goal than one traveling 250 years. The minimum temporal 
distance traveled is 1 day, so this spell is not useful for going back to the beginning of a 
melee that is still progressing. 

This spell requires some knowledge of the destination time, so it cannot transport 
anyone into the future since the future is entirely unknown to the caster. Even spells that 
give knowledge of the future cannot give definite enough knowledge to allow this spell to 
work. It is possible to use this spell to travel forward in time, but only to the point in the 
caster's life when the caster first went back in time. 

Since the caster may not know exactly what is transpiring at the destination time, 
prudent time-travelers prepare for the worst. 



The errors in arrival for this spell occur in time rather than in location, since the character 
does not change locations at all. To see how closely the character arrives to the planned 
arrival time, consult this table. 

Temporal 
Distance Traveled 

Temporal 
Drift* 

Chance of 
Mishap 

1 day to 1 month +/- d8 minutes 5% 
1 month to 1 year +/- d8 hours 7% 
1 year to 10 years +/- d20 hours 10% 
10 years to 100 years +/- d8 days 15% 
100 years to 1,000 years +/- d20 days 20% 
1,000 years + +/- d20 months 25% 
* There is a 50% chance that the number is a negative 
number. 

Add or subtract the temporal drift to the destination time to determine the exact time of 
arrival. 

Mishaps result in the spell failing and the character taking 1 point of Intelligence damage 
for every 10 years of expected time travel due to the mental bombardment that time 
travel brings with it. Thus, a character trying to transport through 100 years would take 
10 points of Intelligence damage. Intelligence can be reduced to 0 through this damage 
(but not lower).  

In the case that a traveler meets himself, the two travelers instantly lose control and 
attack each other with every ability and item at their disposal. However, should a traveler 
die while traveling in the past, the traveler's body immediately vanishes from the point of 
time it traveled to and returns to the point where the spell was cast at the time that the 
spell was cast. In other words, if a traveler perishes in a fire, the instant that the traveler 
died in that fire is the instant in which the traveler is no longer in that time period, and the 
body is never found within that location since it returns to the moment of time in which 
the traveler finished the spell and began time traveling. 

Special Note: The introduction of time travel into any campaign can be fraught with peril, 
so tread carefully. Players will wonder how much they can mess with the timeline, and 
you may run into instances of the grandfather paradox. Further, changes made very far 
back in time cannot really be worked out completely because of the chaotic aspect of 
events. Thus, it is simplest to use the rule that changes in time are minor and somehow 
time smooths them out. This argues for a determinism and predestination in the ways of 
your world, but you can say that once events have transpired, small perturbations are 
possible (this person lives rather than dies, but does not contribute to events in a 
meaningful way), but the large-scale events themselves somehow happen anyway. If the 
cause is changed, another cause comes along. In the case of someone killing their own 
grandfather, the PC might find that he is the same but has a different family when 
returning to the present. As long as you keep the knowledge of how to travel in time 
restricted, your campaign will not fall apart. 



Material Components: The material components of this spell are a pinch of dead skin, a 
drop of oil of timelessness, and a flower grown in soil untouched by any intelligent 
creature since the desired destination time. The flower must be picked during the casting 
of the spell. Untouched soil is defined as soil that no creature with an Intelligence score 
of 3 or higher has walked on, touched, or disturbed in any way, and it is usually found in 
remote locations (putting soil in a portable container disturbs it). The caster does not 
know whether the soil has been disturbed too recently for the time travel attempt, and 
many wizards simply use trial and error to find suitable locations. In short, you must find 
a pristine area to cast this spell, then you travel back in time to the exact same location 
at which you cast the spell. Because important events in a character's life are highly 
unlikely to take place in pristine locales, it's unlikely you'll have the ability to use this spell 
to make two of yourself to appear in the same place at the same time. Once you cast the 
spell in a particular location, it is no longer pristine, making it even more difficult to 
arrange for three or more of your future selves to assemble together. 

XP Cost: 1,000 XP. 



The Portal Through Time (Part 3) 

With knowledge of the spell teleport through time, the researchers found secrets for 
building portals with temporal destinations. As with the spell, they closely guard this 
knowledge. Additionally, to prevent living creatures from traveling in time through their 
portal, the Society creates special survey constructs to observe past events. 

Create Time Portal [Epic] 

The character can create portals through time to specific temporal destinations, as well 
as portals to spatial locations in the same time. 

Prerequisites: Int 24+, Create Portal, ability to cast teleport through time.  

Benefit: You can create portals that traverse time rather than location, and you can 
create portals that have temporal destinations and spatial destinations in the present. 
The portals created work exactly as distance portals and can have the same features 
and restrictions on transport. Time portals with multiple temporal destinations reach 
different points in time no closer than one year apart. 

Setting up a portal for time travel requires some knowledge of the destination time, so it 
cannot transport anyone into the future since the future is entirely unknown to the caster. 
Even spells that give knowledge of the future cannot give definite enough knowledge to 
allow this spell to work. 

As with the spell teleport through time, some temporal displacement occurs. The errors 
in arrival for this spell occur in time rather than in location. To see how closely the 
character arrives to the planned arrival time, consult this table. 

Temporal 
Distance Traveled 

Temporal 
Drift* 

Chance of 
Mishap 

1 day to 1 month +/- 2d8 minutes 5% 
1 month to 1 year +/- 1d8 hours 7% 
1 year to 10 years +/- 4d20 hours 10% 
10 years to 100 years +/- 5d8 days 15% 
100 years to 1,000 years +/- 5d20 days 20% 
1,000 years + +/- 5d20 months 25% 
* There is a 50% chance that the number is a negative 
number. 

Add or subtract the temporal drift to the destination time to determine the exact time of 
arrival. 

Mishaps result in the portal failing and the character taking 1 point of Intelligence 
damage for every 10 years of expected time travel due to the mental bombardment that 
time travel brings with it. Thus, a character trying to transport through 100 years would 



take 10 points of Intelligence damage. Intelligence can be reduced to 0 through this 
damage (but not lower).  

In the case that a traveler meets himself, the two travelers instantly lose control and 
attack each other with every ability and item at their disposal. However, should a traveler 
die while traveling in the past, the traveler's body immediately vanishes from the point of 
time it traveled to and returns to the point where the spell was cast at the time that the 
spell was cast. In other words, if a traveler perishes in a fire, the instant that the traveler 
died in that fire is the instant in which the traveler is no longer in that time period, and the 
body is never found within that location since it returns to the moment of time in which 
the traveler finished the spell and began time traveling. 

Please refer to the spell teleport through time for more information on time travel and 
some ideas on how to handle it in your campaign. 

Survey Constructs 

The survey constructs used by the Society are basically stone golems that appear as 
elves, with some modifications so that they can observe and report on events. 

Survey Construct: CR 8; Medium-size construct; HD 6d10; hp 33; Init +0; Spd 30 ft. (60 
ft. fast movement); AC 28, touch 10, flat-footed 28; Atk +11 melee (1d8+7, 2 slams); SQ 
construct traits, darkvision 60 ft., DR 20/+2, fast movement (60 ft.), magic immunity, 
playback; AL N; SV Fort +2, Ref +2, Will +2; Str 25, Dex 10, Con --, Int 4, Wis 11, Cha 
10. Height 5 ft. 0 in. 

Construct Traits: A survey construct is immune to mind-affecting effects, poison, sleep, 
paralysis, stunning, disease, death effects, necromantic effects, and any effect that 
requires a Fortitude save unless it also works on objects. The creature is not subject to 
critical hits, subdual damage, ability damage, ability drain, energy drain, or death from 
massive damage. It cannot heal itself but can be healed through repair. It cannot be 
raised or resurrected. A survey construct has darkvision (60-foot range). 

Fast Movement (Su): A survey construct can move faster than normal (60 feet). 

Magic Immunity (Ex): Like a stone golem, a survey construct is immune to all spells, 
spell-like abilities, and supernatural effects, except as follows. A transmute rock to mud 
spell slows the construct (as the slow spell) for 2d6 rounds, with no saving throw, while a 
transmute mud to rock spell heals it of all lost hit points. A stone to flesh spell makes it 
vulnerable to normal (not spell-based) attacks for the following round, without changing 
its nature. 

Playback (Su): Once the user has touched the construct and given the playback 
command (which can be tailored to a specific time reference, such as "Play back the 
events of day 23"), the construct replays in the user's mind everything it has seen and 
experienced during the time requested. It takes a survey construct only 1 minute to 
replay 1 hour of recorded experiences. When the user spends a minute playing back the 
construct's memories, it is as if the user experienced everything that the construct 
experienced. To get through the experiences faster and still retain the gist of the 



experience, the user must make an Intelligence check. The user can go as fast as 1 
round per day experienced in terms of transfer rate: DC 10 earns the user a general idea 
of the events (someone entered the area), DC 15 gains the user a bit more detail (a 
drow entered the area), while DC 20 and higher grants the user knowledge of the pickier 
details (a drow priestess entered the area, harvested some fungus for an hour, then left 
after hearing something). The only sure way to get all the details possible is to use the 
playback command at the normal speed, however.  

Construction 

Survey constructs are made in the same way as stone golems, though smaller stone 
blocks can be used. In addition, the spells expeditious retreat and fox's cunning must be 
included in the ritual of creation. 

How to Incorporate the Portal Through Time Into Your Campaign 

As noted in the spell in part 2, the introduction of time travel into any campaign may 
cause all manner of peril. Follow the guidelines in the spell, and you should have an 
easier time of it. 

Here are some adventure ideas for the Portal Through Time: 

 The scholars at the monastery take good care of their constructs, and if one goes 
missing they seek the reason. Each construct has an amulet to identify it. One 
construct did not return, but its amulet was found in the cavern along with some 
recent footprints. A rival, or an evil group, discovered the construct and took it 
away. The group might want to control it, or learn how to make others like it, or 
they might wish to foil the Society's efforts. The Society, concerned about the lost 
construct, hires the PCs to track it down. The Society explains as little as 
possible about the nature of the portal. 

 One rogue member of the Society wishes to send a construct into the past to 
alter the present. The PCs could be hired to stop the renegade's plans or to 
correct the problem if the construct gets through the portal. If necessary, they 
could be sent into the past via a teleport through time spell to correct the 
problem. This could allow your PCs to visit an ancient realm such as Netheril. 



Umberlee's Fist 

The seas of Faerûn possess many dangers. Rock shoals, underwater monsters, surface 
monsters (including the ones that use ships), and weather can cause the wreck of any 
sailing vessel. Add to this list the whim of deities and one can sometimes wonder why 
anyone chooses the life of a sailor at all. Beshaba, mistress of unluck, can visit her 
attentions on a crew without any provocation. Auril the Frostmaiden sometimes brings 
chilling winds to batter ships. And Umberlee, goddess of the sea, is known to be a 
danger to all on, or under, the water. Umberlee is among the most malevolent and 
unpredictable gods, accepting offerings from a crew for safety and then visiting 
misfortune on them a day later if someone on the ship says something to displease her. 
Sailors are very careful when speaking of her, but no crew can be too careful. 

Many disasters at sea are blamed on the Queen of the Deeps, some of which are not 
even her fault. The active presence of the gods in Faerûn, however, leads many to 
attribute natural occurrences, or even stupidity on the part of mortals, to the designs of a 
god.  

Sailors and wizards alike report that somewhere in the seas of Faerûn there exists a 
giant whirlpool called Umberlee's Fist. The name refers to its ability to crush ships with 
ease, and once a ship sights the Fist it does not survive. Some seagoing captains 
believe that its currents reach much further outward from its center than the surface 
currents would indicate, and that ships can be caught in its deadly grip from miles away. 
To the common sailor, it is a sign of doom, and the despair at seeing it may freeze 
sailors on their decks and contribute to the loss of ships. 

The reasons this whirlpool is attributed to the Queen of the Deeps are twofold. Firstly, it 
is not in a fixed location. Reports have come back from ships in its grip (through spells or 
teleportation) of it being in one place, but a ship passing that same place the next day 
won't see it anywhere. Then it appears in another part of the seas. It has been reported 
in the Sea of Fallen Stars, the Sea of Swords, and even in the Shining Sea. 

Secondly, the great mystery surrounding Umberlee's Fist is where the ships go. 
Adventurers and others have explored the depths beneath the locations of reported 
sightings, but no ships have been found. It's as if they disappear when they are pulled 
down, and indeed they do. For Umberlee's Fist is a huge portal as well as a navigation 
hazard. Ships pulled under the water are sent through the portal to other places in 
Faerûn -- sometimes places on land. Farmers have been amazed to wake to the sudden 
presence of a wrecked ship in the midst of their fields, and sailors have reported coming 
upon derelict ships just disappearing beneath the waves where no cause for the 
destruction could be found. Most strangely, some of these ships have not existed; no 
record of a registry in any port anywhere could be found, and sometimes no record of 
the existence of the captain could be found. 

Created by some deity, the portal is a circle about 200 feet in diameter that sits 20 feet 
below the surface of the water under the whirlpool. It is constantly active and has no 
fixed destination. It selects a random location in Faerûn every time something passes 
through the portal's interface. Because of this randomness, it is not anchored well in time 
either. Sometimes, but not always, it sends its prey backward through time as well as 
across space. Thus, shipwrecks have been found hundreds of years ago that involve 



ships from the present, and occasionally a ship from the future is discovered wrecked in 
the present. No one has studied the temporal aspects of the portal, and anyone trying 
would find it frustrating because of the randomness. Those wise in the ways of gods 
would say that Beshaba and Umberlee worked together to create the monstrosity. 

Swimmers who find themselves being pulled down have a chance to avoid it (Swim 
check DC 20). Ships that are caught can avoid being drawn down into the portal if a 
successful Profession (sailor) check (DC 15) is made. Apply the following modifiers to 
the check based on the ship being drawn in: rowboat (-5); keelboat, sailing ship, or 
longship (+0); warship or galley (+5). 

How to Incorporate Umberlee's Fist Into Your Campaign: 

 The player characters find a strange shipwreck while on another adventure or 
perhaps while returning from a successful adventure. The ship has a design 
unlike anything seen today, and it carries some strange journal entries in a 
language that no one knows. The ship is from the future, and knowledge of its 
existence could bring great wealth to the adventurers. However, the ship also 
carries some extremely valuable magic cargo, and someone from the future 
comes back to retrieve it. Thus, you can introduce a number of strange new 
monsters that will be in Faerûn in the future and give the characters a little look 
ahead. 

 The PCs are aboard a ship when it is pulled toward Umberlee's Fist. Despite a 
desperate fight, the ship is pulled into the vortex and teleported through the portal 
to a remote location in Faerûn. Some members of the crew survive, but some do 
not. The PCs find themselves off the shore of mysterious Kara-Tur, or 
shipwrecked at the Calim Desert, or up near Icewind Dale. They are also a few 
days or weeks in the past, and when they finally return to civilization after several 
adventures in this strange remote place, they find that they have arrived in a city 
several days before they boarded the doomed ship. 



The Mishap-Prone Portal 

In the town of Triel in the Western Heartlands, the denizens enjoy the use of a portal that 
links their town to Selgaunt, the largest city in Sembia. The portal was created a long 
time ago by an eccentric wizard who never quite got things correct. His spells misfired, 
and his magic devices often did different things than he intended. The portal is a one-
way portal to a park near downtown Selgaunt. The residents of Sembia are not thrilled to 
have the portal emerge inside their city and would have closed it down except for the 
mercantile opportunities. Thus, the arrival point is always guarded, and no one is 
allowed to use the portal without notifying the patrol in Sembia in advance of any travel. 
Travelers must provide details on how many and what kind of beings will travel through 
the portal and what their business is. This is required by treaty, and if the treaty is 
broken, Selgaunt is prepared to teleport a sufficient force to kill whoever is responsible 
for breaking it. The customers that come through the portal make it financially unwise to 
permanently close it now. 

The portal is set in an arch inside a mausoleumlike monument in Triel. It is 3 feet wide 
and 5 feet high. It operates five times per day: dawn, highsun, 2 hours after highsun, 
dusk, and midnight. It is open for 1 minute when active. On the Triel side, it is "owned" 
and managed by a merchant named Conrath Isthan (LN half-elf male Exp8/Sor5). 
Conrath charges for the use of the portal and is responsible in the eyes of Sembia for 
regulating and controlling traffic. Conrath employs an elite force to do the actual work, 
and of course not all of them have sterling morals. So naturally there is illegal travel 
through the portal. This illegal travel comes from two sources: Conrath's employees 
making some money on the side (these travelers usually go at midnight) and those who 
bypass the guards and use the portal without following the terms of the treaty. Escaping 
criminals, adventurers, and the like make up this second group.  

 



If this were all there was to this portal, no one would really care that much about it. But, 
this portal has some unique features -- mishaps, really. As noted, the creator never did 
get things quite right, and his portal is no exception. It was infused with strange energies 
during its creation and thus it has a sort of sentience about it. Further, it somehow can 
transport across time, but only as a fluke.  

When created, the portal was given the power to summon extraplanar creatures to its 
defense if anything ever happened to it. This self-preservation feature was intended by 
the creator, but has turned out to be the source of a great many problems. Every so 
often, a use of the portal triggers a strange mishap. Usually this mishap is caused by 
someone carrying a strong magical aura through the portal, but no one really knows for 
sure. The mishaps are rare and happen only once every hundred years or so. The first 
mishap caused it to summon a creature (a balor), which inexplicably was destroyed by 
an unknown group of people. That was hundreds of years ago. Every mishap since has 
resulted in the travelers being sent back in time to the moment when the balor first 
appeared. Thus, a whole group of people from different times is accumulating in the 
past, all fighting this creature.  

If you wish to introduce your PCs to the events that occur when a mishap happens, you 
can utilize some of the following people to help populate the battle against the balor. You 
can introduce them as needed. When the PCs first arrive, though, they see that the balor 
is already battling Cedri Fleren (LG human female Ftr8; use Khemed's stats, adjusting 
as necessary and that the bard Ilyna Denrys (CN elf female Brd9; use the stats for 
Morning Glory Blade, adjusting as needed) is on the ground nearby and about to die (-5 
hit points). These other combatants are around, too: Thordek Stonebreaker, Larith Damir 
(NG moon elf female Wiz11; use the stats for Ashemmi, adjusting as necessary), Lilian 
Trinitos (CN human female Rog 4/Sor 6/Asn 2; use the stats for Selinah Varhast, 
adjusting as necessary). 

About twenty other individuals of varying occupations are also in the area but have 
avoided the combat thus far; fifteen of them have come through the portal to this time by 
mishap and have minimal levels in varying classes. The others in the area are those who 
live in the time period. 

If the challenge of a balor is too much for the PCs, choose a lesser demon from the 
Monster Manual or increase the number of people showing up AFTER the PCs have 
arrived. (Just keep in mind that with more people comes more things that you need to 
track!) You may wish to peruse the Realms Personalities area for some more NPCs or 
even include a few NPCs from other adventures that you've run. If these people pass 
back through the portal, they return to the time that they left. Alternatively, for your 
campaign, the malfunction could be a timed one that brings back those suffering the 
mishap within a certain period of time automatically. (Again, it is up to you whether 
anyone has ever returned to their own present time. Obviously, if someone does return, 
the nature of the portal's malfunction will become clear.) 

How to Incorporate the Mishap-Prone Portal Into Your 
Campaign: 

http://www.wizards.com/dnd/article.asp?x=fr/fx20010708b
http://www.wizards.com/dnd/article.asp?x=dnd/cc/cc20020928c
http://www.wizards.com/dnd/article.asp?x=fr/fx20020911rp
http://www.wizards.com/dnd/article.asp?x=dnd/we/we20011104b
http://www.wizards.com/dnd/article.asp?x=fr/fx20021204rp


Time travel can be dangerous, and only if you want your players in the past should you 
have them be the group for which a mishap first occurs. However, there are other 
possibilities. 

 The PCs go through the portal for whatever reason. However, the portal 
malfunctions, and they get sent back to the time when the creature attempted to 
destroy those around it. After the battle (or even during it), they may step back 
through the portal to return to the present or the magic malfunction of the portal 
ends, automatically bringing them back in a kind of yo-yo effect. (Do this however 
you need to.) The time travel nature of the portal's mishaps is revealed, causing 
a conflict over its continued use. Should the PCs die, their bodies return to the 
point of departure in a manner similar to the spell teleport through time. 



Portals of the Triad 

Over five hundred years ago, in the aftermath of the Gathering of the Gods in the Year of 
the Dawn Rose, the Triad, fearing the increasing incidence of darkness spreading 
throughout the land, hatched an idea to create a series of portals. Enlisting the aid of 
Helm, who favored the idea of guarding Faerûn in this manner, the Triad fashioned four 
portals to aid the forces of good and law to move quickly to better stem the tide of 
darkness and chaos. 

Sadly, as in the case with so many good things, the portals fell into increasing disuse as 
the centuries passed. Other beings, entities of less principle and more ambition, 
eventually discovered these powerful magic sources and tacitly claimed them for 
themselves. 

From the cold rushing waters of the River Chionthar, to the barren windswept 
wastelands of Thar; from the lush, serene forests of Cormanthar, to the border between 
Cormyr and Sembia, the portals await . . . as do their new guardians. 



Western HeartlandsPortal 

When Helm joined in the alliance with the Triad, he 
chose a site in the Western Heartlands to set the portal. 
He selected a framework of stone on an old stone pier 
that jutted out into the River Chionthar. River-using 
merchants and travelers had formerly used the pier as 

a cargo depot and rest spot, but it has since been long abandoned. The pier lies on the 
north bank of the river, about halfway between Elturel and Scornubel. 

Helm fashioned the portal around 720 DR, and he divulged the location to his most 
devoted and most trusted priests, knights, warriors, and paladins. To keep the portal 
safe, he commissioned an archmage worshiper of his to create a strong golem and 
place it in the river, where it waited silently until an enemy came along who wished to 
either use or destroy the pier. 

In its heyday, the portal was used by worshipers of the Triad and Helm to deploy 
themselves swiftly to chronic trouble spots or places that were too valuable or important 
to risk even the possibility of extraordinary harm. Clerics, paladins, knights, and other 
faithful crisscrossed Faerûn on endless quests, missions of mercy, or outright assaults 
on evil enclaves. 

Unfortunately, as time went on, the portal fell into gradual disuse. A growing rift between 
Torm and Helm, a rift only now beginning to heal, made the portals seem less important. 
When the Time of Troubles blazed across Faerûn, it pretty much sealed the portal's fate 
in obscurity. 

Helm had chosen the portal's site for a reason. The god knew that, someday, a group of 
his followers would create a small keep located precisely halfway between Elturel and 
Scornubel to provide a rest haven for travelers between those two cities. Helm wanted 
the portal to be nearby for their use. Indeed, in 1360 DR, two devoted Helmites, Lord 
Pevensey Arundel and Sir Hawksbridge, founded Dormin Keep for the purpose of 
sheltering caravans and pilgrims. Unfortunately, the portal now lies forgotten and 
neglected. 

The two-way portal leads to similar portals on the Cormyr frontier, the edge of 
Cormanthor Woods, and near the city of Glister in the Land of Thar. The portal operates 
at only three specific times per day: sunrise, highsun, and sunset. The Cormyr portal is 
keyed to Tyr, the Cormanthor portal to Torm, and the Thar portal to Ilmater. To activate 
the Heartlands portal, the traveler must pass through the archway on the pier during one 
of the three proper times while grasping a holy symbol of Helm in her right hand and the 
correct holy symbol of the god who is keyed to the chosen portal destination in her left 
hand. The portal never malfunctions unless a follower of Bane, Cyric, Shar, or Talos 
attempts to use it. In this case, a column of holy fire descends and strikes the interloper 
for 10d10 points of damage, with no saving throw allowed. This fire comes crashing 
down each time an attempt is made by such a being. 

The portal is guarded by a very tough stone golem, which lies on its back on the riverbed 
no more than 20 feet east of the pier. Over the years it has become covered with river 
silt and vegetation, but it still remains a viable guardian. 



Unfortunately, the golem no longer serves a guardian for Helm. Talos has seen to that. 
The Storm Lord sent a marid from the Elemental Plane of Water to secure the portal. 
Through a divine favor from Talos, the marid has seized control of the golem, and it now 
obeys the genie without hesitation. The marid and his new golem friend are charged by 
Talos to deny use of the portal to anyone. The marid can call upon a water weird to aid it 
and handle minor annoyances, rather than going through all the trouble of rousing the 
golem from the riverbed. 

Vooash: Male marid; CR 9; Medium-size outsider (chaotic, water); HD 11d8+22; hp 71; 
Init +3; Spd 20 ft., swim 60 ft.; AC 19, touch 13, flat-footed 16; Atk +17/+12/+7 melee 
(1d8+9, slam); SA spell-like abilities, vortex; SQ darkvision 60 ft., drench, outsider traits, 
plane shift, SR 27, telepathy, water mastery; AL CN; SV Fort +9, Ref +10, Will +9; Str 
23, Dex 16, Con 14, Int 16, Wis 15, Cha 15.  

Skills and Feats: Craft (metalworking) +17, Craft (stoneworking) +17, Diplomacy +4, 
Escape Artist +12, Intimidate +16, Listen +16, Move Silently +17, Sense Motive +16, 
Spellcraft +17, Spot +16, Swim +14; Cleave, Great Cleave, Power Attack. 

Spell-Like Abilities: At will -- create water, detect evil, detect good, detect magic, 
invisibility, polymorph self, purify food and drink (water only), see invisibility; 5/day -- 
control water, gaseous form, solid fog, water breathing; 1/year -- limited wish (to 
nongenies only). Caster level 11th; save DC 12 + spell level. 

Vortex (Su): Vooash can transform himself into a whirlpool once every 10 minutes 
(provided that he is underwater) and remain in that form for up to 5 rounds. In vortex 
form, Vooash can move through the water or along the bottom at his swim speed. The 
vortex is 5 feet wide at the base and up to 30 feet wide at the top, and between 10 feet 
and 40 feet tall. Vooash sets the height of the vortex within that range. A creature 
smaller than Large must succeed at a Reflex save (DC 17) when it comes in contact with 
the vortex or take 2d6 points of damage. The victim must also succeed at a second 
Reflex save at the same DC or be picked up bodily and held suspended in the powerful 
currents, automatically taking damage each round. A creature that can swim is allowed a 
Reflex save each round to escape the vortex. The creature still takes damage but can 
leave if the save is successful. Vooash can eject any carried creatures whenever he 
wishes, depositing it wherever the vortex happens to be. If the vortex's base touches 
bottom, it creates a swirling cloud of debris. This cloud is centered on Vooash and has a 
diameter of half the vortex's height. The cloud obscures all vision, including darkvision, 
beyond 5 feet. Creatures 5 feet away have one-half concealment, while those farther 
away have total concealment (see Concealment, page 133 of the Player's Handbook). 
Those caught in the cloud must succeed at a Concentration check (DC 17) to cast a 
spell. 

Drench (Ex): Vooash's touch puts out torches, campfires, exposed lanterns, and other 
open flames of nonmagical origin that are Large size or smaller. Vooash can dispel 
magical fire he touches as though with a dispel magic spell cast by an 11th level 
sorcerer. 

Outsider Traits: Vooash cannot be raised or resurrected (though a wish or miracle spell 
can restore life). 



Water Mastery (Ex): Vooash gains a +1 bonus on attack and damage rolls if both he 
and his opponent are touching water. If either the opponent or Vooash is landbound, the 
marid suffers a -4 penalty on attack and damage rolls (these modifiers are not included 
in the statistics above). Vooash can also be a serious threat to boats that cross his path. 
He can easily overturn a vessel less than 55 feet long and stop vessels of up to 110 feet 
in length. 

Possessions: Pearl of power (1st level),12 pearls worth 500 gp each. 

Flesh Golem: 49 hp; see Monster Manual. 

Stone Golem: 140 hp; see Monster Manual. 

Water Weirds: 100 hp; see Monster Manual II. 

(EL 10) Average party level 10 (four 10th-level characters): Vooash, flesh golem. 

(EL 12) Average party level 12 (four 12th-level characters): Vooash, stone golem. 

(EL 14) Average party level 14 (four 14th-level characters): Vooash, stone golem, 1 
water weird. 

Ad Hoc Award: Because the stone golem has more than average hit points, a 20% ad 
hoc experience award should be granted to the characters for defeating it. 

How to Incorporate the Western Heartlands Portal Into Your Campaign 

 Sir Hawksbridge, a follower of Helm from nearby Dormin Keep, has been having 
a series of disturbing dreams about the river. He keeps seeing the Chionthar's 
waters being churned by a great steel gauntlet from the heavens. Although 
Hawksbridge has no idea of the existence of a functioning Helmite portal in the 
area, he wants the visions checked out. 

 The buzz in many inns and taverns located in communities along the Chionthar is 
that something eerie lurks by the old stone pier. Whatever it is, it bears 
investigating since some river folk are getting increasingly reluctant to brave the 
waters. It's not too bad now, but it could get worse, and if it does . . . 



Glister Portal 

When the Triad made plans for the portals, Ilmater chose the one 
closest to Glister, a northern town known for its tolerance of evil. 
That and the proximity to the Moonsea made it an ideal location for 
followers of Ilmater. 

The portal is located along the trail that goes from Glister to Melvaunt. It resembles 
nothing more than a 7 foot high, 12 foot diameter heap of rocks and dirt -- possibly 
something made by wind and erosion. Many such formations are around, so this 
particular mound doesn't stand out. The area is wind-swept and desolate -- an utterly 
cheerless place of grayish soil, a few scrub trees, and minimal wildlife. It's a bleak 
countryside. 

The two-way portal leads to similar portals on the Cormyr frontier, the edge of 
Cormanthor Woods, and along the banks of the River Chionthar. The portal operates at 
only three specific times per day: sunrise, highsun, and sunset. The Cormyr portal is 
keyed to Tyr, the Cormanthor portal to Torm, and the Chionthar portal to Helm. To 
activate the Glister portal, the traveler must first dig out the mound to reveal the 
archway. Then he must pass through at one of the three proper times while grasping a 
holy symbol of Ilmater in his right hand and the correct holy symbol of the god who is 
keyed to the chosen portal destination in his left hand. The portal never malfunctions 
unless a follower of Bane, Cyric, Loviatar, or Talona attempts to use it. In this case, a 
column of holy fire descends and strikes the interloper for 10d10 points of damage, with 
no saving throw. This fire comes crashing down each time an attempt is made by such a 
being. 

The portal no longer has its original guardian. The portal's latent energy has attracted 
someone, however: an eccentric sorcerer-hermit who has taken it upon himself to watch 
over the mound of earth, though he has little idea as to why he should. 

Sir Twitchy: Male human Sorcerer 15; CR 15; Medium-size humanoid; HD 15d4+30; hp 
67; Init +4; Spd 30 ft.; AC 22, touch 19, flat-footed 18; Atk +7/+2 melee (1d6, club); AL 
CN; SV Fort +7, Ref +9, Will +9; Str 10, Dex 18, Con 14, Int 10, Wis 11, Cha 16. Height 
5 ft. 7 in.  

Skills and Feats: Alchemy +4, Concentration +15, Heal +5, Hide +5, Knowledge (arcana) 
+5, Listen +2, Spellcraft +10, Spot +2, Wilderness Lore +5; Alertness, Brew Potion, 
Combat Casting, Dodge, Maximize Spell, Still Spell, Track. 

Sorcerer Spells Known (6/7/7/7/6/6/6; save DC 13 + spell level): 0 -- daze, detect 
magic, flare, ghost sound, light, mending, prestidigitation, ray of frost, resistance; 1st -- 
alarm, charm person, mage armor, magic missile, shield; 2nd -- glitterdust, invisibility, 
mirror image, pyrotechnics, Tasha's hideous laughter; 3rd -- displacement, fireball, fly, 
stinking cloud; 4th -- ice storm, polymorph other, stoneskin, summon monster IV; 5th -- 
cloudkill, dominate person, hold monster, wall of force; 6th -- chain lightning, flesh to 
stone, mass suggestion; 7th -- prismatic spray, spell turning. 

Possessions: Torn, tattered, vermin-infested robes, ring of protection +5, bracers of 
armor +3, rock, club. 



Sir Twitchy (not his real name) is a bit unhinged. He lives in a nearby hovel with a 
grapefruit-sized rock that he calls his familiar. Twitchy has long forgotten his real name. 
He has a thin build, and long, scraggly white hair and beard. If threatened, he warns, "I' ll 
sic my rock on you." Some PCs may think he means "roc." Twitchy attempts to lob his 
rock at the loudest PC, but since it's so large, he can't quite get it over his head. He then 
follows up this attempt with a barrage of spells. Sir Twitchy can be reasoned with; it just 
takes a lot of time and patience. He's not evil, just utterly insane. He named himself 
Twitchy due to his tendency to develop nervous twitches for no apparent reason. 

If the party can somehow parlay with Sir Twitchy, he points out the "magic heap of dirt" 
that he protects so eagerly. Alternatively, if the party kills him and searches his hut, they 
find a scrap of leather with characters written in charcoal that gives an approximate idea 
where the mound lies. 

How to Incorporate the Glister Portal Into Your Campaign 

 Rumors swirling around Melvaunt speak of a madman wandering the trail 
between the city and Glister. Witnesses claim that the man is a powerful 
spellcaster. 

 Clerics of Ilmater, quietly trying to do the work of their god in the notorious 
Moonsea region, request that a group of adventurers search the Melvaunt-Glister 
trail for an odd magical phenomenon: a portal that is supposed to be of holy 
origin. 

 A noble family of Melvaunt wishes to find an adventuring party that can act 
discreetly. A mentally disturbed uncle ran off into the wilds of Thar a decade ago 
after experimenting with arcane sorcery, and he hasn't been seen since. The 
family promises a reward and implies that things in the Moonsea can be made 
easier for the party that accomplishes this task. 



Cormanthor Portal 

Where the mighty Cormanthor Forest meets the fertile plains of 
Harrowdale, Torm placed his portal -- a place where his forces 
could deploy rapidly into the Dalelands when evil dared show 
itself. An unusual couple of trees that were grown into an 
archway, just 30 yards north off the Halfaxe Trail, barely into 

Cormanthor's forest, is the chosen locale. 

The two-way portal leads to similar portals on the Cormyr frontier, near Glister, and 
along the banks of the River Chionthar. The portal operates at only three specific times 
per day: sunrise, highsun, and sunset. The Cormyr portal is keyed to Tyr, the Glister 
portal to Ilmater, and the Chionthar portal to Helm. To activate the Cormanthor portal, 
the traveler must stand between the tree trunks during one of the three proper times 
while grasping a holy symbol of Torm in her right hand and the correct holy symbol of 
the god who is keyed to the chosen portal destination in her right hand. The portal never 
malfunctions unless a follower of Bane or Cyric attempts to use it. In this case, a column 
of holy fire descends and strikes the interloper for 10d10 points of damage, with no 
saving throw. This fire comes crashing down each time an attempt is made by such a 
being. 

The mad god Cyric gave a devoted follower of his a vision of this area and promised her 
great honors if she destroyed the portal. The follower, a priestess of Cyric named Evah 
Rigo, is in the area and intent on obeying her lord. However, unknown to Evah, Bane 
has sent one of his own agents after her: a devoted priest. The priest's mission is to 
intercept Evah, ascertain what she is doing, then preventing her from doing it, whatever 
it may be. 

Should the PCs find themselves dealing with Evah, Dorgath waits until they're done (or 
Evah is done) before confronting the survivors himself. If the PCs try to capture Evah, 
DMs can either have him leave well enough alone and simply lurk in the hopes of finding 
out what he needs to know while the PCs deal with her or have him intercede (and take 
Evah captive himself) once the PCs are least expecting it. 

Evah Rigo: Female human Cleric 8 of Cyric; CR 8; Medium-size humanoid (human); HD 
8d8+16; hp 56; Init +5; Spd 20 ft.; AC 20, touch 12, flat-footed 19; Atk +10/+5 melee 
(1d8+4, +1 morningstar); SA rebuke undead 11/day; AL CE; SV Fort +9, Ref +4, Will 
+12; Str 16, Dex 12, Con 14, Int 16, Wis 20, Cha 18.  

Skills and Feats: Concentration +8, Diplomacy +10, Gather Information +7, Heal +9, 
Intimidate +7, Knowledge (arcana) +9, Knowledge (religion) +9, Ride (horse) +4, Sense 
Motive +8, Spellcraft +9, Spot +7, Swim +5; Extra Turning, Improved Initiative, Spell 
Penetration, Still Spell. 

Cleric Spells Prepared (6/7/5/5/4; save DC 15 + spell level): 0 -- cure minor wounds, 
detect magic, guidance, light, resistance, virtue; 1st -- bane, bless, cause fear, cure light 
wounds, doom, obscuring mist, protection from good*; 2nd -- bull's strength, cure 
moderate wounds, desecrate*, hold person (2); 3rd -- bestow curse, contagion*, dispel 
magic, mystic lash, prayer; 4th -- divine power, doomtide, spell immunity, unholy blight*.  



*Domain spell. Domains: Destruction (smite 1/day), Evil (cast evil spells at +1 caster 
level). 

Possessions:+1 breastplate, +1 buckler, +1 morningstar, +1 ring of protection, +1 cloak 
of resistance, potions of cure serious wounds (2), vials of unholy water (4). 

Evah Rigo: Female human Cleric 10 of Cyric; CR 10; Medium-size humanoid (human); 
HD 10d8+20; hp 69; Init +5; Spd 20 ft.; AC 21, touch 12, flat-footed 20; Atk +11/+6 
melee (1d8+4, +1 morningstar); SA rebuke undead 12/day; AL CE; SV Fort +10, Ref +5, 
Will +13; Str 16, Dex 12, Con 14, Int 16, Wis 20, Cha 16.  

Skills and Feats: Concentration +10, Diplomacy +11, Gather Information +9, Heal +11, 
Intimidate +8, Knowledge (arcana) +9, Knowledge (religion) +11, Ride (horse) +4, Sense 
Motive +8, Spellcraft +9, Spot +8, Swim +6; Extra Turning, Improved Initiative, 
Leadership, Spell Penetration, Still Spell. 

Cleric Spells Prepared (6/7/6/5/5/4; save DC 15 + spell level): 0 -- cure minor wounds, 
detect magic, guidance, light, resistance, virtue; 1st -- bane, bless, cause fear, cure light 
wounds, doom, obscuring mist, protection from good*; 2nd -- bull's strength, cure 
moderate wounds, death knell, desecrate*, hold person (2); 3rd -- bestow curse, 
contagion*, dispel magic, mystic lash, prayer; 4th -- divine power, doomtide (2), spell 
immunity, unholy blight*; 5th -- circle of doom*, raise dead, slay living (2). 

*Domain spell. Domains: Destruction (smite 1/day), Evil (cast evil spells at +1 caster 
level). 

Possessions: +2 breastplate, +1 buckler, +1 morningstar, cloak of resistance +1, ring of 
protection +1, circlet of persuasion,potions of cure serious wounds (2),vials of unholy 
water (4). 

Evah Rigo: Female human Cleric 12 of Cyric; CR 12; Medium-size humanoid (human); 
HD 12d8+24; hp 82; Init +5; Spd 20 ft.; AC 22, touch 12, flat-footed 21; Atk +14/+9 
melee (1d8+5, +2 morningstar); SA rebuke undead 12/day; AL CE; SV Fort +12, Ref +7, 
Will +15; Str 16, Dex 12, Con 14, Int 16, Wis 21, Cha 16. 

Skills and Feats: Concentration +12, Diplomacy +13, Gather Information +10, Heal +13, 
Intimidate +9, Knowledge (arcana) +11, Knowledge (religion) +11, Ride (horse) +4, 
Sense Motive +8, Spellcraft +9, Spot +8, Swim +6; Brew Potion, Extra Turning, 
Improved Initiative, Leadership, Spell Penetration, Still Spell. 

Cleric Spells Prepared (6/8/6/6/5/5/3; save DC 15 + spell level): 0 -- cure minor 
wounds, detect magic, guidance, light, resistance, virtue; 1st -- bane, bless, cause fear, 
cure light wounds (2), doom, obscuring mist, protection from good*; 2nd -- bull's 
strength, cure moderate wounds, death knell, desecrate*, hold person (2); 3rd -- bestow 
curse, contagion*, dispel magic, mystic lash (2), prayer; 4th -- divine power, doomtide 
(2), spell immunity, unholy blight*; 5th -- circle of doom* (2), raise dead, slay living (2); 
6th -- greater dispelling, harm*, word of recall.  

*Domain spell. Domains: Destruction (smite 1/day), Evil (cast evil spells at +1 caster 
level). 



Possessions: +2 breastplate, +2 buckler, +2 morningstar, cloak of resistance +2, ring of 
protection +1, circlet of persuasion, 2 potions of cure serious wounds, 4 vials of unholy 
water. 

Evah is a 70-year-old woman with stringy white hair and the aspect of a harridan. She's 
actually a little crazed, although she's coherent enough to keep her charges in line. Evah 
is a Cyric fanatic of the worst type. She usually travels with a group of followers. 

Dorgath Overth: Male human Cleric 12 of Bane; CR 12; Medium-size humanoid; HD 
12d8+24; hp 82; Init +6; Spd 20 ft.; AC 23, touch 13, flat-footed 22; Atk +15/+10 melee 
(1d8+8/19-20, +2 heavy mace); SA rebuke undead 11/day; AL CE; SV Fort +12, Ref +8, 
Will +15; Str 18, Dex 14, Con 15, Int 17, Wis 20, Cha 19. 

Skills and Feats: Concentration +12, Diplomacy +12, Handle Animal +7, Heal +13, 
Intimidate +8, Knowledge (arcana) +13, Knowledge (religion) +13, Ride (horse) +5, 
Sense Motive +9, Spellcraft +11, Spot +9; Cleave, Extra Turning, Improved Critical 
(heavy mace), Improved Initiative, Leadership, Power Attack. 

Cleric Spells Prepared (6/8/6/6/5/5/3; save DC 15 + spell level): 0 -- cure minor 
wounds, guidance, inflict minor wounds, read magic, resistance, virtue; 1st -- bane, 
bless, command*, cure light wounds, endure elements, inflict light wounds , obscuring 
mist, protection from good; 2nd -- aid, augury, enthrall, enthrall*, hold person (2); 3rd -- 
discern lies*, dispel magic, invisibility purge, locate object, magic circle against chaos, 
prayer; 4th -- cure critical wounds, freedom of movement, order's wrath*, poison, spell 
immunity; 5th -- circle of doom*, dispel chaos*, flame strike, slay living, summon monster 
V, wall of stone; 6th -- antilife shell, hold monster*, word of recall. 

*Domain spell. Domains: Law (cast law spells at +1 caster level), Tyranny (+2 to save 
DC for compulsion spells). 

Possessions:+2 full plate, +2 heavy mace, ring of protection +2, cloak of resistance +2, 
potions of cure serious wounds (2), vials of unholy water (4). 

Dorgath Overth: Male human Cleric 14 of Bane; CR 14; Medium-size humanoid; HD 
14d8+28; hp 82; Init +6; Spd 20 ft.; AC 23, touch 13, flat-footed 22; Atk +17/+12 melee 
(1d8+9/19-20, +3 heavy mace); SA rebuke undead 11/day; AL CE; SV Fort +13, Ref +8, 
Will +16; Str 18, Dex 14, Con 15, Int 17, Wis 20, Cha 19. 

Skills and Feats: Concentration +14, Diplomacy +16, Handle Animal +7, Heal +13, 
Intimidate +9, Knowledge (arcana) +13, Knowledge (religion) +13, Move Silently +7, 
Ride (horse) +6, Sense Motive +10, Spellcraft +11, Spot +10; Cleave, Extra Turning, 
Improved Critical (heavy mace), Improved Initiative, Leadership, Power Attack. 

Cleric Spells Prepared (6/8/7/6/6/5/4/3; save DC 15 + spell level): 0 -- cure minor 
wounds, guidance, inflict minor wounds, read magic, resistance, virtue; 1st -- bane, 
bless, command, cure light wounds, endure elements, inflict light wounds*, obscuring 
mist, protection from good; 2nd -- aid, augury, enthrall, hold person (2), shatter*, silence; 
3rd -- contagion*, dispel magic, invisibility purge, locate object, magic circle against 
chaos, prayer; 4th -- cure critical wounds, discern lies, freedom of movement, order's 
wrath, poison, spell immunity; 5th -- circle of doom*, dispel chaos, flame strike, slay 



living, summon monster V, wall of stone; 6th -- antilife shell, blade barrier, hold monster*, 
word of recall; 7th -- blasphemy, dictum, disintegrate*.  

*Domain spell. Domains: Law (cast law spells at +1 caster level), Tyranny (+2 to save 
DC for compulsion spells). 

Possessions: +2 silent moves full plate, +3 heavy mace, +3 ring of protection, cloak of 
resistance +2, 2 potions of cure 

serious wounds, 4 vials of unholy water. 

Dorgath is a high-level cleric of Bane and a rising star in the Black Network. He has 
black hair with graying temples, a hawklike nose, dazzling blue eyes, and a deep voice. 
He's quite a handsome and, in his own way, honorable man. He prefers to lie and 
misdirect rather than harm outright, unless he is dealing with followers of Cyric. Dorgath 
may actually end up becoming a "respected enemy" of the party. Dorgath prefers to 
travel alone. 

(EL 10) Average party level 10 (four 10th-level characters): Evah and Dorgath. 

(EL 12) Average party level 12 (four 12th-level characters): Evah, Dorgath, 2 Cyric 
Bodyguards (CE human Ftr6). 

(EL 14) Average party level 14 (four 14th-level characters): Evah, Dorgath, 2 Cyric 
Bodyguards (CE human Rgr 10). 

How to Incorporate the Cormanthor Portal Into Your Campaign 

 Talk in Harrowdale is of alleged sightings of servants of Bane and Cyric skulking 
about, including a very refined gentleman who nevertheless radiates an aura of 
menace. He seems to be looking for a crazy old woman. 

 Reports among Dale folk speak of odd goings-on in the border areas of the 
Cormanthor forest. Black-cloaked humans skulk about, and an old woman has a 
strange interest in entwined trees. All these individuals are apparently looking for 
something, but they don't dare ask the locals for some reason. 



The Cormyr Portal 

When the Triad created the portals, Tyr himself chose to 
devote his to the security of Cormyr's borders, particularly 
with regards to Sembia. Tyr chose, fittingly enough, to make 
one of the few border markers -- a large mossy stone that 

rise 12 feet high and has a peculiar circle cut out of it -- the portal. 

The border stone is located directly between the Vast Swamp and the Way of the 
Manticore. The words "Cormyr" and "Sembia" are carved into the stone, with arrows 
pointing in the corresponding direction. Numerous bits of graffiti, such as that left by 
Sembian vandals expressing their pleasure at the death of Azoun and Cormyrean 
braves taunting Sembia's lack of organized military power, mar the surface. 

The two-way portal leads to similar portals near Glister, the border of Cormanthor 
woods, and the banks of the River Chionthar. The portal operates at only three specific 
times per day: sunrise, highsun, and sunset. The Cormanthor portal is keyed to Torm, 
the Glister portal to Ilmater, and the Chionthar portal to Helm. To activate the Cormyr 
portal, the traveler must go through the stone marker at one of the three proper times 
while grasping a holy symbol of Tyr in his right hand and the correct holy symbol of the 
god who is keyed to the chosen portal destination in his left hand. The portal never 
malfunctions unless a follower of Bane, Cyric, Mask, Talona, or Talos attempts to use it. 
In this case, a column of holy fire descends and strikes the interloper for 10d10 points of 
damage, with no saving throw. This fire comes crashing down each time an attempt is 
made by such a being. 

Unfortunately, another being has claimed a piece of ground close by, and his borders 
happen to touch the marker stone. A lich named Auschylactus has a tomb complex ten 
miles northeast of the marker, just inside the Vast Swamp. Unfortunately, his phylactery 
was stolen by a nearby band of pixies, and the phylactery limits his movement. The lich 
cannot travel outside of a ten-mile radius from his tomb, and even his spells cannot 
affect people or targets outside his radius. 

Note: DMs are strongly cautioned about introducing the lich in a way that would lead to 
immediate combat and the likely deaths of less experienced PCs. Some trickier 
measures may be useful, such as having the lich send an emissary on his behalf. The 
lich could work behind the scenes in several ways and then be revealed as the villain 
later on! Alternatively, if you think your group can handle dealing with a lich without 
immediately launching into an attack or ascertaining his true nature (if you try to hide it), 
you may just want the group to deal with the lich himself. If he does meet the PCs, he 
asks them to retrieve a minor item of no real importance but one of sentimental value 
(and choose a phylactery of a type that fulfills the description of "sentimental, but not 
truly valuable"). The PCs can quest to the pixies and find this item. Along the way, they 
have to deal with the local hill giant population and perhaps even some ogre mages (if 
they're strong enough to handle the challenge!). Also please note that this lich has more 
possessions than normal for his Challenge Rating, so if the PCs defeat him, grant them 
at least a 10% ad hoc bonus. 

Auschylactus: Male human lich Sorcerer 18/Archmage 2; CR 22; Medium-size undead; 
HD 18d12 plus 2d12; hp 130; Init +4; Spd 30 ft.; AC 19, touch 14, flat-footed 15; Atk +10 



melee touch (paralysis, touch); SA coldfire, fear aura, grasp of death, paralyzing touch, 
spells; SQ darkvision 60 ft., DR 15/+1, immunities (cold, electricity, mind-affecting, 
polymorph), mastery of counterspelling, spell power +1, turn resistance +4, undead 
traits; AL NE; SV Fort +6, Ref +10, Will +18; Str 10, Dex 18, Con -, Int 21, Wis 18, Cha 
24.  

Skills and Feats: Alchemy +28, Concentration +30, Diplomacy +9, Heal +6, Hide +12, 
Knowledge (arcana) +28, Listen +18, Move Silently +12, Profession (herbalist) +12, Scry 
+22, Search +18, Sense Motive +18, Spellcraft +30, Spot +18; Combat Casting, Craft 
Wondrous Item, Dodge, Maximize Spell, Skill Focus (Spellcraft), Spell Focus 
(Evocation), Spell Focus (Enchantment), Twin Spell. 

Coldfire (Su): Auschylactus can produce balls of cold, blue-green fire that deal 3d10 
points of negative energy damage. He can use the full attack action to throw two balls of 
coldfire in one round. The range increment for the missiles is 15'.  

Fear Aura (Su): Auschylactus is shrouded in an aura of death and evil. Any creature of 
less than 5 HD in a 60-foot radius that looks upon him must make a Will save (DC 27) or 
be affected as if by fear (caster level 20th). 

Grasp of Death (Su): Once per day, Auschylactus can surround its hands in a nimbus 
of black flame that remains until he touches someone. A character touched by the lich 
(with a melee touch attack roll) must make a successful Fort save DC 27 or die instantly.  

Paralyzing Touch (Su): Any creature touched by Auschylactus must succeed at a Fort 
save (DC 27) or be permanently paralyzed. Remove paralysis or any spell that can 
remove a curse can free the victim. The effect cannot be dispelled. 

Mastery of Counterspelling: When Auschylactus counterspells a spell, it is turned back 
upon the caster as if it were fully affected by a spell turning spell. If the spell cannot be 
affected by spell turning, then it is merely counterspelled. 

Spell Power +1: This ability increases the DC for saves against Auschylactus's arcane 
spells and the caster level checks for his arcane spells to overcome spell resistance by 
+1. 

Turn Resistance (Ex): Auschylactus is treated as a 24-HD undead for the purpose of 
turn, rebuke, command, or bolster attempts. 

Undead Traits: Auschylactus is immune to poison, sleep, paralysis, stunning, disease, 
death, effects, necromantic effects, mind-influencing effects, and any effect requiring a 
Fortitude save unless it also works on objects. He is not subject to critical hits, subdual 
damage, ability damage, ability drain, or energy drain. Negative energy heals him. He is 
not at risk of death from massive damage but is destroyed at 0 hit points or less. He 
cannot be raised; resurrection works only if creature is willing. 

Sorcerer Spells Known (6/8/8/8/7/7/7/7/6/6; save DC 18 + spell level, or 20 + spell 
level for enchantment and evocation spells): 0 -- arcane mark, daze, detect magic, flare, 
mage hand, open/close, ray of frost, read magic, resistance; 1st -- charm person, mage 
armor, magic missile, ray of enfeeblement, sleep; 2nd -- blur, glitterdust, minor image, 



mirror image, Tasha's hideous laughter; 3rd -- dispel magic, fireball, hold person, 
lightning bolt; 4th -- confusion, emotion, ice storm, minor globe of invulnerability; 5th -- 
cone of cold, dominate person, telekinesis, wall of force; 6th -- circle of death, 
disintegrate, flesh to stone; 7th -- delayed blast fireball, forcecage, limited wish; 8th -- 
incendiary cloud, iron body, symbol; 9th -- energy drain, power word kill, wish. 

The following spells have been cast on him permanently: protection from arrows, 
tongues, see invisibility, detect magic. 

Crown of Auschylactus: The crown of Auschylactus is a platinum crown with five 
rubies spaced evenly around its band. It provides the following abilities: 

 True seeing 1/day (upon command for up to 10 minutes per day) 
 Ethereal jaunt (upon command up to 10 minutes per day; the effect is 

dismissible) 
 +5 deflection bonus 

Caster Level: 15th; Prerequisites: Craft Wondrous Item, darkvision, ethereal jaunt, 
passwall, true seeing; Market Price: 162,000 gp; Weight: 1 lb. 

Auschylactus is 300 years old, and he has been a lich for over 200 of those years. 
Although he is evil, he willingly works with others to get his phylactery back (though he is 
by no means obvious about his involvement or his need for it). The pixies' encampment 
is south of the Way of the Manticore, which is a mere 4 miles away. 

Also in the area are several hill giants and even some ogre mages. If the PCs wander 
too much, they may attract the attention of the hill giants, who defend their area with 
harsh measures. 

Hill Giants: 120 hp; see Monster Manual. 

Pixies: 5 hp; see Monster Manual. 

(EL 10) Average party level 10 (four 10th-level characters): 3 hill giants. 

(EL 12) Average party level 12 (four 12th-level characters): 6 hill giants. 

(EL 14) Average party level 14 (four 14th-level characters): 6 hill giants, 2 ogre mages. 

How to Incorporate the Cormyr Portal Into Your Campaign: 

 Hill giants have been blundering about the region, making a nuisance of 
themselves. 

 Travelers on the Way of the Manticore have complained about what seems to be 
a small pack of pixies that are causing mischief on the road.  

 These are dark days for Cormyr, and the kingdom needs allies and resources to 
better stabilize matters. Old documents talk about the portal, but they give little 



hint as to its capabilities. The Crown wants to know the location of the portal, if it 
still works, and where it leads to. 



Portals of Anauroch 

The Lost Portal at Hlaungadath 

When Karsus stole the Weave from Mystryl and brought about the 
doom of the Netherese Empire, the sudden loss of magic caused the floating cities to 
crash to the ground. The city of Hlaungadath landed the most northward of any of them, 
and it sits now near the High Ice. The ruins of this place have been covered to some 
extent with the sands of Anauroch, but structures still poke through the sand and littered 
stone, marking the passing of this once-great place. 

Since that time, various groups of Bedine desert raiders occupy the ruins, but each 
group has found some kind of evil in the place and has abandoned the site. No one can 
describe the evil, except to say that it lurks and disturbs the dreams of those who remain 
in the ruin area. Adventurers have explored some of the ruined structures, but they 
found no trace of a magical "evil" such as the more superstitious Bedine describe. 

In the last few years, the ruins of Hlaungadath have become home to a group of proud 
and arrogant lamias, led by a lamia sorcerer of great power named Koreeis. The lamias 
once wandered the desert sands and raided Zhent caravans. They overstepped some 
hidden boundary of respect and earned the lasting enmity of Jolarr and his group of 
magic-hating Bedine raiders. The Bedine forced the lamia clan steadily northward to the 
ruins of Hlaungadath, where the evil reputation of the place stopped the Bedine. 
Attempts by the lamias to move southward again have all been met by stiff resistance 
from Jolarr and his Bedine. Now, the lamias raid where they can, and they send smaller 
groups southward to further their evil ends. 

The downward turn of the fortunes of the lamia clan might be arrested now, however. 
Deep within what was once a temple to Mystryl, the god of magic before Mystra, the 
lamia leader has found a portal. The portal is 7 feet high and 5 feet wide, and it is framed 
by a permanent glowing light similar to a faerie fire effect. The portal itself constantly 
shimmers with a bluish misty undulating light, but so far the lamias have not been able to 
use the portal. Since the discovery, they have been raiding particularly to capture a 
spellbook or sorcerer from which they can learn to analyze portals. 

The portal was created during the heyday of Hlaungadath's glory to ease travel to and 
from the dwarven city of Ascore, principal city of the powerful dwarven realm of Delzoun. 
However, the creator secretly added several other destinations, since the cost was low. 
He used these alternate destinations for his own purposes, and no one ever found out 
about them. The portal is two-way for each destination. 

Activating the portal requires that one recite an ancient dwarven chant. The chant has 
been lost to the ruins of Hlaungadath, but the composer inscribed it on a wall in ruined 
Ascore so that the dwarves would remember it. The chant is a mere 30 lines long -- very 
short for a dwarven chant -- and ends with the line "that the halls of our fathers may 
stand for 10,000 years" (loose translation). The creator decided to key the alternate 
locations to the same song, but with a different length of years in the final line. For 
example, "... for 10,000 years" opens the portal to the ruined chamber in Ascore, while 
"for 1,000 years" opens a portal to the Astral Plane. The creator did not have a really 
strong memory, though, and recorded the alternate numbers in a journal. This journal 



was left behind when the people of Hlaungadath fled the city, and it is now a crumbling 
ruin of leather flakes buried in the sands of the room where the portal stands. The lamias 
have not found the journal fragments, and they could not recognize them as valuable if 
they did. By piecing them together slowly and meticulously, one can recover a section 
that lists the following: 

 1,000 Astral Plane 
 2,000 Miyeritar 
 6,000 Anauria 
 12,000 Myth Drannor 

The portal at Myth Drannor is actually some three miles north of the site of the old city in 
a great tree that once served as an elven home. No trace now exists of the home, but 
the portal remains within its branches. Anauria is now in ruins under the sands of the 
Sword. This portal is not the one described in the "Anauria Portal" article later in this 
series. Miyeritar is the name of the ancient elven kingdom that once existed where the 
High Moor now lies. The portal is no longer marked; it sits in the midst of a group of 
stones that might once have been part of a wall of some kind, or an arch. It is in the 
central High Moor, and only a concerted search using analyze portal reveals its location 
without actually using the portal. 

Sheik Jolarr and the Bedine Forsakers 

Many tribes of Bedine nomads live on the sands of Anauroch, eking out their living 
by raiding, raising cattle, or trading when possible. Few become serious threats to 
the peace of the region, but sometimes a sheik leads his people down a course of 
death. 

Jolarr was a young boy when the Zhentarim entered his life. His tribe raided a 
Zhentarim caravan, but met with stiffer resistance than expected. Jolarr was part of 
the raiding party more as an observer, and he saw his father slain by hideous 
magic. A wizard of the Black Network enspelled the young boys waiting on the hill, 
Jolarr included, and would have sold them into slavery if the tribe members had not 
picked them up during the retreat. That incident made Jolarr hate and fear magic 
and changed his whole life. He took the path of the forsaker, and as he grew he 
convinced others that magic should be destroyed. By the time he became sheik he 
had a large following. 

Jolarr turned the peaceful, wandering tribe members into a fierce army of death to 
spellcasters and users of magic. He teaches others the secret of his knowledge, 
passing on the forsaker class among his people. He leads raids against Zhentarim 
caravans with a passion not seen in normal Bedine and brings especially 
gruesome deaths to spellcasters accompanying the caravans. He leads his people 
in attacks against any magical race or settlement; even magical beasts such as the 
lamias are not safe. He even targets the spellcasters of other Bedine tribes and 
tries to recruit among his victims once the magic-users are destroyed. His people 
believe that magic constructs, such as portals, should be destroyed by whatever 
means are available. 



The tribe does have a couple of sorcerers whose place it is to destroy these items 
and unbind the magic that enemies cast. Thus, they are experts at dispelling magic 
and at counterspelling, but they do not use their spells to attack very often. Clerics 
are unheard-of in the tribe; all religious worship is conducted free of magic. 

Jolarr's tribe is more than 300 strong, though with few herd animals. They prefer 
horses and always keep moving -- herds slow a group down. They keep just 
enough to feed themselves as needed and trade with other tribes when they run 
low (or get what they need from the Zhentarim). 

Encounters with Sheik Jolarr and his people are always tense, and whether they 
are friends or foes depends on many factors. If the PCs are interested in 
destroying some site or magical enemy, they find staunch allies in Jolarr's people 
so long as they don't overtly use magic themselves. If they seek a portal or other 
magical source to use it, they find Jolarr to be an enemy. Jolarr does have honor, 
however, and he considers as permanent enemies only those who use magic. The 
PCs could become his friends if they abstain from magic use around him, even if 
they previously were enemies. 

Sheik Jolarr: Male human (Bedine) Ranger 3/Forsaker 6/Rogue 4; CR 13; 
Medium-size humanoid; HD 3d10+6 plus 6d12+12 plus 4d10+8; hp 103; Init +3; 
Spd 30 ft.; AC 16, touch 13, flat-footed 13; Atk +15/+10/+5 melee (1d8+3/19-20, 
masterwork saber*) and +14/+9 melee (1d61/19-20, masterwork short sword), or 
+16/+11/+6 ranged (1d8+3/x3, masterwork mighty [+3 Str bonus] composite 
longbow); SQ DR 7/+3, fast healing 2, favored and hated enemy Zhentarim +1, 
forsake magic, hated enemy damage reduction 5/--, hated enemy spell resistance, 
magic destruction, natural weapons, rancor +2d6, slippery mind, SR 16, tough 
defense; AL LE; SV Fort +17, Ref +12, Will +10; Str 16, Dex 16, Con 15, Int 12, 
Wis 12, Cha 13.  

Skills and Feats: Balance +5, Handle Animal +5, Hide +9, Intimidate +11, Intuit 
Direction +3, Jump +5, Knowledge (nature) +5, Listen +12, Move Silently +7, Ride 
(horse) +13, Spot +9, Tumble +12, Wilderness Lore +16, Great Fortitude, Improved 
Two-Weapon Fighting, Iron Will, Lightning Reflexes, Survivor, Track, Weapon 
Focus (saber*). 

Fast Healing (Ex): Sheik Jolarr regains 2 hit points per round, to a maximum of 30 
hit points per day. 

Favored/Hated Enemy: Sheik Jolarr has selected Zhentarim as a favored enemy 
and as a hated enemy. He gains a +1 bonus on his Bluff, Listen, Sense Motive, 
Spot, and Wilderness Lore checks when using these skills against Zhentarim. He 
gets the same bonus to weapon damage rolls against them. He also gets the 
damage bonus with ranged weapons if the target is within 30 feet. The bonus 
doesn't apply to damage against creatures that are immune to critical hits. 

Forsake Magic: In addition to avoiding all use of spellcasting, spell-like abilities, 
and magic items, Sheik Jolarr must also refuse any benefits from others' magic -- 
including magical healing. Thus, he must attempt a saving throw against any spell 



that allows one. For most beneficial spells, such as displacement or neutralize 
poison, a successful save negates the spells effects; for a cure spell, it halves the 
benefit. If Sheik Jolarr unwittingly uses a magic item or casts a spell, he loses all 
the special abilities of the forsaker class for 1 week. 

Hated Enemy Damage Reduction (Ex): Sheik Jolarr gains damage reduction 5/-- 
against attacks from Zhentarim. 

Hated Enemy Spell Resistance (Ex): Against hated enemies, Sheik Jolarr has 
spell resistance 35. 

Magic Destruction: Sheik Jolarr gains access to his damage reduction ability (see 
above) through the destruction of magic items. If he goes more than 24 hours 
without destroying magic items whose market prices total at least 700 gp, he loses 
that ability until he does so. 

Natural Weapons (Ex): Sheik Jolarr's weapons act as +3 magical weapons for the 
purpose of bypassing damage reduction. 

Rancor (Su): Against hated enemies, the foe hunter can make one attack per 
round as a rancor attack (declared before die roll). A successful hit deals +2d6 
points of damage. This damage is not multiplied on critical hits, but applies to 
creatures that are immune to critical hits. 

Slippery Mind (Ex): If he fails a saving throw against an enchantment effect, Sheik 
Jolarr can make another one the following round. He gets only one extra chance at 
the saving throw. 

Tough Defense (Ex): Sheik Jolarr adds his Constitution modifier (if positive) as a 
natural armor bonus to AC (already included in the Statistics above). 

Possessions**: Masterwork studded leather armor, masterwork saber*, masterwork 
short sword, masterwork mighty composite longbow [+3 Str bonus], 30 masterwork 
arrows, 30 arrows, waterskins and desert survival gear, tent, light warhorse, tack, 
saddle, 90 pp. 

*With a saber, an attacker gains a +1 circumstance bonus to attacking someone on 
the ground from horseback. 

How to Incorporate the Lost Portal of Hlaungadath Into Your Campaign: 

 The lamias capture the PCs as part of a raid, and in exchange for freedom or life, 
the PCs agree to help find how the portal works. The PCs may not intend to keep 
this agreement, but the agreement itself is enough to earn them some freedom. 
After some magical divination, the PCs head to Ascore to find the key and face a 
group of Shade wizards who happen to be there for completely different reasons 
(see Forgotten Realms Campaign Setting, page 175). Once they deal with that 
threat and find the portal key, they must decide how to deal with the lamia clan. 



 The lamias figure out the portal and begin appearing out of nowhere in the 
Dalelands. The Dalefolk become alarmed since many are taken away to a 
mysterious place, and they ask the PCs to find their lost friends. The trail leads 
the PCs through some dangers in the Dalelands and eventually across Anauroch 
to Hlaungadath, where they must rescue any captives, find the portal, and use it 
to get home. Crossing the desert again with so many people would leave them 
vulnerable to the lamias (if any are left) and Bedine raiders, not to mention 
sandworms (desert-dwelling variants of purple worms) and other monstrosities. 



At'ar's Portal Collection 

On the eastern side of Anauroch is a desolate and stony plain called At'ar's 
Looking Glass. Rumors are many and varied about who At'ar was, if he or 
she even existed, and why the plain is named after this enigmatic figure. 
Some believe that At'ar was a selfish wizard from Netheril who craved as 
much power as possible. According to one version of this story, At'ar tried 
to take on the phaerimm himself and wrest the secret of their life-draining 

magic from them. The result was the devastation called At'ar's Looking Glass. According 
to another story, At'ar was a diviner who could use the plain to scry faraway places, and 
that the plain was actually once a huge lake. 

Those who believe the former story also report that At'ar was very interested in portals. 
He had the knowledge to make his own portals, but the costs were always high, and so 
he developed a way to steal the portals that others made. He would use his magic to 
appropriate portals that other wizards made. He did not really care where they went; he 
just wanted to have a great many portals that would take him everywhere in the world he 
wished to go. 

The sages who spread tales of At'ar's Portal Collection say that At'ar had a fortress in 
the mountainous Azirrhat. It was here that he would put all the portals that he stole from 
others, and the two he made himself. To guard them, so it is said, he planted a race of 
lizardlike humanoids called asabi (see Monsters of Faerûn) in the deep caverns 
underneath his portals, and the creatures would keep out all beings but himself. Some 
believe that the asabi were At'ar's downfall and that they slew him and took the whole 
complex for themselves. 

No one has ever found At'ar's fortress in the Azirrhat, so there is much doubt that he had 
one there. What is not in doubt is that a collection of portals is within the crevices and 
caverns of the Azirrhat. More careful sages call the collection the Azirrhat Portal 
Collection. No one has yet advanced a better explanation for the existence of so many 
portals in one place than the At'ar explanation, but many think there is another 
explanation. 

Reports on the location of the collection vary, since few have returned alive to tell of 
them. Usually adventurers reach the peaks of Azirrhat, since they are prepared for the 
dangers of the desert. Sages and the like more often meet their fates at the hands of 
asabi killers in the Looking Glass, or Zhentarim on the Black Road, or Bedine raiders. 
Lately, wizards from the city of Shade have been added to the list of dangers facing 
travelers in the area. Those who have reached the Azirrhat and found a way into the 
caverns reported wave after wave of asabi, and some have powerful magic. The 
survivors have been the lucky ones to find an open portal and slip through. 

The Azirrhat Portal Collection contains a great many portals -- more perhaps than even 
sages guess. They are set into arches in the cavern walls, or pool-like rings in the floor, 
or even in the middle of passages. All of the portals in the collection are roughly human-
sized, and all were created either by wizards of Netheril or elves of the great elven 
kingdoms of the time. Many of them are two-way portals, but few have been used in 
recent years, so sages believe that they reach secluded or remote sites. Some of them 
are constantly open, while others require keys. If any clues to the natures, and keys, to 



these portals exist, they would be in the fabled and undiscovered fortress of At'ar. The 
wizards of the city of Shade knew of the Portal Collection before leaving for the Plane of 
Shadow, and some probably made records. It is most likely just a matter of time before 
the Shade wizards of that dread city find the Collection and begin to make use of it. 

Create Moving Portal [Item Creation] 

You can create a portal that has a moving origin point. 

Prerequisite: Create Portal 

Benefit: By creating this type of portal, you affix a portal to the frame rather than to 
a fixed point in space. A moving portal requires that the origin be anchored to some 
material frame, such as an arch on a wagon or the limbs of a tree. Beings using the 
portal must be able to pass through the frame. For example, you could create a 
portal that exists inside a treant's branches, and the portal would move with the 
treant. You could not affix a portal to an ogre or gray ooze and have the portal 
follow the creature around. You cannot create portals that move on their own power 
or that move by magical means. All movement of the portal is directed by the frame 
to which the portal is affixed. It is not possible to move a portal's frame through 
itself. Adding this feature to your portal increases the base cost of the portal by 
+25%. 

Special: Portals created without the feat are fixed in space. 

 
Steal Portal 
Transmutation 
Level: Sor/Wiz 9 
Components: V, S, M 
Casting Time: 1 hour 
Range: Long (400 ft. + 40 ft./level) 
Target: One portal 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

A steal portal spell essentially steals a portal. The caster may choose to steal any 
existing portal through which she has traveled and place it in another location of 
her choosing. The other location must already have a portal frame built (see the 
Forgotten Realms Campaign Setting), otherwise the spell does not take effect. 
(Treat the frame as if it's a second portal; in essence, the frame costs half as much 
as building a one-way portal.) This spell does not change any of the portal's special 
properties (such as one-way or creature-only). 

How to Incorporate the Azirrhat Portal Collection (or At'ar's Portal Collection) Into 
Your Campaign: 

 The Azirrhat Portal Collection is a place from which countless adventures can 
spring, since it is a kind of magical crossroads on Faerûn. It is remote, but with 



the many asabi, it is unlikely to be disturbed. If your PCs can secure even a part 
of it, they can discover many places on Faerûn that they might not otherwise 
visit. 

 A sage from Waterdeep wants to know the extent of the Portal Collection, and 
she hires the PCs to go to Anauroch with her and inventory it. The PCs must 
fend off asabi attacks and possible dangers from the portals themselves as their 
patron goes about her work. 

 The PCs are in the Dalelands or near the Moonsea when they hear rumors that 
someone found a fabulous fortress in the mountains in Anauroch that is filled with 
treasures and powerful magic from Netheril. Such rumors are not uncommon, but 
this one is believable enough that the PCs seek the fortress and its wealth. It is 
the lost fortress of At'ar, or of whoever was really responsible for the Portal 
Collection, and notes found within lead down to the portals and asabi in the 
caverns below. 

 Asabi begin appearing in strange places across Faerûn, and someone hires the 
PCs to find out why. The trail leads back to the Azirrhat Collection, where the 
PCs must figure out how to prevent the asabi from using the portals. 



The Parched Portal 

The Plain of Standing Stones is home to a scant few Bedine tribes 
and some other creatures, but it is generally too hot and devoid of 
plant life to support humanoid settlement. This arid place is the 

home of a large tribe of asabis, which are desert-dwelling reptilian humanoids similar to 
lizardfolk. Some fifty years ago, an asabi mercenary named Ra'kisssh chose to forge his 
own domain away from the usual enslavement that is the fate of asabis everywhere. He 
gathered a group of asabis to follow him and led them deep into the Plain of Standing 
Stones. Along the way they raided some Bedine for cattle, horses, and camels. Deep in 
the Plain, at the base of a small mountain range, they found an oasis that Ra'kisssh 
claimed as his own, and the tribe settled. Styling himself after the Bedine, he took the 
title Sheik Ra'kisssh, appointed his close ally Killashil as tribal shaman, began trying to 
live a peaceful life. 

The tribe was not bothered by Bedine, but a number of monsters that used the oasis had 
to be fought off in the early years. The tribe prospered, but as their prosperity grew, the 
oasis water supply began to dwindle. The asabis did not understand how to live with the 
land in the same way that the Bedine do, and so they recklessly used up most of their 
water before realizing the danger. 

At this time, Killashil, a great wizard by asabi standards, conceived the idea of creating a 
portal to the Plane of Water and replenishing the oasis from the source of all waters. It 
took many years and the death of many in the tribe to gather the needed wealth to 
construct the portal, but it was completed at the end of the Year of the Wyvern (1363 
DR). During this time, Killashil trained an apprentice wizard, Fijiss, to take his place as 
shaman and began teaching him the secrets of portals. Fijiss, far less powerful than 
Killashil, has not yet mastered these secrets. 

Killashil, very old for an asabi, died after completing the return portal but before seeing it 
put to the use it was built for. Ra'kisssh's son, also called Ra'kisssh, had assumed 
leadership of the tribe some three years previously and expected Fijiss to open the 
portal and bring the waters, which were desperately needed by this time. Killashil, 
however, had made an incorrect assumption about portals, and Fijiss found that the 
portal would not teleport water to the tribal home. Dangers from creatures native to the 
Plane of Water, and a lack of real understanding of portals, have kept Fijiss from solving 
this problem. Meanwhile, the tribe's water supply is steadily used up, and the asabi raid 
others for water as well as goods. 

Fijiss: Male asabi** Wiz 8; CR 9; Medium-size humanoid (reptilian); HD 3d8 plus 
8d4; hp 33; Init +2; Spd 50 ft., burrow 20 ft.; AC 17, touch 12, flat-footed 15; Atk 
+6/+1 melee (1d6-1/18-20, masterwork scimitar) and +0 melee (1d4-1, bite), or +8 
ranged (1d8/19-20, light crossbow); AL LN; SV Fort +4, Ref +7, Will +9; Str 8, Dex 
15, Con 10, Int 17, Wis 15, Cha 13. Height 6 ft. 9 in.  

Skills and Feats: Alchemy +8, Concentration +5, Craft (stoneworking) +8, Hide +7, 
Jump +4, Knowledge (arcana) +8, Knowledge (nature) +5, Knowledge (the planes) 
+8, Move Silently +7, Spellcraft +8, Wilderness Lore +8; Combat Reflexes, Craft 



Wondrous Item, Dodge, Scribe Scroll, Survivor. 

Wizard Spells Prepared (4/5/4/4/2; save DC 13 + spell level): 0 -- detect magic 
(2), mending, read magic; 1st -- endure elements (2), magic missile, unseen 
servant (2); 2nd -- blindness/deafness, endurance, levitate, shadow spray*; 3rd -- 
analyze portal*, flashburst*, hold person, lightning bolt; 4th -- confusion, summon 
monster IV.  

Spellbook: 0 -- arcane mark, dancing lights, daze, detect magic, detect poison, 
disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, 
prestidigitation, ray of frost, read magic, resistance; 1st -- cause fear, endure 
elements, enlarge, mage armor, magic missile, shield, shocking grasp, summon 
monster I, unseen servant; 2nd -- blindness/deafness, cat's grace, darkvision, 
endurance, levitate, protection from arrows, shadow spray*, shatter; 3rd -- analyze 
portal*, dispel magic, flashburst*, fly, greater magic weapon, hold person, lightning 
bolt, protection from elements, summon monster III, tongues; 4th -- arcane eye, 
confusion, dimension door, enervation, fear, improved invisibility, minor globe of 
invulnerability, rainbow pattern, scrying, summon monster IV, thunderlance*.  

* Spell from Forgotten Realms Campaign Setting. 

**The asabi's ability scores are not typical of the creature. 

Possessions: Masterwork scimitar, light crossbow, 30 bolts, bracers of armor +3, 
robes, 50 gp. 

How to Incorporate the Parched Portal Into Your Campaign: 

 The PCs find themselves in the region of the asabi tribe for one cause or 
another. There Fijiss asks them for help in figuring out how to get the portal to 
send water through to the asabi. The PCs battle water creatures that have set up 
shop on the other side of the portal, and they have to teach the asabi that portals 
transfer only objects that are accompanied. 

 The asabis pick a fight with Jolarr and his Bedine tribe, and the asabis are driven 
back. The PCs are somehow caught in the middle, preferably on the side of the 
Bedine (perhaps the PCs are tracking the asabis because the lizardlike creatures 
raided a caravan the PCs were guarding). During the fight, Fijiss and some other 
asabi use the portal to escape. The PCs have to go after them to recover some 
valuable magic trinket that was part of the caravan goods. Meanwhile, they have 
to deal with the hostile and magic-hating Bedine as well. 

 The portal, never really stable in the first place, malfunctions on the Plane of 
Water side. The malfunction causes creatures using the portal on the Plane of 
Water to emerge in some inconvenient location, such as wherever the PCs are. 
In tracking the source of the creatures, the PCs have to go to the Plane of Water 
and eventually to the asabi oasis. There, they must convince the asabis to 
abandon their portal and move to a new source of water.  



The Sand Dragon Portal 

The sands, heat, and winds of 
Anauroch discourage most life, and 
the desolation spreads a little every 
year. Some creatures, however, thrive 
in these conditions and seek them 

out. One such creature is the brown dragon. Born in the Raurin Desert 
from the magic of the Imaskari, brown dragons have migrated westward 

into the deserts of eastern Mulhorand. They are not much seen outside of that land, but 
there is at least one exception. 

Valraxaxath, the dragon portal maker, visits the far corners of Faerûn seeking new 
places to build gates to aid the dragons that he works with (see "The Dragon's Claw 
Portals" in the Perilous Gateways archives). Realizing that the Anauroch offered little in 
the way of wealth, but much in the way of secrecy and tactical advantage for his allies, 
he sought a dragon to live there and guard the portal that he planned to create. He found 
such a dragon in the brown dragon Axlitis (adult brown dragon Sor10), who tired of life 
on the plains of Mulhorand. She agreed to ally with Valraxaxath and move to Anauroch. 
They selected a site in the Scimitar Spires Mountains, on the south side away from the 
city of Shade, and there constructed a portal and treasure hoard cave.  

Axlitis's role is to prevent nondragons from using the portal and to guard the hoard that is 
located there. Valraxaxath stores some wealth in this remote spot, separate from and 
safe from his main hoard. Other dragons on raiding missions also deposit large items of 
wealth at the Anauroch cave and move on, returning later to retrieve the items. When 
adventurers become too interested in an allied dragon's hoard, the dragon moves the 
most valuable items here to the Anauroch hoard and allows the adventurers to clear out 
the dross. In return for temporary storage, Axlitis is paid in gems and coin by the other 
dragons. Axlitis herself sometimes uses the portal to raid in some far away place, 
returning here with her loot. This loot is sometimes traded to other dragons if it would be 
more useful for them than for her. 

The portal is located above a cave opening at the base of the Scimitar Spires. The portal 
is sized for dragons of any size, and it is marked by a kind of horseshoe formation of 
rock that occurred naturally in the mountain range. The horseshoe opens upward and is 
some 70 feet wide, and the portal sits just above it rather than inside the horseshoe. 
Thus, one must fly through the portal to use it. As with the other Dragon's Claw portals, it 
has several destinations, and all are two-way portals. This portal has not been fully 
integrated into the Dragon's Claw portal set. 

 The portal to the Dragonsword Mountains in Mulhorand, located on the east side 
of the range close to the Plains of Purple Dust, requires acid to pass through the 
portal area. This can be from a brown dragon breath weapon, or a spell, or a vial 
of thrown acid. 

 The portal to the Forest of Wyrms requires a dragon's breath weapon directed 
through the portal markerto activate. 

http://www.wizards.com/dnd/article.asp?x=fr/pg20020529x
http://www.wizards.com/dnd/article.asp?x=fr/pg20020529x


 The portal to the Dragonjaw Mountains requires the user to speak the word 
"gem" in Draconic. 

The Dragon's Claw portals (and the Mulhorand one) mentioned above all connect to this 
one, using the key that a clawful of sand (at least two pounds) must be thrown all at 
once at the portal to set it to this location. The thrown sand does not pass through the 
portal when activating it. 

Deep in the cave complex beneath the portal is the lair of Axlitis and the hoard she 
guards. Finding where she sleeps is not that difficult (normal chances to track), but the 
hoard is warded by spells designed to mislead. This is especially true of the temporary 
storage areas, which are also sometimes behind walls that have been altered with stone 
shape spells. 

Valraxaxath has plans to use this portal to stage raids on the wizards of Shade at some 
point in the future, since he intends to capture their wealth of knowledge for the use of 
dragonkind. In the meantime, it makes a good place to store loot because of its remote 
location. 

The Bedine all know that a dragon of sand lives north of the Saiyaddar, but they have 
little reason to seek it out. As Valraxaxath's schemes involve keeping this portal a secret, 
Axlitis does not visit the surrounding lands much except for the occasional food raid. 

How to Incorporate the Sand Dragon Portal Into Your Campaign: 

 Axlitis decides that her life of some secrecy is over and begins more aggressive 
raids on the Bedine who live on the Saiyaddar. The PCs are traveling through the 
region, possibly on the Black Road, and hear stories of a dragon coming out of 
the sand and devastating Bedine tribes. Dragons usually have hoards, so the 
PCs may decide to seek it out. It is unlikely that Axlitis would stay around to be 
slaughtered if the adventurers are too powerful for her, but she would use the 
portal to escape and return later (possibly with help). Meanwhile, the PCs could 
help themselves to the stored items of the hoard -- if they can find them. 

 The PCs follow a green dragon from the Forest of Wyrms to the Scimitar Spires 
portal to retrieve some valuable magic trinket that it stole on a raid. The green 
dragon swoops into the cavern and then back out, and flies through the portal to 
another destination. Whether it dropped the trinket or not, the PCs probably 
investigate the cavern area and have to deal with Axlitis. 

 The Saiyaddar is a plain of plenty (relatively) in the midst of the waste of 
Anauroch. Many Bedine tribes live there. Axlitis, liking such a supply of food so 
close, leaves them alone for the most part. However, other creatures do not. 
When sandworms (sand-dwelling purple worms) begin attacking, they are the 
harbinger of a much worse threat to the Bedine. The PCs find themselves 
approached by Axlitis and asked to solve the problem, and they are left to 
wonder why an evil dragon would care so much about the lives of these petty 
humanoids. 



 Jolarr's tribe of magic-hating Bedine would find the existence of a spellcasting 
dragon intolerable and would do all it could to wipe out such an abomination. The 
PCs are approached on the Black Road and asked to help with this holy quest. 
The PCs get to decide whether it is worthy after interacting with Jolarr for several 
days of travel. 



Portals of the Written Word 

Delfondar's Map 

Throughout history, some beings have gone to great lengths to hide 
their piles of wealth. Yet these same people create maps to their 
wealth or have to engineer complex traps and set guardians to 
protect that same wealth from people who, if the owner was good 
enough at hiding it, would not know it was there at all. Legends of 

pirate gold abound, and treasure maps that lead to these lost hoards pop up in countless 
cities. Also, treasure maps exist to other stores of wealth. If you asked common people 
why treasure maps exist, many would say that the owner of the wealth wanted to find it 
again. But in this age of magic, you have plenty of ways to find your wealth again without 
needing to create maps. So, why all the maps? 

Some sages at the temple of Deneir theorize that mapmakers really want their hoards to 
be found, but not easily. They want to show off their cleverness in hiding or guarding the 
hoard. They draw maps and leave them about as a test of wits between the cartographer 
and the seeker. Others theorize that someone else makes the maps -- perhaps a lackey 
or jilted lover or a sage that researches the location of the hoard. A few say that the 
existence of a large hoard of wealth so works on the mind that the owner is forced to 
give some clue as to its existence and location, no matter how small. In truth, none of 
the theories explain treasure maps, but sages have fun over drinks theorizing about why 
they exist. 

The case of the merchant-wizard Delfondar fits the first theory above. Delfondar quite 
openly stated on his treasure map that he dared any to find his hoard of gold and gems. 
If anyone could find the hoard, he or she was welcome to it. To make the game 
interesting, Delfondar created a very complex path to his hoard -- one that would require 
all the cunning a seeker might have. 

Delfondar's map was first discovered in 1310 DR in the pack of an adventurer who died 
in the Mistmarsh. How it got there no one knows. Delfondar's map is drawn on a huge 
piece of parchment 4 feet square and radiates a faint transmutation magic. Ancient 
Elven letters are used as symbols on the map. The map does not show precise terrain 
features by name; it is more the kind of map that gives directions from a starting point. 
By taking the Elven letters and forming a word using all of them, one can find the starting 
point in Cormanthor. It took many adventurers to decipher the map and reach the place 
it indicated. No treasure was found. Copies of Delfondar's map now circulate with the 
other treasure maps of legend, some with translations of the symbols, and no one has 
found the treasure. The original is perhaps in the temple of Deneir in Silverymoon, or it is 
in the pack of some adventurer who has not yet tried to seek the hoard. Who knows? 

The secret behind Delfondar's hoard is that the map is part of a complex portal network 
that leads to the treasure. The map leads to the first portal in the Giantspire Mountains. 
The first portal is human-sized and located in a cave where the map indicates the 
treasure should lie. It is marked only by a set of carvings on the wall; the portal actually 
sits about a foot in front of the arch of carvings. The key to this portal is to take the Elven 
letters on the map and make a second word from them, and then to speak the word 
aloud while holding the original map. 



The first portal leads to a clearing in the Forest of Mir. At this point, seekers must use the 
map again. By taking this new location as the starting point, one can follow the map to a 
second location at the very eastern end of the Cloven Mountains. At this location, 
another cave, nothing but another portal is here, and that is marked simply by four rocks 
on the wall of the cavern. This portal uses the same key word as the first one. 

The second portal leads to a remote island in the Shining Sea -- an island too small to 
be on most maps. There, in a small grotto, Delfondar inscribed a magic circle. The 
treasure is reached through another gate, and this time it's in the map itself. Delfondar 
embedded a portal inside his map using the Create Moving Portal feat (see the June 
Perilous Gateways articles). It is in the center part, and it is 3 feet wide (hence the size 
of the map) and marked by the route itself. When someone holds up the map and stands 
in the magic circle that Delfondar inscribed, the portal in the map activates. Stepping 
through this portal requires destroying the original map. The map portal leads to a small, 
limestone dungeon with some guardians and eventually the treasure. The dungeon is 
completely encased in rock and was originally smaller and formed by a small 
underground stream, and the only way out or in is to teleport (since the map portal is 
one-way only). You should determine the size of the hoard by the challenges the PCs 
faced in finding it, according to the rules presented in the Dungeon Master's Guide. 

How to Incorporate Delfondar's Map Into Your Campaign: 

Delfondar's map and the quest for his hoard requires some ability to detect and analyze 
portals, so it is best suited to groups of adventurers who have access to the spell 
analyze portal. You could provide this access on scrolls if you wish. 

 You can begin an epic campaign focused on the search for Delfondar's hoard by 
introducing the map to the PCs. You can then fill in the many encounters and 
work out how they will gather the information they need to reach their goal. 

 The PCs run across some other adventurers who have Delfondar's map and are 
trying to follow it. Perhaps they have a fake copy rather than the real map, and 
thus cannot succeed. Whether the PCs compete with this group or help them 
depends on what you want. For example, the group could be composed of evil 
adventurers, in which case the search might become a race between the two 
groups. 



Kiothun's Portal 

The town of Kagarr sits on the Nagawater in southern Sespech, and it is not 
known for anything special. Its people deal with the water naga from the 
lake from time to time, and its merchants trade with the other cities of the 
area. The town sits close to the Golden Road, but these things do not draw 
attention to a place, since many places have similar challenges and 

benefits. 

In this town, there once lived a powerful but lonely wizard named Kiothun. Kiothun was 
quite ugly and had no social graces to speak of; thus everyone in the town shunned him. 
Kiothun's devotion to his powerful magic further engendered fear in the hearts of the 
people who lived near him, and the town rulers decided to request him in the strongest 
terms to depart the town and not return. Kiothun knew this and did not want to leave, so 
he struck a bargain. In return for letting him continue to live in the town, Kiothun would 
build a portal to and from great Waterdeep for the residents to use as they desired. 

Kiothun's portal stands in the heart of the town, and the town watch guards it. Anyone 
can use it -- for a price and under conditions. The conditions are simply that the user has 
no hostile intent towards Kagarr or Waterdeep, and the price varies depending on the 
user. Some get through for as little as a couple silver pieces, while others pay far more 
depending on what the guards think the person can afford. Some pay in service rather 
than coin. The portal is 3 feet across and 7 feet high, and it is set inside a beautiful stone 
arch with lacquered woods and precious metals set into the stone. It is a landmark of the 
town and a source of pride to all who live there. 

Kiothun made only one thing unusual about this portal, and that is the key. Next to the 
portal is a slanted stone surface 3 feet square and set upon a pedestal. It is connected 
magically to the portal. To activate the portal, the person wishing to pass through must 
write a four-line snippet about himself or herself. This must include a unique identifier of 
the person, and each use of the portal requires a different snippet to be written. The 
unique identifier allows the magic of the portal to make sure that the person does not 
write the same thing twice. When the snippet is complete, it fades into the stone of the 
pedestal and the portal glows a pale blue. The portal has a permanent zone of truth 
effect around it and the pedestal so that the user must write something truthful about 
himself to activate the portal. The nature of the snippet is up to the writer. While 
something simple like, 

"Me Snuffin Strongbow half-orc 
Me kill 
Me kill 

Me kill orcs!" 

is sufficient to activate the portal, most people pass beyond that with repeated use and 
begin to reveal more personal things. 

The reason that Kiothun created this unusual key is that he was possessed of a 
desperate curiosity about the people who lived around him. Since they would not 
socialize with him, he used this means to find out about people. He knew that a lot of 
people would want to use the portal, and at night he would go to the pedestal and by 



magic read the things written there. Since people have a tendency to talk about 
themselves, he learned quite a lot. Some people even started using the pedestal as a 
sort of confessional -- a place where they could write secret things they yearned to tell 
someone but could not. Because the writing disappeared when it was completed, and no 
one knew that Kiothun read the writings, most of the local users have the illusion of 
telling their big secret without actually telling anyone. 

Kiothun died some years ago and went to his grave unmourned. Though the people of 
Kagarr were grateful for the portal, they took it for granted and still refused to admit 
Kiothun into their social circles. The portal has continued to function, and very few, if 
any, are aware that the pedestal is still collecting information about people as they use 
the portal. 

How to Incorporate Kiothun's Portal Into Your Campaign: 

 An unscrupulous person has discovered how to read the writings on the 
pedestal, and she is starting to use the information against the residents of 
Kagarr. No one has put together how this person knows these things, but with 
the plethora of magical divinations available, everyone is now paranoid. 
Someone from the town asks the PCs to find out who is holding this information 
over him (or her) and put a stop to it. The pursuit may lead the PCs to the nature 
of the pedestal. 

 Before he died, Kiothun transferred his soul into the pedestal of the portal, and 
he now absorbs what people say in their snippets. He discovers that some 
creature or person is planning a horrifically evil act and attempts to communicate 
with some adventurers who could stop great evils. Since he cannot really travel, 
he must possess (as the magic jar spell; caster level 10th) people trying to use 
the portal and use them as mouthpieces. 

 Following the clues of a treasure map (or other quest), the PCs come to Kagarr 
seeking information about some person living there. The person has died, and 
the PCs search his or her possessions and journals to no avail. Someone 
suggests that if it was a great secret that the person might have told the portal, 
and the PCs have to figure out how to read the things people have written on the 
pedestal stone. 



The Great 
Runes 

In ages long past, elven nations established themselves across 
Faerûn. From Illefarn, which occupied what is now the Silver 
Marches and the North, to Ilythiir south of the Lake of Steam, these 
great nations brought culture to the lands now settled by all races. 
Dwarves established their nations in the mountains and gnomes 
traded between the two. All this came to an end over the three 

thousand years of the elven Crown Wars, and thus way was made for humanity to 
develop. 

During that long-ago time of elven empires, the elves quickly developed skill in magic 
and taught that to the other races. Portals were already known in the world, since the 
elves and dwarves had used them to migrate here from other worlds. As the Ilythiiri 
slipped into corruption following their exposure to the goddess Araushnee, they gathered 
an alliance of nearby elves and some dwarves and talked the group into creating a 
series of huge portals to the Outer Planes so that all elves could gain wisdom and 
knowledge by study. Since the elves were even more arrogant then than they are now, 
none saw the danger. 

The dwarves created a truly remarkable set of standing stones in the plains of what is 
now the Shaar (though it was mostly forested at that time). Each of the five great stones 
is 50 feet tall and about 25 feet wide and deep. Each is a pale brownish color, almost 
white, with a dark-colored Dethek run embedded into the stone. The runes are so large 
that a man could walk through a line of one of them. From left to right, the Dethek runes 
are (from Forgotten Realms Campaign Setting page 86) top row 10th from left, bottom 
row 13th from left, bottom row 3rd from left, top row 14th from left, and top row last rune 
on the right. (See the illustration for a visual aid.) 

The stones are crafted such that there is a sheet of metal 1 foot thick behind the pale 
brownish parts, but not behind the dark-colored runes. Into the stones themselves the 
Ilythiiri elves created their portals. The portals were supposed to go to benign planes 
such as Arvandor, the House of Nature, and the House of Knowledge. However, the 
Ilythiiri secretly betrayed this agreement and created portals to fell places. From left to 
right, the portals allow travel to the following planes: 

 The Abyss 
 Fury's Heart 
 The Demonweb Pits 
 The Nine Hells 
 The Plane of Shadow 

From these places the Ilythiiri hoped to gain power over their elven kin. Since the Crown 
Wars began just after the completion of the portals, it is unknown whether the gateways 
were of any use to their creators. 

The dwarves believed that this partnership with the elves would bring them greater 
knowledge of magic, for that is what the Ilythiiri promised. However, the knowledge that 



the Ilythiiri shared made the dwarves uncomfortable, and they rejected it. This might be 
one part of why drow and dwarves are still implacable enemies. 

The Great Rune portals are particularly difficult to access, since they are inside solid 
stone. The Ilythiiri designed them this way so that only powerful arcane spellcasters 
could open the pathways to the Outer Planes. Activating the portals requires only a 
prayer to Araushnee (not Lolth) and that the person speak the name of the plane to 
which the portal is keyed. Reaching the portals requires the casting of a passwall spell. 
This spell cannot open a path through the metal-protected parts of the Great Runes, but 
it can open up the areas of the letters. The user activates the portal and walks through 
the letters where they have been temporarily removed. 

The Great Rune portals are one-way portals. The Ilythiiri did not have time to create 
return portals. Thus, anyone using them should provide his or her own way back. 

The stones have lasted through the centuries, with the secrets of their usage passed 
from mother to daughter in drow houses deep in the Underdark. It is not known how 
many drow can use the portals in the stones, and indeed few on the surface know they 
are there at all. 

Most folk of the Shaar avoid the strange stones, fearing they represent some fell magic. 
No magic has ever been seen from them, or because of them, but the tribes of nomads 
prefer not to take unnecessary risks with things they do not understand. The dwarves of 
the Great Rift see the stones as a sort of holy place, recognizing the ancient 
craftsmanship of their ancestors. The dwarves use them as a meeting point sometimes, 
or as a destination of holy pilgrimages when some priest feels the need to seek 
Moradin's will in a holy place. They do not know the true nature of the stones. 

How to Incorporate the Great Runes Into Your Campaign: 

 A wizard, in seeking a different portal in the Shaar, has found the portals in the 
Great Runes. Using magic, he (or she) has determined their destinations and 
how to activate them, but not yet how to reach them. He wants the PCs to figure 
out how to use the portals and to explore what is on the other side. He prefers 
not to reveal much about the portals themselves, including that they are one-way 
or where they go. (He claims that he cannot see where they go.) 

 The Ilythiiri created the third portal to have a direct way to reach their deity. In the 
eons since they became the drow they have created other ways, but the ancient 
site still holds interest for some drow. The PCs discover a surface drow group 
making its way towards the Great Runes and are asked to stop them before the 
drow victimize nearby commoners. 



Written in Blood 

[Note: This portal can be placed in any forest in Faerûn, near enough to the 
edge to have contact with a humanoid settlement.] 

Deep within the forests live the treants, great protectors and rulers of the 
trees. Some treants are benign, but most are malevolent when their privacy 
is interrupted. Near the ruins of an old castle or keep, the treant "lord" 
Mithok holds sway over his little kingdom of treants, trees, and a few 
shambling mounds. Even the fey creatures give him respect and distance, 
since he is a powerful sorcerer and warrior. He clashes with the local elves 

and humans of the nearby settlement, and with the stream of adventurers that come to 
the ruined castle to find wealth. Many find death, but they keep coming. 

One of the reasons that humans come to the castle is the portal located in what was the 
courtyard. A full 9 feet tall and 6 feet wide, it is marked by a huge arch painted with 
runes of a dark reddish color. The runes are in a language that no one has seen in the 
Realms, and sages think that the makers of the portal are from some distant world 
similar to Faerûn. The portal was discovered by accident, and the thing that came 
through ate most of the adventurers in the ruins when the portal opened. 

Mithok killed the monster, whatever it was, and found one of the dying adventurers to 
question. When the next group came to explore the ruins, Mithok appeared and told 
them, in a voice filled with wisdom, that the secret of the castle was the portal located in 
the courtyard, and that it could be activated by drawing over the runes on the arch with 
the blood of a humanoid or animal. By chance Mithok was correct in how to activate the 
portal, and the adventurers passed into the other world beyond the portal. 

Seeing a chance to revenge himself on animals and humanoids, he convinced the next 
group that the portal arch was a shrine to some unnamed power, and soon a group of 
worshipers moved close by to use the site. Since they had to use blood to activate the 
portal, and most of the people who went through the portal never returned, the little cult 
attracted many followers. To enhance the reputation of the site, Mithok began using his 
magic to affect the nearby forest and the human farms at its edge. The people at the site 
came to believe, slowly, that the use of the portal, and more importantly the blood 
"sacrificed" to it were important for bringing good farming and for keeping the woods 
healthy. 

The blood rune portal, for lack of a better name, was created by beings from another 
world so they could come to this world and conquer it. However, the initial scouting 
group saw the extent of civilization here, and the powerful magic wielded by almost 
everyone (or so it seemed), and the conquerors decided to leave Faerûn alone. The 
portal was in a remote enough spot that it was unlikely to be disturbed, and the key for 
this side was unlikely to be understood by the natives. 

In the years since, the lands in that world near the portal have been overrun by fearsome 
monsters, and the denizens of that world have forgotten about the portal entirely. Except 
for portals, magic does not work very well in that world (spells above 1st level don't 
function), and the people who go from Faerûn to that world find themselves unprepared 
for the horrible monsters and the lack of magic power. 



The cult using the portal on this side sacrifices animals to get blood to activate the 
gateway, but occasionally they use the blood of someone they don't like. This gives the 
cult a fearsome reputation in the neighboring lands, but the cult members are not as bad 
as the stories about them would indicate. They see the portal as a gateway to some 
power that others in Faerûn don't have access to and are trying to claim it for 
themselves. But the use of blood is corrupting them, and Mithok watches the downfall 
with pleasure. 

How to Incorporate "Written in Blood" Into Your Campaign: 

 The flow of people from Faerûn who go through the portal attracts the attention of 
some dangerous denizens in the other world. Seeing a new source of food, they 
begin to hunt at the portal exit point. Eventually, they see how to use the portal (it 
is continuously active on the other side) and come through. The PCs have to 
deal with the resulting slaughter, as Mithok watches and enjoys the suffering of 
those who prey upon his woods. 

 A relative or friend of one of the PCs writes the PC about this new worship of the 
land, but he is not sure about the morality of it. This person asks the PCs to 
come and evaluate the new practice. While there, a PC or animal companion or 
familiar is abducted to be the sacrifice to open the portal at the next ceremony. 
The PCs must break through the rumors surrounding the cult to rescue their 
companion without killing everyone involved, since the cult members are not truly 
evil (yet). 



The Library of Deneir 

Waterdeep is known for its worship of Oghma and Deneir, gods of 
knowledge and the spread of knowledge. Each church maintains a 
library of its own, but the two churches are in close contact because 
Deneir serves Oghma. The two churches have different reasons for 
collecting tomes and these reasons are reflected in the types of 
tomes that one finds at each of the churches. The church of Deneir, 
following its god's interests, collects literature and maps primarily, 

but it also keeps records of ancient languages and artistic renderings. The church of 
Deneir is full of scribes that transcribe books for the ever-growing collection. The church 
of Oghma is interested in knowledge in general (nonfiction), and the songs of bards from 
across the lands. The two churches share their works to promote the universal spread of 
knowledge. 

Besides their own libraries, the two churches cooperate in maintaining a collective secret 
library that the church of Deneir takes primary responsibility for. This secret library is 
located deep inside a mountain and is accessible only via a pair of portals. One portal 
links the library with the temple of Deneir, and the other links it with the temple of 
Oghma. Each portal is human-sized and activated by a key.  

At the temple of Deneir, the portal is located in the basement where some high-ranking 
priests have rooms to themselves. The portal appears to be a door, but the door is 
surrounded by a set of large scrolls that contain part of an old liturgy that has not been 
used by the church in some fifty years. To activate the portal, one must write in the 
missing parts of the liturgy where they belong and then speak the whole liturgy. (Those 
attempting to complete the liturgy should make a Knowledge (religion) check DC 25.) 
The portal does open if only the written part of the key is completed, but without the oral 
part, the portal malfunctions. Consult Table 2-2 on page 61 of the Forgotten Realms 
Campaign Setting, except that the portal never works properly without both keys. The 
scrolls magically erase the newly written words once the portal closes again. 

At the temple of Oghma, the portal is located on the second floor near some scribes' 
chambers, and it's in a locked room. It too is surrounded by scrolls containing partly 
completed liturgies, but in this case there are three different liturgies intertwined. To 
activate the portal, one must complete only one of the three liturgies (Knowledge 
(religion) check DC 25); completing the others or more than one results in a portal 
malfunction that sends the traveler to a remote seaside place on the shores of the 
Shining Sea. The scrolls magically erase the newly written words once the portal closes 
again. 

In the library, the return portals are creature-only, so that books cannot be removed from 
the library. The library is protected against teleport spells and the like, but planar travel is 
allowed so that the protector of the library, Colorrn the Thaumaturgist, can summon 
monsters to aid him in defense when needed. Colorrn is usually prepared with a scroll to 
seal any portals created by others into the library. The protections are not as absolute as 
those at Candlekeep because most of the books here are duplicated somewhere else in 
the Realms that the clerics can access, so if something happens to the library, they can 
in time replace all the tomes. 



Colorrn: Male sun elf Cleric 3 of Deneir/Wizard 3/Mystic Theurge 4/Thaumaturgist 
4; CR 14; Medium humanoid; HD 3d6 plus 3d4 plus 4d4 plus 4d4; hp 40; Init +2; 
Spd 30 ft.; AC 15, touch 15, flat-footed 13; Base Attack +7; Grp +7; Atk +8 melee 
(1d6/18-20, masterwork rapier) or +9 ranged (1d8/[TS]3, longbow); Full Atk +8/+3 
melee (1d6/18-20, masterwork rapier) or +9/+4 ranged (1d8/[TS]3, longbow); SA 
turn undead (3/day, +2 on turning check); SQ contingent conjuration, sun elf traits, 
extended summoning, improved ally, low-light vision; AL NG; SV Fort +6, Ref +6, 
Will +17; Str 10, Dex 15, Con 10, Int 17, Wis 17, Cha 11.  

Skills and Feats: Concentration +10, Decipher Script +10, Diplomacy +17, 
Knowledge (arcana) +11, Knowledge (religion) +11, Knowledge (the planes) +13, 
Listen +5, Search +5, Sense Motive +7, Spellcraft +26, Spot +5; Augment 
Summoning, Empower Spell, Eschew Materials, Extend Spell, Martial Weapon 
Proficiency (composite longbow), Martial Weapon Proficiency (composite 
shortbow), Martial Weapon Proficiency (longbow), Martial Weapon Proficiency 
(longsword), Martial Weapon Proficiency (rapier), Martial Weapon Proficiency 
(shortbow), Point Blank Shot, Scribe Scroll, Spell Focus (Conjuration), Spell 
Penetration. 

Contingent Conjuration: Colorrn can prepare a summoning or calling spell ahead 
of time to be triggered by some other event. This ability functions as described for 
the contingency spell, including the fact that Colorrn must cast the summoning or 
calling spell beforehand. The spell is cast instantly when the trigger event occurs. 
The conditions needed to bring the spell into effect must be clear, although they 
can be general. If complicated or convoluted condition as are prescribed, the 
contingent conjuration may fail when triggered. The conjuration spell occurs based 
solely on the stated conditions, regardless of whether Colorrn wants it to, although 
most conjurations can be dismissed normally. Colorrn can have only one 
contingent conjuration active at a time. 

Extended Summoning: All spells from the summoning subschool that Colorrn 
casts have double their normal duration, as if the Extend Spell feat had been 
applied to them. The levels of the summoning spells don't change, however. This 
ability stacks with the effect of the Extend Spell feat, which does change the spell's 
level. 

Improved Ally: When Colorrn casts a planar ally spell (including the lesser and 
greater versions), he makes a Diplomacy check to convince the creature to aid him 
for a reduced payment. If Colorrn's Diplomacy check adjusts the creature's attitude 
to helpful (see Influencing NPC Attitudes, Chapter 4 of the Player's Handbook), the 
creature will work for 50% of the standard fee, as long as the task is one that is not 
against its nature. Colorrn's improved ally class feature works only when the planar 
ally shares at least one aspect of alignment with him. Colorrn can have only one 
such ally at a time, but he may bargain for tasks from other planar allies normally. 

Sun Elf Traits: Colorrn is immune to magic sleep spells and effects. He is entitled 
to a Search check when within 5 feet of a secret or concealed door as though 
actively looking for it. He has a +2 racial bonus on saves against enchantment 
spells or effects and a +2 racial bonus on Listen, Spot, and Search checks (already 



figured into the statistics given above). 

Languages: Elven, Common, Auran, Celestial, Illuskan, Chondathan, Infernal. 

Cleric Spells Prepared (6/6+1/5+1/5+1/3+1/2+1/1+1; save DC 13 + spell level, or 
14 + spell level for divination spells): 0 -- detect magic (2), guidance, light, 
resistance, virtue; 1st -- command, comprehend languages, divine favor, inflict light 
wounds, obscuring mist, sanctuary*, shield of faith; 2nd -- bear's endurance, calm 
emotions, cat's grace, detect thoughts*, hold person, zone of truth; 3rd -- dispel 
magic, extended summon monster II, magic vestment, protection from energy*, 
searing light, summon monster III; 4th -- freedom of movement, greater magic 
weapon, imbue with spell ability, spell immunity*; 5th -- empowered summon 
monster III, plane shift, spell resistance*; 6th -- antimagic field*, empowered 
summon monster IV. 

*Domain spell. Deity: Deneir. Domains: Knowledge (add all Knowledge skills to list 
of cleric class skills; casts divination spells at +1 caster level), Protection 
(generates protective ward as a supernatural ability; as a standard action, grant 
someone touched a resistance bonus equal to cleric level on touched subject’s 
next saving throw; protective ward is an abjuration effect with a duration of 1 hour 
that is usable once per day). 

Wizard Spells Prepared (4/5/4/3/1; save DC 13 + spell level, or 14 + spell level for 
conjuration spells): 0 -- acid splash, mage hand, ray of frost, read magic; 1st -- 
endure elements, feather fall, grease, mage armor, summon monster I; 2nd -- 
glitterdust, invisibility, Melf's acid arrow, scorching ray; 3rd -- blacklight**, 
flashburst**, stinking cloud; 4th -- thunderlance**.  

Spellbook: 0 -- acid splash, arcane mark, dancing lights, daze, detect magic, 
detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, 
open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 
1st -- color spray, endure elements, expeditious retreat, feather fall, grease, jump, 
mage armor, shield, summon monster I; 2nd -- darkness, false life, fox's cunning, 
glitterdust, invisibility, Melf's acid arrow, mirror image, owl's wisdom, scorching ray, 
see invisibility, spectral hand, spider climb, 3rd -- blacklight**, dispel magic, 
flashburst**, fly, greater magic weapon, lightning bolt, slow, stinking cloud, 
summon monster III, tongues; 4th -- dimension door, greater invisibility, polymorph, 
Rary's mnemonic enhancer, summon monster IV, thunderlance**. 

** Spell from Forgotten Realms Campaign Setting. 

Possessions: Masterwork rapier, longbow, 25 arrows, ring of evasion, ring of 
protection +3, divine scroll of gate seal**. 

As a sun elf among humans, Colorrn feels as out of place here as anywhere else. 
But, he really likes the privacy of his current position. He reads the books in the 
secret library to pass the time and can discuss many of them with scholars that 
visit the area. With these visitors he is pleasant but aloof, reinforcing the idea that 
he'd rather be left alone. He does not really miss the company of elves either, 



though when he does leave the library he visits with some sun elves in Waterdeep. 
He is a meticulous protector of the books and maps, and he will give his life if need 
be to protect them. This is really the only agreement he takes seriously. 

How to Incorporate the Library of Deneir Into Your Campaign: 

 The PCs come across a deadly plot to take over some nation or do some other 
great evil, and find out that the perpetrator is seeking a piece of knowledge to 
complete a ritual or item or strategic plan. The piece of knowledge can be found 
in the books of the secret library, but the PCs have to convince the clerics of 
either Oghma or Deneir to allow them access. Alternatively, they have to divert 
the perpetrator from the real location of the library to some false location. 

 A call goes out from the temple of Deneir for books, and at the same time a priest 
approaches the adventurers. The temple's secret library has been ransacked 
somehow, and its guardian missing. The clerics don't know whether the guardian 
is involved. They ask the PCs to investigate the source of the violence against 
their tomes and to find the missing Colorrn if possible. While traveling on this 
quest, they may also be asked to stop at various temples or sages' residences to 
collect books to replace those lost in the ransacking. 



Portals Under the Black Gauntler 

Centuries ago, when the Calishite empire still ruled the Lake of Steam region, the rulers 
ordered that an extensive network of portals be created across the length and breadth of 
the empire, the better to facilitate fast travel and communication between far-flung points 
of Calishite territory.  

One small section of that ancient network has recently been brought to light, although 
those who possess it consider knowledge of these portals intelligence of the highest 
order. Only those most trusted by the possessors are ever likely to hear of these portals, 
which means that everyone who is interested in the current unstable situation in the 
region will try desperately to gain the information. 

The three portals discovered and located thus far are all in or near the city of Mintar. 
This location is extremely important because Banite forces have now held that once-
proud city for over a decade. On Midwinter night of 1362 DR, Teldorn Darkhope, a 
Banite cleric and leader of the Banite religious order, the Knights of the Black Gauntlet, 
assassinated the ruling family of Mintar and assumed control of the city after several 
days and nights of ferocious fighting and riots in the streets. Many mercenary warriors 
and wizards bolstered the ranks of the Banites. The citizens who could do so fled east to 
the city of Saelmur, which has since become the bulwark against further eastward 
expansion of the Banites. 

In 1369, Darkhope turned his attentions northward to the town of Kzelter after hearing 
the regional legend regarding an ancient stash of powerful magic Tethyrian treasures 
and weapons said to be buried somewhere near there. Banite forces easily conquered 
the small village, but the cache of magic has never been found. 

Darkhope planned more military action that year. Unfortunately, he found himself 
stymied with his inability to locate the ancient Tethyrian items, dealing with a series of 
popular uprisings and strikes in Mintar, and watching Calimshan, Tethyr, and Saelmur 
beef up their defenses. The situation stands now at it did almost two years ago: Mintar 
and Kzelter are in the grip of the Knights of the Black Gauntlet, Calimshan and Tethyr 
are content not to act as long as the Banites don't attack their territory, and Saelmur is 
organizing a mutual-defense pact with the other Lake of Steam cities to protect against 
Banite attacks. 

Some in Saelmur feel that the time to attack and free Mintar is long overdue, but until the 
other cities in the region (Calimshan, Tethyr, or the Shadi'ar tribes of nomads that roam 
the rough hills north of the lake) fully commit to what would likely be an extended siege 
of the city, Saelmur lacks the resources to act alone. 

The presence of these portals in and around Mintar could play an important role in 
breaking the long-standing deadlock that currently grips the region, for good or for ill. 

These portals function by tossing a number of coins into the air as one passes through 
the portal. Tossing any two coins takes the creature stepping through the portal to the 
wizard's mansion, any three coins takes you to the town of Kzelter, and any one coin 
returns you to the Academy portal. The coins so tossed disappear. Other reasonable 



numbers of coins don't seem to work. Perhaps other destinations involve sets of specific 
(and now ancient) Calishite coins or items other than coins. 

Portals have been found in and around Mintar. Could they be the key to the city's 
freedom? 



The Academy Portal 

The Academy portal lies beneath the burnt-out ruins of the Academy of Drawn Sword, 
one of the city's two former schools of swordsmanship. The Academy's former master, 
Ilindyl Fireblade, discovered the portal beneath the basement of his former school not 
long ago. 

 

Fireblade's Travails 

Trapped in the city but away from the Academy on the night of the coup, Fireblade saw 
mages in the employ of the Banites cast several fireball spells into the Academy. He 
believed that his students all died in the conflagration that followed. Actually, the majority 
of the Academy's students escaped both the fire and city. The most senior students led 
their fellows from the city before the Banites' mages destroyed the school. 

Fireblade, driven mad by misguided guilt, took to the sewers and became an avenger of 
the night, attacking and killing small numbers of Banites at every opportunity. A few 
years ago, a small group of his former students returned surreptitiously to Mintar in an 
effort to identify the masked avenger they had heard so much about. They located 
Fireblade, told him of the events of that terrible night and how well his students fought, 
saving not only themselves but also leading many local families to freedom as well. This 
news helped Fireblade return to himself and he now has become one of the leaders of a 
covert resistance group dedicated to freeing Mintar from the Banites. His combat 
expertise and quality leadership have been invaluable to the group. 

Fireblade found the portal recently when he was forced to hide from the Banites hunting 
those in the underground in the ruins of his former school. He found a secret door in the 
basement that led to an even deeper cellar that contains the portal. He translated and 
then destroyed the inscription detailing its use and its other destinations, which are 
Kzelter and another locale within the city: a wizard's mansion and tower unfortunately 



now in the possession of a demon and a Banite mage. More portals may exist elsewhere 
in this sub-basement; Fireblade has not yet had time for an exhaustive search. 

Ilindyl Fireblade: Male human Fighter 18; CR 18; Medium humanoid; HD 
18d10+54; hp 153; Init +6; Spd 30 ft.; AC 21, touch 15, flat-footed 19; Base Atk +18; 
Grp +20; Atk +21 melee (1d6+5 plus 1d6 fire/18-20, +3 flaming rapier) or +21 
ranged (1d8+3 plus 1d6 fire/x3, +1 flaming composite longbow [+2 Str bonus]); Full 
Atk +21/+16/+11/+6 melee (1d6+5 plus 1d6 fire/18-20, +3 flaming rapier) and +20 
melee (1d4+3 plus 1d6 electricity/19-20, +2 shock dagger) or +21/+16/+11/+6 
ranged (1d8+3 plus 1d6 fire/x3, +1 flaming composite longbow [+2 Str bonus]); AL 
NG; SV Fort +19, Ref +15, Will +13; Str 14, Dex 15, Con 16, Int 14, Wis 15, Cha 16. 

Skills and Feats: Climb +23, Hide +6, Intimidate +24, Jump +23, Listen +6, Ride 
+20, Spot +6; Blind-Fight, Cleave, Combat Expertise, Combat Reflexes, Dodge, 
Great Cleave, Improved Bull Rush, Improved Disarm, Improved Initiative, Improved 
Trip, Leadership, Lightning Reflexes, Mobility, Power Attack, Spring Attack, Two-
Weapon Defense, Two-Weapon Fighting, Whirlwind Attack. 

Possessions:+3 flaming rapier, +2 shock dagger, +1 flaming composite longbow 
[+2 Str bonus],20 arrows, potions of cure serious wounds (2), potion of haste, ring of 
protection +3, bracers of armor +5, cloak of resistance +5, 51 pp, 18 gp. 

How to Incorporate the Academy Portal Into Your Campaign 

 The PCs could discover that one or more other portals anywhere in Faerûn link 
to the trio in and around Mintar. They could discover this in the process of 
experimentation with "their" portal, or by accident should they spill coins (or other 
small items) when attempting to access their portal. 

 If the PCs are already involved in fighting Banites in Mintar (or elsewhere) or are 
exploring ancient Calishite ruins, dungeons, or palaces, they could uncover 
information on this trio of portals, and perhaps more in the network. 



The Mage Tower Portal 

A wizard and his apprentice summoned a marilith demon on the night of the 
Banite coup in Mintar. As chaos took control of the city and many of its residents 
sought the cause of the upheaval, at least one mob blamed wielders of magic 

and wizards in particular. The mob stormed the small mansion-and-tower home of 
Kosmal Ontos. The wizard left the imprisoned tanar'ri (using a greater planar binding 
spell) with his young apprentice, Enthos Raziir (N human male Wiz4 at the time) in the 
secret summoning chamber so that he could quiet and disperse the mob. Instead, the 
mob attacked, restrained, and soon burned the old wizard at the stake. 

Raziir went after his master when the wizard did not return; he found the wizard's 
smoldering remains in the street. Panicking, he fled back into the tower, gathered all he 
could carry, and fled to Saelmur. Once there, he began to fret over the still-imprisoned 
demon. He knew the marilith would eventually free itself, and so, when rumors of a 
demon rampaging through the streets of Mintar reached his ears, Raziir fled again, to 
parts unknown, for fear that the demon would seek him out for its imprisonment. 

The marilith, which calls itself Malatorna, vented its rage on any person, building, or item 
in Mintar it could lay its six hands on. Of course, it soon encountered Banite patrols and 
slaughtered several of them in short order. Once its fury was spent, Malatorna sought a 
means to return to the Abyss, but it was now constantly harassed by greater and greater 
numbers of increasingly powerful Banite forces. The marilith eventually found its way 
back to the mansion and tower where it had been imprisoned. It returned to the hidden 
summoning chamber to think. The Banites were clearly not inclined to let Malatorna run 
loose in the city, but neither did they seem able to destroy her -- at least not quickly. 
After some consideration, she reached a decision. 

Deciding to make the best of a bad situation, Malatorna entered into a truce with the 
Banites: She would cease her attacks in the city while the Banites left her alone to 
pursue her own goals, specifically establishing a realm of her own in the Border 
Kingdoms to the south of the Lake of Steam. Further, Malatorna claimed the ransacked 
mansion and tower as home in the city.  

That last was at least true. The rest of the details of this arrangement are false. The 
demon and the Banites did call a truce, but Malatorna has no interest in the Border 
Kingdoms. While she retired to the dead mage's mansion, she was visited by a 
mercenary mage, named Victoriana Arianus, who was in the employ of Darkhope and 
the Knights of the Black Gauntlet. She had been sent there to negotiate a truce with the 
marilith, and that she did. She also struck a deal with the demon to kill Darkhope and as 
many of the Knights as possible. Since Banites comprise only a fraction of the forces in 
the city, with the rest being mercenaries, Arianus proposed that, with the Banites 
removed, Malatorna could rule the city and that she would convince the mercenaries to 
throw their loyalty to the new ruler of the city. Arianus would also become the new leader 
of all the mercenaries in the city and also serve as the demon's military commander. 

Arianus has more plans that she hasn't shared with Malatorna. Once the marilith has 
removed Darkhope and the Banites, and after she has established the marilith and 
herself in their new roles, Arianus hopes to use a dismissal spell to send the demon 
back to the Abyss. Then, Arianus plans to step into the vacant role as ruler and set up a 



secular government with her mercenaries as the army and police. Arianus wants 
Darkhope dead since their relationship ended after she caught him with a young female 
cleric of Bane. Arianus arranged to have the woman killed a few days later. The plot is 
now in motion, but Malatorna and Arianus have not yet agreed on the precise moment at 
which to strike. 

What neither of them knows is that a portal exists in the mansion's secret summoning 
chamber. Fireblade and a few other members of Mintar's resistance movement know of 
the portal's existence and location. Fireblade hopes to one day launch a raid on the 
mansion and its two residents, but he knows that few members of the resistance will 
stand up to either the mage or the demon, much less both, which is a possibility. So, he 
bides his time while Malatorna and Arianus move closer to acting. 

Malatorna: hp 216; see Monster Manual. 

Victoriana Arianus: Female human Wizard 11; CR 11; Medium humanoid; HD 
11d4+11; hp 38; Init +7; Spd 30 ft.; AC 16, touch 14, flat-footed 13; Base Atk +5; 
Grp +5; Atk +5 melee (1d4/19-20, dagger); Full Atk +5 melee (1d4/19-20, dagger); 
AL LE; SV Fort +5, Ref +7, Will +10; Str 11, Dex 17, Con 12, Int 19, Wis 14, Cha 15.  

Skills and Feats: Concentration +15, Decipher Script +18, Knowledge (arcana) 
+18, Listen +8, Search +10, Spellcraft +20, Spot +8; Combat Casting, Dodge, 
Improved Initiative, Scribe Scroll, Silent Spell, Spell Penetration, Spellcasting 
Prodigy, Still Spell. 

Typical Wizard Spells Prepared (4/6/5/5/4/3/1; save DC 15 + spell level): 0 -- 
detect magic (2), light, read magic; 1st -- mage armor, magic missile, protection 
from chaos, protection from good, shield, sleep; 2nd -- detect thoughts, knock, 
protection from arrows, scorching ray, touch of idiocy; 3rd -- dispel magic, fireball, 
lightning bolt, protection from energy, stinking cloud; 4th -- arcane eye, crushing 
despair (2), stoneskin; 5th -- cloudkill, cone of cold, dismissal; 6th -- disintegrate. 

Spellbook: 0 -- acid splash, arcane mark, dancing lights, daze, detect magic, detect 
poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, 
prestidigitation, ray of frost, read magic, resistance, read magic, touch of fatigue; 1st 
-- alarm, burning hands, cause fear, feather fall, hold portal, mage armor, magic 
missile, protection from chaos, protection from good, shield, sleep; 2nd -- arcane 
lock, detect thoughts, invisibility, knock, protection from arrows, pyrotechnics, 
scorching ray, touch of idiocy; 3rd -- dispel magic, fireball, hold person, lightning 
bolt, protection from energy, stinking cloud, suggestion; 4th -- arcane eye, crushing 
despair, dimensional anchor, polymorph, stoneskin; 5th -- cloudkill, cone of cold, 
dismissal, feeblemind, passwall, symbol of sleep; 6th -- acid fog, disintegrate, flesh 
to stone, mislead.  

Possessions: Dagger, ring of protection +1, scroll of invisibility, scroll of see 
invisibility, wand of Melf's acid arrow, wand of web, bracers of armor +2, cloak of 
resistance +1, necklace of fireballs (type III), 350 gp. 

How to Incorporate the Mage Tower Portal Into Your Campaign: 



 If the PCs are high enough level to have encountered a marilith before and 
survived, perhaps they met Malatorna at some point in the past. If so and if 
Malatorna hears that the PCs are again within her grasp, she may seek them out. 

 The PCs may have known Kosmal Ontos before he retired to Mintar to teach 
(perhaps a PC mage trained under him for a time) or they may know or 
encounter Enthos Raziir while he's on the run, afraid that Malatorna is after him. 



The Kzelter Portal 

The small town of Kzelter was conquered by Teldorn Darkhope's Knights of the Black 
Gauntlet in 1369 DR. Since then, the occupied town is ruled on a day-to-day basis by 
the highest-ranking Banite cleric there, Neth Arrovar. He is also the chief cleric at the 
Tyrant's Hope Temple in the town, built atop the crumbled husk of a temple to Oghma. 
From here, he supervises the daily affairs of the town, the temple, and the ongoing 
search for the rumored cache of ancient Tethyrian magic items. The legends say the 
items are buried or otherwise hidden somewhere in, near, or under Kzelter. Darkhope's 
Knights are not the first ones to seek it, and they've been just as successful in finding the 
cache as all those who came before. Arrovar has also had to react and adapt recently to 
the suddenly much more competent and deadly efforts of a local resistance group. 
Arrovar believes a powerful new figure has entered the village and is aiding the locals, 
although his oft-ordered searches, detentions, and intimidation of the villagers has not 
yielded a single clue. 

Much of the town and many of the farms surrounding the village resemble archeological 
digs more than a military encampment, with many exploratory holes being dug (by local 
residents pressed into this labor) anywhere the Banites think the stash might be. The 
dozens of tents full of Banites and their hired mercenaries also mar much of the lovely 
scenery in the area. 

The portal lies beneath the rubble of the temple to Chauntea on the northern outskirts of 
town. Ilindyl Fireblade (see part 1) reached Kzelter via this portal, explored the town 
under the pall of night, found a group of drunken Banites attacking a young couple that 
had been trysting, and killed all the Banites. Before he was done, though, one of the 
Banites sounded an alarm. The couple and Fireblade fled the scene. The trio was aided 
by some locals working to resist the Banites in town. When the young couple told the 
story of Fireblade's prowess, the fighter was introduced to Lantana Darkeyes (LG human 
female Ftr5), the leader of Kzelter's resistance movement. 

The underground resistance in Mintar and in Kzelter now share information and 
resources as they work together to throw off the Banite yoke on the region. Fireblade 
has taken on Darkeyes as a swordsmanship student, and although he is ten years older 
than she, a romance of epic proportions maybe be brewing between them. 

Opposing the actions of the underground in Kzelter is the Tyrant's Hope Temple, led by 
the aforementioned Neth Arrovar. The maps here are from Lords of Darkness, and the 
temple is fully detailed therein. For those who lack this product, a brief description 
follows. 

http://www.wizards.com/default.asp?x=dnd/pg/20030806a
http://www.wizards.com/default.asp?x=products/fracc/886700000


 

1. Entryway. Two guards (details to be determined by the DM) guard this door, 
preventing unauthorized access.  

2.Guardroom. Quarters for eight guards. 

3. Minor Clerics. Quarters for four 1st-level clerics (details to be determined by the DM) 
of Bane. 

4. Storage. This room is full of weapons, dry goods, tools, and other equipment. A trap 
door in the floor leads to the secret dungeon beneath. 

5. Sacred Chamber. This room has a large, raised dais in the center, bearing a symbol 
of Bane inlaid atop the dais in colored tiles. 

6. Lesser Clerics. This room houses quarters for two 3rd-level clerics of Bane. 

7. Clerics. This room is the sleeping quarters of two 5th-level clerics of Bane. 

8. Greater Cleric. This room houses a 7th-level cleric of Bane. 

9. Arrovar's Quarters. This is the official temple residence of Neth Arrovar. He stays 
here only a few nights each week, however, since he has taken the best home still 
standing in the village as his private residence. 

10. Dungeon Entrance. When prisoners are being held here (which is almost always), a 
guard (details to be determined by the DM) is stationed here. 



11. Cells. The doors to these cells are locked (Open Lock DC 20), and there's straw on 
the floor and places on the walls where manacles can be attached. 

12. Additional Storage. Items such as additional cookware, uniforms, and so on are 
stored here. 

13. Interrogation Room. This room has a table large enough for any Medium creature 
to be strapped to, restraints to secure a being to the table, and several implements of 
torture. 

Roof. Access can be gained via four ladders in area 5 or through the secret doors in the 
eastern tower. The parapets provide one-half cover the four guards guard (details to be 
determined by the DM) always stationed here. 

Neth Arrovar: Male half-elf Cleric 9 of Bane; CR 9; Medium humanoid; HD 9d8+18; 
hp 58; Init +5; Spd 20 ft.; AC 20, touch 11, flat-footed 19; Base Atk +6; Grp +8; Atk 
+9 melee (1d8+4 plus 1d8 sonic, +1 thundering morningstar); Full Atk +9/+4 melee 
(1d8+4 plus 1d8 sonic, +1 thundering morningstar); SA rebuke undead (3/day; +2 
damage); SQ half-elf traits, low-light vision; AL LE; SV Fort +9, Ref +5, Will +11; Str 
15, Dex 13, Con 14, Int 14, Wis 18, Cha 11.  

Skills and Feats: Concentration +12, Diplomacy +10, Gather Information +4, 
Knowledge (arcana) +10, Knowledge (religion) +10, Listen +5, Search +3, Spellcraft 
+14, Spot +5; Combat Casting, Dodge, Improved Initiative, Power Attack. 

Half-Elf Traits: Neth has elven blood. He is immune to sleep effects and has a +2 
bonus on saves against enchantments, a +1 racial bonus on Listen, Search, and 
Spot checks (already figured into the statistics above), and +2 racial bonus on 
Diplomacy and Gather Information checks (already figured into the statistics above). 

Cleric Spells Prepared (6/5+1/5+1/4+1/3+1/1+1; save DC 14 + spell level): 0 -- 
cure minor wounds, detect magic, detect poison, inflict minor wounds (2), read 
magic; 1st -- bane, cure light wounds, curse water, detect good, protection from 
good*, shield of faith; 2nd -- align weapon, death knell, enthrall, enthrall*, find traps, 
sound burst; 3rd -- cure serious wounds, discern lies, dispel magic, invisibility purge, 
protection from energy; 4th -- death ward, fear*, poison, summon monster IV; 5th -- 
dispel good*, flame strike.  

*Domain spell. Deity: Bane. Domains: Evil (cast evil spells at +1 caster level), 
Tyranny (Add +2 to save DC of any compulsion spell cast.). 

Possessions:+1 full plate armor, +1 thundering morningstar, light crossbow, 20 
bolts, cloak of resistance +1, unholy symbol, 529 gp. 

How to Incorporate the Kzelter Portal Into Your Campaign 

 PCs could come across the village of Kzelter during their travels, be accosted by 
the Banites, and either have to flee the area or stand and fight. If they choose the 



latter, they are likely to encounter the local resistance and perhaps Lantana 
Darkeyes. 

 If the PCs are working with the Mintarian underground, they could be sent by 
Fireblade to Kzelter to aid Darkeyes' organization and leadership of the 
resistance in the village. 



Putting the Portals Into Play 

The last three weeks, the details of three linked portals in and 
around the city of Mintar have been revealed. This week, take a look 
at some plot ideas and adventure hooks that allow you to add these 
portals to your ongoing FR campaign. 

 One or more of the martial PCs in the party could be a past 
student of Ilindyl Fireblade, perhaps even having graduated 
from the Academy of the Drawn Sword before its destruction. 
Through NPCs contacts in the Lake of Steam region, the PC 
could learn that Fireblade did not die in the Banite coup as 
many theorized at the time. Not only is Fireblade alive, the 
PC hears, but he is also committed to ridding the once-lovely 
city of Mintar (perhaps the PC grew up there or in the region) 

of the Banite scourge and that he is calling on any former students of his with a 
just heart and a strong sword arm to aid him in this endeavor. The PC receives 
instructions to journey to the vicinity of the tiny, Banite-controlled village of 
Kzelter, where Fireblade or one of his group will seek those who wear the 
Academy's traditional red sash under their sword belts. 

 The PCs could be hired by the Calishite, Tethyrian, or Saelmurian governments 
to investigate and reconnoiter the Mintar/Kzelter Banite holdings. Rumors of 
organized resistance have reached certain ears in the government, and the PCs' 
actions could be the first step in an active, covert campaign of supply and 
support to the underground movements. Alternatively, the good-aligned church of 
the PC paladin, cleric, or other devout PC could engage the party's services for a 
similar mission. Churches likely to take such a step include Helm, Tyr, Ilmater, 
Torm, and even Nobanion, Lathander, or Chauntea. This mission could become 
the first scenario in an extended campaign involving the PCs in the secretive 
activities designed to free the region from Darkhope's clutches. 

 Heroes could be drawn there from neighboring regions such as the Border 
Kingdoms, the Vilhon Reach, Amn, the Shaar, or points beyond by the call of 
coins to be made as mercenaries in service to those forces opposing (or merely 
afraid of) the Banites. Once there, the PCs can take part in any number of 
activities. Wilderness-oriented heroes might wish to aid the Shadi'ar tribes of 
wandering horse nomads that roam the rocky hills north of the Lake of Steam, 
which is know as the Land of the Lions. The tribes' annual migration took them 
near Mintar each spring, but after several encounters with the Banites in the first 
few years after the coup, the tribes now avoid the region. This has put stress on 
the tribes' entire yearly cycle as nearly one-quarter of their range has been 
eliminated. There are those among the fierce Shadi'ar horsemen who would 
gladly join an alliance to destroy the Banites, but many of the nomads still feel 
that the evil forces are not their concern, but that of the other "civilized 
barbarians" that live along the shore. These people also feel that no more Lion 
warriors should die in such a cause. Working to recruit and mobilize the tribes 
into fighting to regain their lands could become a long-term campaign goal for the 
PCs. 



 A secret society, such as the Harpers, the Moonstars, or the Heralds, could 
desire contact members in the region with which they've recently lost contact and 
the PCs are engaged to determine what happened to the missing individuals and 
rescue them if possible. Information brokers such as the Knights of the Shield, 
mercantile powers such as the Iron Throne, and evil groups such as the 
Zhentarim could be expressing interest in the region, hoping to gain power or 
make money by taking advantage of the unsettled situation there. The heroes' 
past associations with any of these organizations could draw them into the 
intriguing and dangerous region. Alternatively, Saelmur's largest thieves' guild, 
the Scarlet Throats (called that both for the red bandanas they wear around their 
necks and for the slit throats of their dead enemies) could be running amok in the 
city, with its constabulary overburdened by those displaced from Mintar and all 
those coming here for their own reasons. The city could hire the PCs to infiltrate 
or otherwise clamp down on the thieves, since city rulers can spare no official 
resources to halt the crime spree. 

Assuming the PCs do get involved with the anti-Banite forces, they are likely to attract 
attention to themselves at some point. After the PCs dispatch the first few Banite bands 
sent to kill them, Darkhope allows one of his assistants (perhaps Victoriana Arianus in 
Mintar, see part 2 {{link}} or Neth Arrovar in Kzelter see part 3 {{link}}) the use of a small 
number of the helmed horrors that the Lord of the Black Gauntlet still commands. 
(Darkhope had perhaps as many as a dozen of these constructs when he took power, 
but a few have been lost over the last decade. While the exact number he still controls is 
unknown, it is assumed to be less than ten, and they're split, with the majority in Mintar, 
and the remaining few in Kzelter.) 

Helmed horrors are detailed on page 60 of Monsters of Faerûn. But if you lack that 
product, brief updated statistics are given below. 

Helmed Horror: CR 10; Medium construct; HD 13d10+20; hp 91; Init +1; Spd 30 ft, 
air walk 30 ft.; AC 19, touch 11, flat-footed 18; Base Atk +9; Grp +12; Atk +9 melee 
(2d6+5/19-20, +1 keen greatsword), or +6 ranged (1d10/19-20, heavy crossbow); 
Full Atk +9/+4 melee (2d6+5/19-20, +1 keen greatsword), or +6 ranged (1d10/19-
20, heavy crossbow); SQ air walk, construct traits, darkvision 60 ft., feather fall, low-
light vision, see invisibility, spell immunities, weapon power; AL N; SV Fort +4, Ref 
+5, Will +7; Str 16, Dex 13, Con --, Int --, Wis 16, Cha 13.  

Air Walk (Su): This ability is as the spell, usable only on the helmed horror itself. 

Construct Traits: A helmed horror has immunity to poison, sleep effects, paralysis, 
stunning, disease, death effects, necromancy effects, mind-affecting effects 
(charms, compulsions, phantasms, patterns, and morale effects), and any effect that 
requires a Fortitude save unless it also works on objects or is harmless. It is not 
subject to critical hits, subdual damage, ability damage, ability drain, fatigue, 
exhaustion, or energy drain. It cannot heal damage, but can be repaired. 

Feather Fall (Sp): This ability is as the spell, usable only on the helmed horror 
itself. 



See Invisibility (Su): Helmed horrors always have this ability active, as the spell. 

Spell Immunities: Darkhope's helmed horrors are all immune to magic missile, 
fireball, lightning bolt, and scorching ray. 

Weapon Power: Darkhope's helmed horrors all have the same power on their 
greatswords: keen. The power comes from the helmed horror itself, not from the 
weapon and the power functions as the magic ability defined in the Dungeon 
Master's Guide.  

 



Dwarven Portals 

The Soggy Dwarf Portal 

An old proverb states, "Where wealth can be found in the earth, you can find a dwarf." 
This proverb proves itself true more often than not, and dwarves even use portals in their 
search for mineral wealth. The Graypeak Mountains, like all mountains, contain ores that 
dwarves can trade with humans and elves. Unfortunately, the Graypeak Mountains also 
contain a lot of aggressive stone giants, goblins, and other nasties. Nonetheless, a 
group of dwarves snuck into the mountains and engaged in a little quiet prospecting. The 
group, an offshoot of the dwarves of Mirabar (in the North), found a promising vein and 
mined into one of the peaks. Their luck could not hold forever, however, and some stone 
giants discovered the tunnel. The giants sealed the opening with a small landslide, but 
the dwarves were undaunted and merely dug themselves out again. The giants were 
waiting, and in the fighting, the dwarves barely escaped. 

 

When the dwarves returned with a larger force, they found the entrance sealed again. 
They opened it and began mining, but the giants sent a landslide again to close the 
mine. This happened several times, and the dwarves got tired of it. They finally left the 
mine entrance buried. The vein was rich enough, and large enough, to be worth some 
effort, so the dwarves concocted a plan. They hired a wizard to create a two-way portal 
from within the mine to a site near Mirabar. The wizard, an old dwarf named Ferros 
Fireforge, magically looked around the mine and teleported inside with some dwarves to 
create the portal, so that the giants and goblins of the mountains would not know it was 
there. 

The portal is 7 feet wide and 6 feet high, roughly rectangular, and marked by an arch 
covered in Dwarven inscriptions. The arch is set into the wall, and it appears as if an 
older dwarf clan constructed it but then abandoned it. The inscriptions all warn of 
hideous deaths that await anyone entering the archway, but the archway does not seem 
to go anywhere. Anyone looking at it might think that the wall within was put there to 



prevent anyone from passing beyond the arch. However, words that cover it were a sort 
of joke on the part of the creators and serve as part of the "disguise" for the portal. The 
portal is two-way and keyed to activate when a dwarf stands in the arch. Nondwarves 
can pass through only if they do so in the same round that a dwarf activates the portal. 

With this portal, which the dwarves call the Mine Portal, the dwarves could continue 
mining without revealing their presence to any of the inhabitants of the mountains. This 
arrangement served very well for a number of years, and the minerals from the 
Graypeak Mountains were traded through Mirabar. The dwarves that lived in the mine 
built a stronghold that faced the old entrance, the one buried by the giants, in case the 
giants decided to come calling. 

Then one morning the dwarves in the mine awoke to find their portal underwater. 
Investigation revealed that water from outside had broken through some rock and filled 
the portal chamber. Eventually they discovered that a mountain lake was in a valley next 
to the mountain under which they were mining, and the water had broken through weak 
sections of the ground. The water completely submerged the portal to a depth of 8 feet, 
but rose no higher. The level of the water in the portal chamber had equilibrated with the 
lake's surface level.  

The dwarves spent weeks trying to block off and then remove the water. For short 
periods they enjoyed success, but within a week of clearing the chamber of water it filled 
again. After months of draining the chamber, only to have it fill again, they gave up. They 
still needed the portal, so they used it underwater. This resulted, of course, in all 
dwarves passing through getting soaked, and it came to be called the Soggy Dwarf 
Portal by the humans of Mirabar. 

Since that time, the dwarves have developed ways to use the Soggy Dwarf Portal with 
minimal soaking. They recruited a wizard to work in the mine, who provides water 
breathing and freedom of movement spells as needed. The underwater portal is 
inconvenient, but draining the lake would anger a druid that lives nearby and also attract 
attention to their "secret" mining effort. Some of the dwarves tell the story of it as an 
example of dwarven perseverance. 

How to Incorporate the Soggy Dwarf Portal Into Your Campaign 

 A dangerous water creature has crept in through the lake and into the portal 
chamber. It is strong enough to prevent the dwarves from using the portal, and 
the dwarves in the mine are trapped as well. The PCs have to go into the mine 
and hunt the creature down. To make it more interesting, it could be amphibious, 
and therefore can leave the portal room and hunt in the mine. 

 Word of the Soggy Dwarf Portal spreads beyond the local area, and suddenly 
there is a lot of interest in it. Various evil, and possibly not evil, factions send 
agents to the area to learn the secret and hopefully profit from it. The PCs are 
hired either by one of these factions or by the dwarves to find out everyone's 
agenda and help keep the secret of the portal's destination. 



The Maze Portal 

In a certain city (the default is Waterdeep, though DMs can choose other 
locations appropriate to their own campaigns), there once lived a noble with 
a desire for perverse entertainment. Mere bards did not satisfy him, and 
neither did spectacles. He craved life and death, and since he was rich, he 
could satisfy his desire. In a remote location, he built a large maze with no 
entrance and no exit. He arranged for it to be stocked with dangerous plants 

and animals. Then, he created a portal from within his townhouse to the maze. He would 
trick unsuspecting people into passing through the portal, and then scry on them as they 
faced the monsters and deadly plants in the maze. No one he sent to the maze ever 
survived, and he continued his cruel entertainment for years. Or, he would have except 
that the desire to watch people die became an obsession, and people began to 
disappear at a noticeable rate. The local law enforcement tracked the disappearances to 
the noble, and hung him for the crimes. They never learned how he made the people 
disappear, but they were certain that the noble was responsible. 

The house sat abandoned ever since, since the city seized it and then prevented anyone 
from occupying it. Somewhere within was the secret of how the people had disappeared, 
and officials did not want any further disappearances. 

Many years after the noble died, a young dwarf thief began to use the house as a hiding 
place. The dwarf was quite successful, since no one would follow her into the house 
because of rumors that it was haunted by the undead spirits of those who had 
disappeared there. The dwarf, Peggin Quickstone, accidentally found the portal entrance 
and wound up in the maze. By this time, many of the monsters had died, but some 
remained. The plants had thrived and were much larger than normal specimens would 
be. Peggin survived the monstrous plants, but discovered that the maze did not have a 
way out. Shrewd dwarf that she was, she thought that this could be quite useful. She 
had to first find a way out (which she did thanks to a weakness in an outer wall, 
intelligent use of the odds and ends left behind by past unlucky people, and 
persistence), then figure out where the maze was, and then return to the city. Then, with 
the right tools, she returned to the maze and dug a tunnel right to where the portal 
emerged in the maze. Her tunnel led underground and eventually out of the maze some 
distance away. Concealing the tunnel and her original cramped exit with secret doors, 
she returned to the city. 

The maze is a large structure that is completely covered by translucent crystal slabs. 
Inside it is as light as dawn during the day, and as dark as on the new moon at night. 
The floor and walls are all stone and dirt. The portal is located in a doorway in the 
noble's former house and sends users to a spot near the center of the maze. Peggin's 
tunnel is 10 feet from the portal exit, concealed by a secret trapdoor (Search DC 28). 
The other exit originally created by Peggin is little more than a cramped tunnel, but she 
still put a secret door on it (Search DC 28). Stock the maze with advanced versions of 
monstrous plants (shambling mounds, assassin vines, and so on) and a few large 
monsters that have survived to this day. All monsters are extremely hungry and vicious. 
The portal from the noble's house is continuously active and one-way. 

Peggin Quickstone: Female shield dwarf Rogue 7; CR 7; Medium humanoid; HD 



7d6+14; hp 38; Init +2; Spd 20 ft.; AC 15, touch 12, flat-footed 15; Base Atk +5; Grp 
+5; Atk +8 melee (1d6/19-20, masterwork short sword) or +8 ranged (1d6/x3, 
masterwork shortbow); Full Atk +8 melee (1d6/19-20, masterwork short sword) or 
+8 ranged (1d6/x3, masterwork shortbow); SA sneak attack +4d6; SQ darkvision 60 
ft., dwarf traits, evasion, trap sense +2, trapfinding, uncanny dodge; AL CE; SV Fort 
+4, Ref +7, Will +3; Str 11, Dex 15, Con 14, Int 14, Wis 13, Cha 6.  

Skills and Feats: Appraise +6, Balance +4, Climb +9, Craft (metalworking) +4, Craft 
(stoneworking) +4, Craft (trapmaking) +8, Disable Device +13, Hide +19, Jump +11, 
Knowledge (local) +6, Listen +7, Move Silently +19, Open Lock +11, Search +12, 
Spot +7, Tumble +16, Use Magic Device +4; Acrobatic, Stealthy, Weapon Finesse. 

Dwarf Traits: Peggin has a +1 racial bonus on attack rolls against orcs and 
goblinoids, a +2 racial bonus on saves against spells and spell-like abilities, a +2 
racial bonus on Fortitude saves against all poisons, a +4 dodge bonus against 
giants, and a +2 racial bonus on Appraise checks and Craft or Profession checks 
related to stone or metal (these bonuses are already figured into the statistics 
above). She also has stonecunning (+2 racial bonus on checks to notice unusual 
stonework; can make a check for unusual stonework as though actively searching 
when within 10 feet and can use the Search skill to find stonework traps as a rogue 
can; intuit depth).  

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, Peggin takes no damage with a successful 
saving throw. 

Trap Sense (Ex): Peggin gains a +2 bonus on Reflex saves made to avoid traps 
and a +2 bonus to Armor Class against attacks made by traps. 

Uncanny Dodge (Ex): Peggin retains her Dexterity bonus to AC even if she is 
caught flat-footed or struck by an invisible attacker. 

Languages: Common, Dwarven, Giant, Orc. 

Possessions: Masterwork short sword, masterwork short bow, 40 arrows, 
masterwork studded leather armor, masterwork thieves tools*, climber's kit*, boots 
of elvenkind* , cloak of elvenkind*, gray bag of tricks, 308 gp. 

*Already figured into the statistics above. 

How to Incorporate the Maze Portal Into Your Campaign: 

 The PCs are searching for a thief when they follow Peggin into the haunted 
house. Peggin dashes through the portal and disappears, and the PCs must 
follow. They find themselves in the maze and have to deal with the inhabitants 
while Peggin uses the tunnel to escape and head back to the city. 

 Peggin branches into holding people ransom and is caught by a local merchant 
whose relative Peggin has sent to the maze. The PCs are called to take Peggin 



and find the missing relative. Peggin is not willing to tell them where the relative 
is, however, and leads them on a wild goose chase all over the city before 
leading them to the maze portal. 



The Rift Gate 

The dwarves of southern Faerûn are different from those of the north. While the shield 
dwarves were carving out many small nations and being decimated by humanoid 
attacks, the gold dwarves of the south were secure in their home, the Great Rift. Left 
undisturbed, they prospered and carved the Rift into a huge complex of mines and 
dwarven cities. They pushed into the Underdark and across the surface as well. Before 
living in the Rift, they lived in the plains of the Shaar. It was the gold dwarves that helped 
the Ilythiiri elves form the portals known as the Great Runes, and during this partnership 
they learned about creating portals.  

The problem was that the Ilythiiri elves were already corrupted by their worship of 
Araushnee, and their magical knowledge was becoming corrupted, too. The knowledge 
of portals that they passed to some of the dwarves was tainted, since the Ilythiiri and 
their dark goddess wanted to spread as much evil across the land as possible in their 
thirst for power.  

After the Ilythiiri had been cast into the Underdark as drow, they attempted to destroy the 
gold dwarves, and in the process created the Great Rift that became their home. The 
gold dwarves prospered in their new home, and well within a century some of them 
began to show interest in portals. The dwarves already controlled parts of the Underdark 
and the surface, and they had the power to exert themselves in other parts of Faerûn as 
well. They knew of the constant troubles of their shield dwarf "brethren," and a group of 
them decided to create a portal so they could travel north and assist. 

Gold dwarves at that time were not known for great magical works, and indeed they had 
no real magical expertise at all. However, their success in making the Great Rift into a 
magnificent home, and their defeats of the nearby drow, had given them a haughty "we 
can do anything" attitude. Plumbing the knowledge given them by the Ilythiiri, this group 
of portal-building dwarves hoped to turn it to good use. Alas, they didn't bother to find 
anything to compare it to, and they could not tell what parts of the lore were corrupt. 
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They created their portal at the edge of their territory, two days? ride from the Great Rift 
directly north. There they built a great arch wide enough for four dwarves to walk through 
abreast. They surrounded the arch with statues of past dwarven heroes, all facing the 
arch as if to watch over it. They invoked their gods during the creation process, but the 
elven knowledge did not combine with their dwarven ways, and they followed the elven 
knowledge when it diverged from what they knew. 

The portal they created is nearly 20 feet wide and 9 feet tall, and it is marked with a 
multitude of runes both Dwarven and Elven. The Elven runes contain incantations of 
dark magic that the dwarves thought were necessary to create the portal, but did not 
understand fully. The arch is 4 feet thick. Nine statues of heroic dwarves surround the 
center arch, each on its own base. The whole area is paved with great stones that are 
meticulously joined to appear as one huge piece of stone. 

One thing the dwarves in charge of this early attempt at portal building did not know was 
that they had to know precisely where the portal would exit when they created it. They 
assumed, based on the Elven writings, that they need only declare the destination when 
the portal was activated. This, along with other small but crucial pieces of information left 
out, resulted in the dwarves creating a truly horrific magical nightmare that plagues the 
Realms to this day. 

The Rift Portal is a malfunctioning portal, but its malfunctions are unique. The portal is 
continuously active, and one-way. It cannot be closed using gate seal or other magic. 



Even a wish is ineffective. Treat it as a major artifact. When anyone attempts to use the 
portal, consult this table instead of the one in the Forgotten Realms Campaign Setting. 

Rift Portal Malfunction Table 

d% Result 

01-05  

The portal acts as a gate spell and connects to a random evil plane. One or 
more demons, devils, yugoloths, or other powerful evil creatures are 
attracted to the gate on the other plane and step through within 3 rounds. 
They are immediately hostile to the portal user, thinking that the user 
summoned them but did not bind them. 

06-15  The portal functions, but its destination is set to a random place inside an 
active volcano, or somewhere on the Plane of Fire. 

16-30  
The portal does not function, but instead summons 2d4 drow. The drow are 
immediately hostile, not knowing why they were summoned. They return to 
their point of origin in one hour, or when killed. 

31-50 

The portal teleports 1d4 of the user's limbs to random dwarven cities in the 
north. Enough of the user is retained to keep him or her alive, but that is all. 
No wounds are left behind, so bleeding does not occur. The user can 
reattach any lost limb by touching it to the stump where it belongs, but the 
regrafting is extremely painful (Fort save DC 20 or suffer 1d8 points of 
damage per round for 1 minute). 

51-75  
The portal teleports the user to itself. The user becomes a summoned 
creature in the service of the portal for 1 hour, during which time he or she 
attacks anyone within sight of the portal's arch. 

76-99  The portal does not function. All within 30 feet of the portal suffer the effects 
of an inflict critical wounds spell cast by a 10th-level caster. 

00 Nothing happens. 

How to Incorporate the Rift Gate Into Your Campaign 

 The PCs come across the dwarven "shrine" and the portal located there. Any of 
the malfunctions should provide them with more adventure than they want, 
especially if they have to seek lost limbs across the Realms. 

 The portal begins to activate itself, summoning demons and devils at random. 
These fiends attack dwarven patrols and nomads in the vicinity, and the heroes 
are asked to find the source and stop the attacks. Once they link the fiends to the 
portal, they can learn its history. Powerful magic is required to stop the portal -- 
magic that is found only among the drow. 



The Spirit Portal 

Some use portals for good, and some for evil ends. One necromancer in particular, a 
human named Flemish Bloggid, has been experimenting with different kinds of portals to 
affect and empower the undead as they passed through. His first experiment, the Spirit 
Portal, is perhaps his most heinous. 

Flemish desired a portal that would create undead beings out of those who passed 
through, and to some extent he succeeded in this aim. He created, at great effort, a 
portal that transports a creature's body (and any gear) to one location, and their soul (or 
spirit) to a different location. The result is that someone passing through the portal is 
separated from their body and cast into the portal's destination without any way of 
finding or returning to their body. The bodies are all transported to a location in the 
Whalebones, while the spirits are sent to a cavern deep in the earth. The cavern has one 
entrance, but the whole cavern and the entrance are lined with wall of force spells made 
permanent, and thus the spirits are trapped in the cavern. Flemish planned to turn the 
disembodied spirits from mere spirits into real undead at his leisure. 

Creating a Disembodied Spirit 

"Disembodied spirit" is an acquired template that can be added to any aberration, 
animal, dragon, giant, humanoid, magical beast, monstrous humanoid, or plant. The 
creature (referred to hereafter as the base creature) must have a Charisma score of at 
least 6. A disembodied spirit uses all the base creature's statistics and special abilities 
except as noted here. 

Size and Type: It gains the incorporeal subtype. Do not recalculate the creature's base 
attack bonus, saves, or skill points. Size is unchanged. 

Hit Dice: The creature's hit points are equal to the victim's hit points at the time the 
separation occurred. 

Speed: Disembodied spirits have a fly speed equal to the victim's base land speed, 
unless the base creature has a higher fly speed, with perfect maneuverability. 

Armor Class: Its natural armor bonus is +0, though it gains a deflection bonus equal to 
its Charisma modifier or +1, whichever is higher. 

Attack: A disembodied spirit has no attacks and can make only a single move action 
each turn. 

Rejuvenation (Su): In most cases, it's difficult to destroy a disembodied spirit through 
simple combat: The "destroyed" disembodied spirit will often restore itself in 2d4 days. 
Even the most powerful spells are usually only temporary solutions. A disembodied spirit 
that would otherwise be destroyed returns to its old haunts with a successful level check 
(1d20 + disembodied spirit's HD) against DC 16. As a rule, the only way to get rid of a 
disembodied spirit for sure is to determine the reason for its existence and set right 
whatever prevents it from resting in peace. The exact means varies with each spirit and 



may require a good deal of research. Also, a resurrection or true resurrection spell would 
restore a disembodied spirit to life -- provided all the conditions of the spells are met. 

Abilities: Same as the base creature, except that the ghost has no Strength and 
Constitution score. 

Skills: Same as the base creature, except it cannot speak. It still has a mind, and 
creatures with telepathy can communicate with it.  

Environment: Any, often as base creature. 

Organization: Solitary, gang (2-4), or mob (7-12). 

Challenge Rating: 0. 

Treasure: None. 

Alignment: Any. 

Level Adjustment: Same as the base creature. 

This monstrosity was foisted on a group of unsuspecting dwarves. [The exact location of 
this dwarven enclave, and the portal, is left to you to best fit your campaign, though the 
map depicts the North as a default.] This clan of dwarves had been separated from the 
main clans during the humanoid wars on the dwarves way back, and they had 
developed in relative isolation. Though shield dwarves, they had diverged a little from 
the typical shield dwarf (same game mechanics apply, though), especially in their belief 
systems. Flemish saw them as the perfect "testers" for his first Spirit Portal. He arranged 
for their cleric to be killed and then replaced with a shapechanger so that the dwarves 
did not suspect anything. Over the next several years, while Flemish was perfecting the 
portal, the false priest changed what the dwarves believed about where their spirits go 
after they die. He still led them to believe that they went to Moradin, but the way to 
Moradin was through a special arch that they must construct. He persuaded the dwarves 
to create the arch for the Spirit Portal without knowing they were doing so. Then, after 
Flemish created the portal, he and Flemish faked a magic ritual complete with visual 
effects to "sanctify" the portal and cause it to activate and reach toward the plane where 
Moradin waited for the spirits of the 
dwarves. 

As dwarves neared death, the fake 
priest persuaded them that just before 
death they must pass through the 
portal, because they must meet 
Moradin on their own feet. By these 
lies, he persuaded the older dwarves to 
pass through the portal and be 
separated from their spirits while still 
alive. Thus, over the last couple of 
hundred years, a dwarf body has 
appeared on the beaches of the 



Whalebones from time, and a dwarven spirit has been added to the cavern population. 
Some sea or island creature generally eats the body and scatters the bones and any 
possessions across the landscape. Scavengers come and collect the discarded 
possessions. 

Flemish had one problem with his scheme. He never perfected how to turn the spirits 
into real undead. Thus, he has created a cavern of dwarven spirits that never die and 
never go to Moradin. He stopped visiting the cavern years ago, and then, after achieving 
lichdom, lost interest in the first Spirit Portal. In later attempts he created portals that cast 
create undead on their users, but these were of limited success as well. He found that 
he needed to be at the portal destination to take control of the new undead, and since 
the portals were used at random intervals, he usually missed the timing. He never 
thought of creating portals that were keyed to activate only at certain times, but that is 
because such a portal would not be an undead-creating trap such as he wanted. 

The clan of dwarves still sends their nearly dead to the portal, which is located some 
distance from the main community. Worship of Moradin is still held at the archway that 
supposedly leads to his home. The fake priest left long ago, but he trained his acolytes 
in these beliefs so that they would be perpetuated. When Flemish remembers the horror 
that he has inflicted on the unknowing dwarves, he laughs. 

How to Incorporate the Spirit Portal Into Your Campaign: 

 A dwarven body appears on the Whalebones while the PCs are there, either 
shipwrecked or exploring. The bodies are not dead when they arrive, but die 
quickly. All attempts to revive or save the dwarf fail. The PCs find a message on 
him to be read to Moradin -- a poem or song. A second body arrives some time 
later. The PCs find a clue to the homeland of these bodies and travel there to 
return them for burial (or whatever). There, they learn of the belief system the 
dwarves hold and have to convince them that the beliefs are false. 

 The PCs are exploring in the Underdark and come across a cave blocked by a 
wall of force. Inside, they find the ghosts of at least 100 dwarves. The PCs must 
enter the cave somehow to find out from the dwarves what they are doing there. 
The dwarves say that they were vilely tricked and separated from their bodies, 
and that they need the PCs' help to end their current existence. You can allow 
the PCs to accomplish this in one of several ways. Perhaps the PCs need only 
lead the spirit to within 30 feet of any part of its body. You could also choose to 
allow the PCs to bring the spirit to the Fugue Plane or to the realm of their patron 
deity. If using the first method, the dwarves don't know where their remains are, 
so the PCs must find out about the portal and its destination. 



Moon Portals 

Lycanthopes from the Moonwood have expanded in number and aggression -
- dramatically so. Word of lycanthrope attacks originating from Mithral Hall, 
Nesmé, Everlund, Sundabar, and, it's suspected, the Cold Wood have 
reached Silverymoon. 

These reports are misleading. Farmers and traveling merchants often report the same 
kinds of attacks, perhaps even by the same types of beasts, in each of these areas. If 
the reports are studied together, it can be determined that the same small group of 
lycanthropes is conducting the attacks. Instead of a massive multipronged attack, a few 
move all over the Silver Marches seemingly at will. How have they done this? There can 
be one answer for a group so disorganized as they: portals. 

Long ago, in a conflict that has been forgotten, Selûne had a hand in creating a network 
of portals that had its nexus in the Moonwood, a forest in the Silver Marches. Currently, 
Malar-worshiping lycanthropes in the Moonwood have discovered the key portal in 
Selûne's forgotten network. Unfortunately, they're disorganized enough that they didn't 
put the portals to as good a use as they could even after they discovered the key 
(speaking Selûne's name in most cases). And that was the kind of opportunity Selûne's 
nemesis, Shar, would like to exploit -- especially since it means using Selûne's own 
portals against her. Preying on Malar's jealousy of the other gods and eagerness to gain 
power of his own, Shar has convinced Malar to let her organize the lycanthropes by 
suggesting a clever plan and short-term agreement that will benefit them both. Although 
the number of lycanthropes in the Moonwood are too low to assault Silverymoon, if 
organized and if they take advantage of the portal network, they can make their numbers 
seem much larger, which indeed they have. 

Each of the parts of the article describes one of the Moon Portals in the Silver Marches, 
culminating in the description of the nexus portal deep in the Moonwood. 

All of the portals in the Perilous Gateway are keyed. They operate only on the two nights 
before and after the full moon (including nights of the full moon). 



Mithral Tree Portal 

Mithral Hall, home to about 5,000 souls (mostly dwarves) is in the Silver Marches at the 
edge of the Spine of the World mountains. It falls under the able leadership of Eighth 
King of Mithral Hall, Bruenor Battlehammer, who rules with a stern brow but a just heart. 
Mithral Hall and Silverymoon have been close allies ever since Battlehammer slew a 
shadow dragon many years ago. 

Mithral Hall is not so distant from the Moonwood that lycanthrope attacks are completely 
unknown. Usually the creatures stick to roads along Sturbin River and molest the few 
farmers and rugged mountaineers who make their homes in the area because, in the 
past, they have been unwilling to face any armed group from the hall. So, it was a 
surprise when a small group of lycanthropes assaulted some shield dwarves within sight 
of the hall itself. The dwarves were returning from a routine day when five snarling 
beasts ambushed them. The dwarves fought the things off without casualties, but they 
could not kill or capture any of them for interrogation. 

This event was quickly followed by a panicked word from a settler near where the Surbin 
and Rauvin rivers meet. Again, five lycanthropes appeared in an ambush, this time 
killing some livestock and severely wounding a farmhand. What made this especially 
troubling was that both attacks occurred as the moon reached its apex, indicating a 
coordinated attack by a team of lycanthropes -- something unknown to the dwarves, who 
were used to the usual barely organized raid and short, frenzied battle. 

Word was sent to Silverymoon to beware of some sort of coordinated attack against the 
city. Battlehammer theorized that perhaps Mithral Hall may be attacked to keep it from 
assisting Silverymoon or to draw troops away from the city and all the way west to the 
hall. Battlehammer recommended that Silverymoon concentrate on defending itself and 
not to send help to Mithral Hall, preventing Silverymoon from sending away any good 
swords it might need for itself. Mithral Hall had taken care of itself for many years and it 
would continue to do so. 

Meanwhile, Mithral Hall sent out all its scouts and used all its magic to look out for an 
attack. If something could coordinate that chaotic lot of lycanthropes, who knows what 
would be coming across Surbin River. . . . 

The lycanthropes sent their message to Malar: 

 Attack successful, my lord! The portal berries made the Big Portal stink just right! 
We found it easily. When we came out, it was out of an arched tree near the river 
-- just like you said, my lord! First, we hid to surprise the tiny dwarves. They were 
so slow! Their shields and weapons were nothing compared to the fury you put 
into us! We bit and clawed at them sparingly, just enough to rattle their metal-
capped heads. They kept to a group and didn't break ranks -- brave stubby-
legged dwarves! We did not stay long enough to kill them for the Moon was 
quickly moving to the time we needed to go eat that farmer you told us about. We 
ran away; the fun of playing with the dwarves was over too soon. Mayhaps my 
lord may see fit to let us stay longer next time. The Mithral Hall portal took us 
back to the Moonwood. 



 Then we took the big portal to the farmer. His farmhand was outside and never 
smelled us coming! Didn't see us neither! He was walking from the tiny shack to 
the big house so we pounced on him -- screamed and shrieked, he did! He tried 
to say something but there was too much blood in his mouth. Ha! What fun! We 
didn't have time to play with him, though, so we just grabbed some pigs and left. 
We made it in time, though, as you instructed us, my lord. 

The lycanthropes used a portal between the Surbin River and Mithral Hall. Two trees 
have grown into each other and fused, forming a crude archway, which is where the 
portal stands. The trees continue to grow and the arch remains intact despite a large 
amount of overgrowth. This is a two-way portal that leads back to the Moonwood portal 
discussed in Part 5. The other portal, near the farmhouse, is located near where Surbin 
and Rauvin rivers meet. The portal is in the form of a rough circle cut into the side of a 
boulder, and the stone is covered by a very thin layer of moss. Fortunately for the 
lycanthropes, the moss was too thin to prevent the portal from being used. 

Portal Berries 

The lycanthropes found the location of what they call the "big portal" by smelling it out. 
Lycanthropes cannot naturally detect magic or portals, so they needed a bit of help. The 
help came in the form of portal berries.  

This innocuous plant is a ground-covering, creeping plant that bears small silvery-white 
berries. When these berries are eaten by creatures that have the scent ability, the 
creature can smell portals within 120 feet, or within 240 feet if downwind. The effect is 
brief, lasting only 1d6 minutes, but if guided to the general area, a creature can smell a 
portal easily enough. (The berries would add 10 to any Search or Spot skill checks 
related to finding portals.) 

Portal berries are exceptionally rare. The covering grows from 3 to 5 feet long and it 
bears several dozen berries, but only 3d4 berries on each plant possess magical 
properties. Their climactic requirements are strict and they're temperamental in that 
they're unwilling to bear fruit if conditions for the entire year aren't exactly right. As yet, 
no one has successfully raised them in a controlled setting. Their worth is primarily from 
their rarity, not from their utility, for it's generally easier to find a portal through 
conventional means. Also, few people interested in portals also have the scent ability 
and could use the berries in the first place. Still, they are pretty and for sale if you can 
find someone who has them.  

Faint divination; Price 50 gp per dose of three berries. 

How to Incorporate Mithral Tree Portal Into Your Campaign 

 Silverymoon is a popular stop for adventurers -- especially the kind of 
adventuring party that would be eager to help Mithral Hall. Rather than send 
fighters from Silverymoon, the PCs might be asked to go to check things out and, 
if necessary, take action. 



 Someone in the party may be related to the Mithral Hall dwarves or to the farmer 
or farmhand that was attacked, and he or she may wish to go to the Silver 
Marches to assist in any necessary vengeance. 



Cold Portal 

Citadel Felbarr, conquered by shield dwarf King Emerus Warcrown, is in much the same 
position as Mithral Hall, even though they are quite some distance from each other. They 
are both halls taken by shield dwarves away from someone or something that once held 
it. The primary difference between the two is that Citadel Felbarr is still threatened by the 
previous owner: King Obould, an orc chief. He waits somewhere in the Cold Wood, it's 
believed, or perhaps even farther north than that. 

Citadel Felbarr is much more alert to the movements of monsters in the area, especially 
of what wanders out from Cold Wood. The shield dwarves of Felbarr believe that if 
Obould marches toward them, such an action will flush the wildlife out of the forest well 
enough to be noticed by the lookout posts situated between the Rauvin Mountains east 
of Felbarr and the small forest to its west. 

One of these lookout posts saw something rather unusual last night: a pack of 
lycanthropes chasing a human merchant's wagon. The human was screaming and 
whipping his two horses furiously -- which needn't have been done, for the horses were 
scared enough to jump the Great Rift. They careened past the lookout as the beasts 
pursued, snarling and snapping at the spokes of the small wooden wheels of the wagon. 

After being sure nothing more was coming, the dwarves from the lookout rode their 
horses after the whole lot. Before long, they came to a scene of carnage. The wagon 
had been nearly destroyed -- its wheels and the bed had been badly cracked. Of the 
merchant and any passengers he might have had, nothing could be found. 

Message from the lycanthropes to Malar: 

The best news, my lord! Last night's effort was wonderful! We used the Big Portal to get 
to the pillared one. From there, we went to the road and smelled carefully around to see 
if we could notice anything. The smell of perfume was carried to our noses from the 
south, so we carefully followed it. We didn't want to get too far from pillars, but your 
words gave us courage and we pressed on. The merchant had settled for the night with 
a small female -- but he left his horses hitched for some reason. The humans smelled 
like kin to each other. They were both asleep in the back of the wagon and I was first to 
leap onto the back of the wagon to tear into the little one. This spooked the horses who 
galloped. The human took control and we chased after, for sport. We alerted the stubby-
legged ones near Felbarr, just as you instructed, my lord! As for the humans, we took 
them as prizes for the night's work. 

It was only when this was reported the following morning did its significance come to 
light. Silverymoon had warned nearby important settlements about a possible 
coordinated attack heralded by lycanthropes. More lookouts were sent to each post. 

The lycanthropes used a portal in the Cold Wood and referred to it as the "pillared one." 
In fact the portal is located in a ruin that features columns. It was the retreat of Amalith, 
an elven mage who spent more time seeing to the opulence of the retreat than to her 
studies. Amalith prayed to Selûne, however, and the goddess, needing a portal in about 
the same area as Amalith's retreat, gave Amalith the materials and knowledge 
necessary to construct the portal. The roof the columns supported are long gone, but the 



columns and the foundation yet remain. The portal is located in the floor and is marked 
by white lines that shine in the moonlight and suggest a game board of some sort: a 
large boardlike one where the pieces might be played by people in costume. It's a fairly 
large portal with a radius of 30 feet that can accommodate a large number of people at 
once. 

The Cold portal is a two-way portal that leads back to the Moonwood portal discussed in 
Part 5. However, the markings on the floor of Amalith's retreat suggest that the portal 
leads to many other locations.  

How to Incorporate Cold Portal Into Your Campaign 

 The Cold portal could be the destination for another portal or the result of a 
botched teleport spell. At first glance the Cold Wood is like any other forest -- 
until the bite of the cold air stings the eyes and the northern clime becomes 
apparent. The Cold Wood also serves as a haven for monsters.  

 Someone like Amalith may want to build something in the woods but fear 
intrusion by area monsters, leading to the age-old request for hearty adventurers 
to clear an area of monsters. That Amalith's ruined retreat is well hidden (as 
everything generally is in Cold Wood) is a bit of an overstatement. It's more 
forgotten and overgrown than hidden, so it's possible that the PCs could stumble 
upon it as they're in Cold Wood on other business. 

 You may even want to have an ettin from the Cold Wood brag about his strength 
by saying that he toppled the roof of a grand temple deep in the Cold Wood. If 
challenged on the matter or asked about the temple, he'll take anyone who 
follows him to the place where he raised the roof. 



Ever Portal 

The citizens of Nesmé have enough troubles with trolls to worry about encroaching 
giants, but a recent spate of lycanthrope attacks has only added to the community's 
stresses. During the night of the last full moon, a pack of lycanthropes descended on the 
town. They clawed and bit at anyone they could in a brazen, if not senseless, display of 
carnage. They didn't seem to be there to kill everyone or to turn people over to their kind. 
Instead, they seemed to pick people at random and tear them up in a most spectacular 
display of ferocity, the sound of which was not drowned out by the shrieks of the poor 
victims. They had torn their sixth asunder, Uvarkk the baker, when the watch arrived. 
The lycanthropes turned their attention to them right away. None of the brave souls who 
tried to defend the town survived the next few minutes of loud, almost cacophonous 
slaughter. 

Although usually unpredictable and rarely organized, the beasts who dealt such terrible 
tragedy to the town were neither. They seemed to be working with a plan -- some 
hideous goal that eluded the citizens of Nesmé, who were too busy running from the 
bloody scene to ask the lycanthropes what their motivations were. 

After the lycanthropes seemed to be sated, they left. A woodsman who said he was 
skilled at tracking lycanthropes arrived shortly thereafter and said he would track the 
villains down and, with a posse, bring back their pelts -- or bodies, as the case may be. 
The whole town stayed awake, waiting for his return and remaining far too scared to 
sleep. Most kept their shutters tight and peeked though cracks onto the streets only 
when their curiosity got the better of them. As to the bodies, some brave souls 
volunteered to tend to the remains. As it turned out, they would not have time to clean 
the streets before the woodsman returned, walking on the same stones he'd not long 
ago tread. The woodsman reported that the tracks were easy to follow but terminated a 
few miles east of Nesmé -- into the Evermoors. They ended at some sort of ruin, but he 
could not find where they went after that. 

Some townsfolk, including the woodsman, left Nesmé again, and this time they were 
determined to track the lycanthropes no matter the time it took. When they reached the 
ruins the woodsman had spoken of, they were greeted by nothing more than a stone 
slab that had been cut into a six-sided shape with carvings that had been filled in by the 
gunk and growth of the Evermoors. One of their number, Olin Breaknee, deduced that it 
as a forgotten shrine to either Shar or Selûne, but he couldn't remember for sure. One of 
the two, Olin said, had some doings in the Evermoors some centuries ago and probably 
the slab before them was all that was left of a shrine. 

They didn't have time to speculate much before clouds passed over the full moon. They 
all figured there might yet be some magic at play, since the trail ended so conspicuously 
on a supposed divine platform, so the Nesméans loitered and did what they could to 
search the slab. As they were doing so, the clouds parted and moonlight shown on the 
slab, illuminating the area in an eerie light that was made more menacing by the 
uncertain terrain of the Evermoors. As the moonlight bathed the slab, the carvings lit up 
brightly despite the gunk packed into them. The townspeople gasped in unison. Olin and 
two of his kin were on the slab when Olin blurted: "I think that symbol says 'Selûne'!" In 
an instant, the three vanished. The rest of townspeople fled with the knowledge that they 



had stumbled upon a portal and knowing that wherever Olin and kin were, the 
lycanthropes were there, too. 

Indeed, those members of the Breaknee clan were never seen again. 

How to Incorporate Ever Portal Into Your Campaign 

 Where is Olin Breaknee? The Breaknee clan figures he was eaten by wolves or 
worse, but they're not satisfied to leave his body unburied. The clan would like to 
have a group of hearty folk go through the portal and get Olin's and the others' 
bodies -- at least what's left of them. 

 Word of an active portal with an easy key spreads quickly. Where does it go? No 
one in Nesmé is particularly eager to find out, but this is just the kind of thing that 
might attract eager adventurers. 



Oloster's Portal 

The city of Sundabar, which consists of 14,000 strong souls north of the Nether 
Mountains, has but one purpose according to Faerûnians: to make magic weapons while 
not getting overrun by the hordes that assault it every year. Sundabar has two walls, 
many forges, and a sky that's usually thick with smoke. Rarely is there a time when 
there's not substantial cover over the sky from clouds, soot, or soot-stained clouds. 

For this reason Oloster Bluriman constructed a portal for his beloved god, Selûne. The 
key is quite simple: Whenever the moon shines upon the portal, it's active. Oloster felt 
the goddess had spoken to him in a dream and the focus of that dream was making a 
portal that would be open for as long as a moon was in the sky. 

Unfortunately, the portal wasn't built quite as well as Oloster would have liked. Instead of 
being always open, it's open only during nights of near full moons. The portal itself is a 
stone trellis atop Oloster's flat roof. He keeps a rudimentary garden there, and the trellis 
looks like a natural addition. He did not know what plans Selûne had for the portal, but 
Oloster always kept refreshments on a table next to the portal, just in case a visitor from 
far away would want something. (They would have been sent by Selune, after all, he 
figured.)  

The outlet for this portal is a much larger portal in the Moonwood. It's a two-way portal, 
so someone could step through Oloster's trellis then be in the Moonwood and once there 
take the Moonwood portal to any of the other portals it serves or back again through the 
trellis. 

During the night of the most recent full moon, the forges and fires of Sundabar paused 
for just a moment, and the winds acted in just the right way to allow nearly an hour's 
worth of direct moonlight shine onto Oloster's portal. Much to his surprise, someone did 
come through the portal, though the being did not partake of any of the refreshments left 
on the table nearby. Instead, it took Oloster. 

This much at least was determined by Oloster's apprentice, Alia, when she examined the 
roof the next day. She found Oloster gone and the tables overturned. Nothing else was 
taken and there didn't seem to be any other evidence. The next night she planned to 
stay at the portal from dusk onward, waiting for the instant enough moonlight got through 
the clouds for her to use the portal and discover the whereabouts of her master. 

Oloster Tarmikos: Male human wizard 18; CR 18; Medium humanoid; HD 
18d4+18; hp 63; Init +0; Spd 30 ft.; AC 15, touch 10, flat-footed 15; Base Attack +9; 
Grp +10; Atk +14 melee (1d8+5/19-20, +4 longsword), or +13 ranged (1d8+4/x3, +4 
longbow); Full Atk +14/+9 melee (1d8+5/19-20, +4 longsword), or +13/+8 ranged 
(1d8+4/x3, +4 longbow); SQ SR 18; AL NG; SV Fort +11, Ref +10, Will +18; Str 12, 
Dex 10, Con 12, Int 22, Wis 16, Cha 15. 

Skills and Feats: Appraise +13, Concentration +22, Craft (alchemy) +27, Decipher 
Script +27, Diplomacy +11, Forgery +11, Knowledge (arcana) +27, Knowledge (the 
planes) +24, Spellcraft +31; Brew Potion, Craft Wondrous Item, Extend Spell, 
Magical Aptitude, Martial Weapon Proficiency (longsword), Martial Weapon 



Proficiency (longbow), Maximize Spell, Quicken Spell, Scribe Scroll, Silent Spell, 
Still Spell, Widen Spell. 

Wizard Spells Prepared (4/6/6/5/5/5/5/3/3/2; save DC 16 + spell level): 0 -- acid 
splash, arcane mark, dancing lights, resistance; 1st -- alarm, charm person, 
disguise self, endure elements, magic missile, Tenser's floating disk; 2nd -- 
invisibility, knock, Melf's acid arrow, see invisibility, Tasha's hideous laughter, 
whispering wind; 3rd -- arcane sight, daylight, deep slumber, dispel magic, fireball; 
4th -- dimension door, greater invisibility, locate creature, Rary's mnemonic 
enhancer, stoneskin; 5th -- break enchantment, dismissal, hold monster, major 
creation, overland flight; 6th -- disintegrate, Mordenkainen's lucubration, repulsion, 
shadow walk, true seeing; 7th -- control weather, greater teleport, power word blind; 
8th -- discern location, stilled greater teleport, summon monster VIII; 9th -- 
etherealness, Mordenkainen's disjunction. 

Spellbook: 0 -- acid splash, arcane mark, dancing lights, daze, detect magic, detect 
poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, 
prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st -- alarm, 
charm person, disguise self, endure elements, magic missile, Tenser's floating disk; 
2nd -- glitterdust, invisibility, knock, Melf's acid arrow, see invisibility, Tasha's 
hideous laughter, whispering wind; 3rd -- arcane sight, blink, daylight, deep slumber, 
dispel magic, fireball; 4th -- dimension door, fire shield, greater invisibility, locate 
creature, Rary's mnemonic enhancer, stoneskin; 5th -- break enchantment, 
dismissal, dominate person, hold monster, major creation, overland flight; 6th -- 
disintegrate, greater dispel magic, Mordenkainen's lucubration, repulsion, shadow 
walk, true seeing; 7th -- control weather, greater teleport, limited wish, power word 
blind, project image; 8th -- demand, discern location, mind blank, summon monster 
VIII; 9th -- etherealness, foresight, Mordenkainen's disjunction. 

Languages: Common, Celestial, Elven, Infernal, Sylvan. 

Possessions:+4 longsword, +4 longbow, amulet of the planes, iron flask, necklace 
of fireballs type VII, replica for Leomund's secure chest spell, robe of the archmagi. 

How to Incorporate Oloster's Portal Into Your Campaign 

 An 18th-level wizard is someone with a reputation. News of his disappearance 
would travel far, especially if he is known as someone who can take care of 
himself, as Oloster is. This news may prompt an investigation by a wide variety of 
people, such as merchants, bill collectors, and followers, who might hire 
adventurers to find him. 

 Oloster's Portal may be well known among friends of Oloster or Alia. Adventurers 
may gather enough information from friends of either of them to know about the 
portal and desire to use its services. 



Moonwood Portal 

The Far Forest, on the western edge of Anauroch, is fairly unremarkable as forests go. 
Whereas the Fallen Lands is ruled by beasts and menaced by a gigantic beholder, the 
Far Forest remains a simple home of various monsters and creatures such as escapees 
from the Fallen Lands, beasts that have wandered into the forest from Anauroch, and 
perhaps the odd foul minion that used to live in Hellgate Keep. 

It was Hellgate Keep that prompted Selûne to have a portal constructed in the Far 
Wood. Its location was near the keep but it also allowed entrance into what is now 
Anauroch, should the need ever arise. Indeed, during the unpleasantness of Hellgate 
Keep, Selûne sent creatures through the portal to help eradicate the fiends who had 
taken over the keep. Knowledge of the portal died with them, however. 

The portal itself is an outcropping of rock protruding from a small hill. When moonlight 
from a moon not more than two days older than full shines on the rocks, the outline of a 
portal glows brightly. The portal is keyed; one need only speak Selûne's name and the 
portal activates, leading to the Moonwood portal. 

The location of the portal was unknown until Shar passed the knowledge to Malar, who 
in turn passed it to his loyal lycanthropes of the Moonwood. The lycanthropes used the 
portal hoping to find something on the other side with which to have fun. They found a 
camp with only a few Bedine. Thinking them an easy target, the lycanthropes set upon 
them almost as soon as they saw the campers. Unfortunately, the Bedine were 
professional hunters who had been tracking a lamia from Hlaungadath and were quite 
capable of dealing with raiding thugs like the lycanthropes. All lycanthropes were slain 
except one, who retreated to the Far Forest portal. Of course, the Bedine, being able 
trackers, followed the wounded lycanthrope's blood trail easily and found the portal. 
Since the moon was still out, the portal edge glowed brightly. They noted the location of 
the portal and continued their hunt for the lamia as soon as they could break camp. 

The Bedine compared the location of the portal with the fragment of the note that led to 
their hunting the lamia in the first place. Their note had the following text that was 
handwritten in Chondathan: 

[. . .] Ascore when bandits [. . .] us. The caravan was largely scattered but I kept with his 
lordship to protect him and what he was carrying. I have to admit that my concerns were 
primarily with our cargo, not with [ . . . ]. After running, we found ourselves lost but 
continued east toward Ascore. Eventually, we found ourselves in the desert -- quite off 
our course. One of the scouts reported seeing a majestic creature, a lion with wings, far 
in the distance. Perhaps we [. . .]  

That was enough for the Bedine to think a great treasure of some sort had been 
recovered by the lamia of Hlaungadath. They caught and intended to question one of the 
lamia, but it got away before interrogation could be completed. Thus the pursuit began. 
But, because the note did not mention the portal before them, they didn't go through it. In 
the back of their minds, however, was the thought that the lamia might have used it to 
evade them. 

His Lordship's Treasure 



Naturally, those who have been expecting the precious cargo of "his lordship" became 
worried that something terrible had happened and sent out scouts of their own. The 
result was a quick canvass of the area, resulting in news about a widespread 
lycanthrope attack all over the Silver Marches. This had to be the reason for the 
disappearing cargo. Although not expert in tracking lycanthropes, they assumed that 
since wolves lived in forests so would lycanthropes, so forests became the primary sites 
of interest.  

In less than a tenday, the Far Forest was investigated. By luck, the scouts found the trail 
of the Bedine, which led them to the Far Forest portal. The nights of the full moon had 
long since passed so they found it curious that the Bedine had lingered in the area for as 
long as they did. Just as the Bedine had done before them, the scouts noted the location 
and moved on, continuing their hunt. 

The "lordship" mentioned in the incomplete diary entry was Alecur Higherstride, an 
alchemist in Silverymoon. The writer of the diary merely referred to his employer with 
unusual formality, probably encouraged by the way Alecur dressed, which was always in 
the best clothes he could afford that were perhaps a little high for his station. At first 
glance, one could assume he was of noble birth -- perhaps from Cormyr. 

Nevertheless, something valuable was being transported from Silverymoon: a gold and 
platinum orrery. An orrery is a mechanical model of the planets, sun, and moon. This 
orrery was configured for just the sun, Toril, and the moon. Alecur believed that perhaps 
the movement of the moon and the sun influence, in a very subtle way, some of the 
magic on Toril. A way to find this out would be to very carefully note conditions of 
magical effects on certain days, as noted by the orrery.  

The orrery is a water-driven masterwork mechanical device that has been precisely 
engineered and created using magical construction techniques. Altogether, the device 
would fetch a price of 500 gp just for the gold and platinum it uses. The delicate nature 
of the craftsmanship and the information it provides is certainly worth more to an 
alchemist, wizard, or other scholar and would fetch a price of around 2,000 gp if sold to 
the right buyer. 

The orrery functions for 6 hours on one waterskin's worth of water. The orrery must be 
properly aligned before it is put into motion, which requires a successful Knowledge 
(arcana), Knowledge (nature), or Profession (astronomer) check (DC 15). 

The Lone Lycanthrope and the Moonwood Portal 

The lycanthrope who escaped the Bedine made it back to the Moonwood Portal, the 
nexus point in the network of portals stretching far east and west of the Moonwood. The 
Moonwood Portal is an elaborate, largely intact, small structure that is not unlike a 
gazebo made from white stone. A smooth, pointed roof is supported by ten white pillars 
that are solid pieces of marble. The interior is a full-circle dais that was also made from a 
single piece of marble and is highly polished. When struck by moonlight that is plus or 
minus two days from a full moon, the entire structure glows with a beautiful light. Since 
the portal has been unattended for so long, much of it had suffered from the plants, 
trees, and animals surrounding it, developing cracks, pockmarks, and quite a collection 



of dirt and plant matter here and there. Yet, it still works as long as any bit of it can be 
exposed to moonlight as previously described. 

The Moonwood Portal is keyed. One must speak the goddess' name (Selûne) to activate 
it. Once done, the user steps onto the central platform and touches two of the pillars 
simultaneously of the pillars (two are always in reach of a Medium creature). The ceiling 
of the structure shows a map to the other portals it connects to, but it is not laid out 
plainly. A successful Decipher Script check (DC 20) reveals the diagram's secrets. 

How to Incorporate Moonwood Portal Into Your Campaign 

 Word of a lost or stolen treasure from a noble spreads more quickly than news of 
a pack of lycanthropes attacking villagers. Anyone interested in finding lost 
trinkets for grateful nobility will be drawn to the Ascore area. Word of the portal is 
more difficult to hear, but the scouts sent to look for his lordship's treasure aren't 
paid to keep things like that secret and would share it over an ale. 

 Everyone knows lamia are in Hlaungadath, so it's unusual to see one as far 
south as the Far Wood. Adventurers hoping to fell a powerful and challenging 
beast, not to mention those who know of lamias' cruel and evil nature and want to 
end it, could be sent into the woods by farmers who saw the lamia fly over their 
homesteads. 

 The Bedine, though excellent trackers, may need some help fighting the lamia or 
assistance with some other task. A brave group of adventurers wouldn't be their 
first choice since it means stretching whatever treasure they hope to find among 
more people, but unless they can capture and interrogate the lamia, they feel, the 
treasure will remain out of reach for everyone.  



Portals of the Harvest Gods 

The Portal of Plenty 

The worship of Chauntea is practiced nearly everywhere in Faerûn, since the 
goddess of agriculture and the summer is a favorite with everyone who 

depends on farming for livelihood. Since nearly everyone does eat in one manner or 
another, one can find temples or shrines to the Grain Goddess anywhere one looks 
among human-dominated lands. To the people of the Dales, who are mainly farmers and 
craftspeople, Chauntea holds a special place, and some of the grandest of her temples 
are among these hardy and simple folk. Archendale, for all its military posturing, is at 
heart a place where people want to be left alone to farm or build. 

Though the main temple of Chauntea in Archendale, the Bounty of the Goddess, is 
located in the city of Archenbridge, shrines for the farmers are also in the countryside 
villages. Lately, one of these small shrines has become the center of a knotty problem. 

Some thirty years ago, Chauntea gave a vision to some of her followers on another 
world (where she is known by another name, but is the same Chauntea) that caused 
them to visit the Realms. These alien humans arrived in Archendale and explored the 
surrounding land. They found that the people of this new world worshiped their own 
goddess, and they immediately formed good relations. In time, a portal was created 
between the two worlds so that the followers of Chauntea could commune with their 
brethren across the worlds on a regular basis. Aside from sharing worship practices, the 
two groups also shared harvests and knowledge. The people of the other world grew 
different crops than the Dalesfolk and used some different methods. Each group was 
keen to learn the others' methods and try the others' crops. This is what Chauntea 
intended when she granted the vision in the first place. 

Word of this portal to another world spread to the rest of Archendale and eventually 
across the Dales. It is not widely known outside the Dales except as a Chauntean 
worship center. This may be because there are so many portals in the Realms that they 
only attract notice for their usefulness (the people accept the magic as an everyday 
occurrence). Communities of farmers trade with the Archendale residents, who trade 
with the aliens. People make money, and agricultural knowledge is spread. The portal 
became known as Chauntea's Blessing, but it is also known as the Portal of Plenty. 

The portal is 8 feet wide and about 9 feet high. It is marked by a pair of columns that 
flank its perimeter, with no marking on the top edge. The columns are carved with 
images of Chauntea's worship and farming. The portal is activated on the Archendale 
side by brushing a stock of wheat against any of the wheat stock carvings on either 
pillar. The portal then remains open for 6 seconds, during which time anyone can pass 
through. 

The Portal of Plenty served well for decades, and agricultural knowledge in Archendale 
has advanced greatly compared to the rest of the Realms. However, a new kind of 
plenty has started coming through the portal -- plenty of monsters. 

A year ago, monsters under the command of a lich lord conquered the alien community 
on the other world, and the peaceful farmers were turned into undead or mated with 



fiends or were just killed. From captive farmers the lich lord learned of the portal, and 
three months ago the first of these bizarre creatures stepped onto Faerûn. The 
Chaunteans at the shrine of the portal were brutally killed, and the monsters ranged into 
the surrounding countryside. After many more deaths, some adventurers killed the 
monsters and tracked their origin to the portal. Taking fate by the neck, they went 
through to the other side to face the monsters and eliminate the threat. They did not 
return. (Three of them now serve the lich lord as undead servants.) 

When the adventurers did not return, but more monsters did, the Dalesfolk became 
desperate. They enlisted a wizard who cast a gate seal on the portal, and everyone 
thought the problem was solved for good. They were wrong. Somehow the gate seal 
was dispelled (Dalesfolk suspect a traitor) and the monsters kept coming. The lich lord 
seems to be making a concerted attempt to conquer Archendale to use as a forward 
base for conquering the rest of the Realms. 

How to Incorporate Portal of Plenty Into Your Campaign 

The alien people on the other side of the portal need not be human or even a standard 
D&D race. Use your imagination. 

 The people of Archendale want to find a way to destroy the portal. Since no one 
has done this in recent memory, they need to figure out how to do it. The PCs 
are sent to the various libraries of magical knowledge to discover ancient secrets 
for destroying portals. If they find something, they must participate in the ritual or 
process in some significant way, even if that is fighting monsters while others 
work. Alternatively, the PCs can find the spell steal portal in some ancient text 
and use it to move the portal to some other (and safer) location, but this just puts 
off the problem. The lich lord continues to send monster minions to the new 
location. 

 The Chaunteans and the Swords of Archendale suspect that a traitor dispelled 
the gate seal spell that was cast on the portal earlier, and before they attempt to 
seal it again they want the traitor found and eliminated. The PCs have to scour 
through the people living near the portal for the one who betrayed his land. This 
could involve a visit to the alien world. 

 Some aliens come through the portal and claim to be Chauntea worshipers who 
eluded the monsters and escaped from captivity. They could be who they say 
they are, or they could be spies working for the lich lord. They could also have 
been "let go" by the lich lord so that it could use them as scrying targets or 
unwitting agents. 

http://www.wizards.com/default.asp?x=dnd/pg/20030611a


The Portals of the Gathering 

South in the land of Luiren live the strongheart halflings, as well as a few 
lightfoot and ghostwise halflings. They are known to have a seemingly chaotic lifestyle, 
but their way of life works for them and endures for season after season. The hin of 
Luiren farm extensively and trade their produce with the dwarves of the Great Rift and 
the other lands nearby. They also engage in crafts, and their woodworking is as desired 
in the northern lands as their oranges and limes. 

The hin boast no "national" government but are ruled instead by their churches -- 
especially the church of Yondalla (the protector god of the halflings). However, the other 
halfling gods take their parts and enjoy fervent worship. For those most involved in 
farming and raising fruit trees, the deity nearest their hearts is Sheela Peryroyl, goddess 
of nature, beauty, song, and love. All good crop years, and most are good, come from 
the bounty of Sheela Peryroyl, and the annual celebrations of the harvest involve much 
singing and dancing. 

As trade with other lands prospered and expanded, the farmers and priests considered 
how best to get their goods to market in a fresh "just-picked" state. Two approaches 
were tried, and both met with success. The first was to use magic to preserve the plants 
for the long journeys, and the second was to shorten the journeys by creating portals. 
The temple of Sheela Peryroyl in Beluir became the center point of a small network of 
portals in Luiren -- the start of a great endeavor masterminded by the priests. There are 
eight portals that all connect to the main one at the temple in Beluir, and these allow the 
halflings to get their produce to the port within one day. The priests plan to work with the 
merchants of far-off lands to create portals from the temple area to and from these lands 
so that the goods that come into the temple can be sent by portal to their destination on 
the same day they were harvested. 

Each of the eight remote portals is located in one of the main farming districts spread 
throughout Luiren, such that they provide an even coverage of the land. They are one-
way portals at present, but there are plans to make them two-way in the future. They 
stand about 5 feet tall and 6 feet wide, which is large enough for a hin-sized wagon to 
pass through. They are continuously active, because the hin did not think much of 
security when building the first portals. The load limit of 850 lbs (common to all portals) is 
somewhat problematic. The limit is applied to each creature using the portal, and the 
halflings have discovered that a couple of halfling kids or some marmots on the wagon 
increases the amount that they can send through a portal on any one wagon. The 
portals all arrive at the temple of Sheela Peryroyl in the back courtyard. The arrival point 
is guarded always by a small militia force and some clerics, because there is no way to 
know who or when something will come through, and the thought of having some goblin 
(or worse!) enemies appear in your temple court unchallenged is not a comfortable idea. 
Hin that bring goods through must travel back to their homes by normal means, which is 
something that does not bother the hin at all. Sometimes those about to relocate after 
the season take the produce and move on from Beluir. 

The first portal that was created, located in the north part of the country near Shoun, was 
not designed all that well and malfunctions. Corrections were made in the creation 
methods for the later portals.Use "Table 2-2: Portal Malfunction" on page 61 of the 
Forgotten Realms Campaign Sourcebook to determine the malfunctions. Because this 



portal is known to malfunction, most users don't take any magic items with them. Thus 
the worst effects are the inflict wounds spell and the false destination. Since the false 
destination effect eventually sends the travelers to some farmland near Beluir, this 
results only in a delay and some damage. Some 
halflings won't use this portal. 

There is a legend about this network of portals, 
too, told by halfling bards in the north. Some 
seasons ago, when the portals were new, it is 
said that a halfling farming near the Lluirwood 
was attacked one evening by worgs from the 
forest. The attack, so the story goes, took place in 
the hin's field. The halfling, though brave of heart 
as befits his race, knew that the five worgs would 
tear him apart if he stood against them alone. He 
ran, and the creatures followed at their best 
speed. The halfling farmer could not outrun them 
and was about to fall when ahead of him the 
stalks of his plants came together and formed an 
arch over the row through which he was running. 
A single daisy grew from the top of the arch in the 
second or two that it took him to reach the place, 
and as he ran through the arch he disappeared. 
He appeared in the temple of Sheela Peryroyl in 
Beluir, where he collapsed from exhaustion. The 
five worgs appeared seconds later. Now 
confused, they were easily cut down by the 
priests and warriors who guard the portal. When 
the farmer returned home, he could not find the 
plant arch that had saved him, but he did find a 
daisy lying on the ground where it had been. He 
offered a fervent prayer to Sheela Peryroyl and 
converted from the worship of Tymora (many halflings in Luiren worship the goddess of 
fortune) on the spot. The goddess, these tellers assert, moved one of the portals to 
where the farmer needed it. 

How to Incorporate the Portals of the Gathering Into Your Campaign 

 A startled group of halflings with a loaded wagon appears in front of the PCs on 
the road near a field. The halflings say they are from Luiren and were using their 
local portal to send their produce to market, when apparently something went 
wrong. They need an escort home, and the priests will certainly want to find out 
what is going wrong with the portals, since the one used by these halflings had 
not malfunctioned before. At the root of the problem is a powerful creature from 
the Lluirwood that is somehow manipulating the portal near the woods. (See the 
sidebar for a spell that you can use!) 

 The PCs are in Beluir for some reason when the temple of Sheela Peryroyl 
comes under attack. The temple is taken and controlled by forces of evil, and the 

Wrench Portal 
Level: Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 hour 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One portal 
Duration: One day/level 
Saving Throw: None 
Spell Resistance: No 

You temporarily cause the portal you 
target to malfunction (use the portal 
mishap chart in Chapter 2 of the 
Forgotten Realms Campaign 
Setting). 

The spell has no effect on the portal 
you target unless you make a 
successful caster level check (1d20 + 
your caster level) against a DC of 11 
+ the target portal's caster level. 

Material Component: A twisted silver 
bar worth 100 gp. 

XP Cost: 100 XP. 



PCs have to help liberate it. They then have to help track down where the 
creatures came from. 



The Harvest of Blood 

Not everyone views the harvest in the same way. While many farmers and tradespeople 
view the harvest time as a time of plenty and wealth, others view it as a time of raiding 
and butchery. Orcs, gnolls, bugbears, and other races don't farm -- they raid other farmers 
and take what they want, or they buy it. Sometimes they buy or barter for the fruits of 
agriculture, but more often they see things as theirs anyway and just take it. 

Some view the world in an upside-down way, valuing what others abhor, and to these 
people a harvest means something other than the gathering of food. Among the orcs, the 
closest thing one finds to a harvest god is Luthic, their god of females, servitude, and 
fertility. However, another orc god, Ilneval, is responsible for a brutal practice among the 
orcs that revolves around the Portal of Blood. 

The Portal of Blood is the centerpiece of a vast arena where orcs fight each other and 
"the lesser races" upon whom they prey. The portal itself is located at one end of the 
arena. It is an arch made of the bones of fallen foes (mostly dwarves) 7 feet high and 3 
feet wide. The archway is inscribed with chants of praise to Ilneval, orcish god of war, 
combat, and strategy. The arch serves no purpose except to mark the location of the 
portal and to focus religious fervor, because the Portal of Blood is actually a destination 
rather than a starting point. 

Originally, the Portal of Blood was created as a one-way portal from an old orcish 
capital in the far north to this place, which was at that time a training camp. The orc cleric 
who crafted it planned to make a return portal so that orc troops could be moved quickly 
to the capital when needed. However, dwarves took the capital before the return portal 
could be constructed, and the cleric fled into the snowy north. He has never been seen 
since. Rumors say that his god Gruumsh was displeased with his cowardice and caused 
him to go blind in both eyes, and he fell to his death. 

Centuries later, the training camp was occupied by orcs again and made into a base of 
operations against the local humanoids. This group of orcs had as a spiritual advisor a 
cleric of Ilneval, and, as the orc force grew, Ilneval became more pleased. This led to 
Ilneval sending a vision to his cleric regarding the portal that had lain unused for so long. 
The vision showed the cleric, Ogmashk Warbringer, how to adapt the portal to a new use. 
Thus was born the Portal of Blood. 

The portal is unique in the Realms because the arch is a destination. A special miracle 
spell, granted by Ilneval himself, allows the portal to reset its origin somewhat. 
Specifically, when the proper invocation to Ilneval is performed, which involves at least 
one hundred orcs chanting a 1-hour prayer in unison, the portal becomes the destination 
for any portals within 1,000 miles. (Since the goal is to get creatures here, the portal 
needs to be capable of transporting creatures.) The first portal to be used in another 
location sends its travelers to this place rather than their intended destination. Once one 
portal has sent someone to the Portal of Blood, the miracle effect ends and all other 
portals work normally. Since the portal is one-way, the travelers cannot simply turn 



around and leave. And since the invocation is part of a ritual of combat and slaughter in 
praise of Ilneval, a great number of orcs are waiting to slaughter the travelers as soon as 
they arrive. Many a group has disappeared and never been seen again because of the 
Portal of Blood. 

How to Incorporate the Harvest of Blood Portal Into Your Campaign 

 The easiest way to get the PCs involved with this portal is to have them be using 
a portal and be pulled to the arena to fight a lot of orcs unexpectedly. If you do 
this, then assemble a group of orcs that make an EL 2 above the party average 
level to make it a really scary encounter. (These orcs are the official combatants 
in a sacred combat. Other orcs are designated as witnesses only in the match, 
though DMs can choose how to set this up without overwhelming the PCs and 
making an unwieldy battle. One option is to have the orcs who performed the 
ceremony unable to draw a weapon against the PCs for a limited amount of time 
and provide these orcs with some form of invulnerability during this time period. 
That way, aside from the official combatants, neither group has the advantage 
over the other for a specific period of time.) If they survive, the PCs can 
investigate how they got here and decide if they want to do anything about it. This 
portal could be the gateway to adventures among the orcs for some time to come. 

 Travelers are sometimes lost to the Portal of Blood without explanation. 
Someone, perhaps a patron or parent or ruler with a particular interest in one of 
the lost (or something that one of them carries), asks the PCs to investigate the 
disappearance. This could be a long adventure, with many smaller adventures 
along the way leading to clues to the orcs and their portal, since there are limited 
ways to track someone through a portal, and clairvoyance is of no help because 
the portal could be 500 miles away. 

 Some person even more evil than the orcs learns of the portal, its properties, and 
how to operate it. This villain uses the portal (and the required orcs) for his or her 
own purposes, and he snatches people from the surrounding lands at an even 
greater rate. The orcs, unable to stop this villain and regain control of their portal, 
seek out some foolish adventurers with the powers to oppose the villain. Perhaps 
the villain has a special weakness that the orcs cannot make use of because they 
are evil or because they don't have anyone of a certain character class available 
(and thus don't have access to some class ability). 

Note: This portal works equally well for any society-forming evil race that you are 
featuring in your campaign. Orcs are presented as the foes, but gnolls, giants, or even 
fiends could replace the orcs. 



The Greenhouse Portal 

In the old empire of Mulhorand, there is some disagreement between clerics as to which 
god presides over the harvest. While agriculture is firmly the domain of Isis, some 
believe that Osiris watches over the harvest. Debate will no doubt continue for some time 
on this issue, but in reality the people who seek a good harvest pray to Isis for a blessing. 
The idea of associating a time of plenty and growth with the god of the dead seems alien 
to most Mulhorandi, but some few point out that the plants are being killed to provide the 
harvest and thus they fall into the purview of Osiris at that time. Some think that the 
church of Osiris makes the push to associate the harvest with their god, since they believe 
that Osiris has lost some of his popularity to his wife Isis. The followers of Isis have 
rebuttals to every argument advanced by the priests of Osiris, and it is this kind of 
religious debate that keeps the lives of average Mulhorandi citizens in a state of some 
turmoil. After all, no one wants to find out that suddenly they are praying to the wrong 
deity. 

In addition to the common people of Mulhorand paying tribute to Isis for the harvest 
more often than Osiris, the priests of Isis contribute on a practical level to good harvests 
much more than the priests of Osiris, who often forget that they claim the harvest for him 
when planning and performing their death rituals. One of the ways that the priests of Isis 
aid the farmers of Mulhorand is through the development of new plants that grow well in 
the somewhat arid landscape of their nation. The Mulhorandi have long used technology 
and "science" in place of magic, or with magic, to accomplish their ends. Their great 
agricultural pumps are but one example, and the church of Thoth is making great strides 
to reintroduce a technological way of thinking to the people. 

In the city of Gheldaneth, the priests of Isis and some powerful wizards cooperated on 
creating a demiplane on the Ethereal Plane for the purpose of studying and breeding 
plants. They did this for a variety of reasons, and one of them, but by no means the most 
important one, was to further consolidate their position in the harvest debate they had 
with the followers of Osiris. This demiplane, called the Greenhouse, is really a set of 
"islands" in the Ethereal connected by portals to the central land mass. Thus, each is 
separate, and the weather of each can be changed without affecting the other islands. This 
allows the priests to import plants from elsewhere and breed strains that can live in the 
Mulhorandi environment. A portal called the Greenhouse Gateway was created from the 
church of Isis to the demiplane. All this was done without the knowledge of the other 
deities (or their churches), and when the churches found out they were not pleased. 
However, Thoth's clerics sided with those of Isis, as did the clerics of Osiris (who 
realized the benefit such a place could bring to their people). In the end, the Greenhouse 
was allowed to remain so long as the work done there was reported fully to the church of 
Horus and the Pharaoh. 

The Greenhouse demiplane is used for a great many agricultural (and magic) products. 
The priests study plant blights, try to develop new strains of crop plants, and grow a few 
plant creatures. The wizards who helped form the demiplane also have access to it and 



use some of the islands to conduct magical research without rivals prying into their 
secrets. 

How to Incorporate the Greenhouse Portal Into Your Campaign 

 An evil Thayan wizard has discovered the Greenhouse demiplane and taken it 
over, killing all the previous occupants. This wizard uses the islands to create 
hybrid monsters and grow plant monstrosities. The priests of Isis have sent 
several groups to the demiplane to recover it, but all have perished. The priests 
have yet to tell the Pharaoh, and they really would rather not do so. They look for 
powerful adventurers to rid the demiplane of its invaders. 

 One of the islands is used for the study of plant blights so that they can be quickly 
combated should they appear in the land. One blight has mutated and spread into 
Mulhorand through spores attached to priests using the portal. The blight spread 
quickly and has devastated crops. Further, it has attracted the attention of a 
blightlord that wants to spread the mutant plant sickness to the rest of the Realms. 
The PCs have to help the priests of Isis (and others) combat the blight and the 
blightlord, and then they must track the blight to its source and destroy it. The 
priests of Isis oppose the reporting of the blight's origin, naturally, and the PCs 
have to choose their best course of action. 

 The PCs, while guarding a caravan of Mulhorandi produce, fall ill from eating the 
fruit of a plant. One of the new strains of aggressive fruit-bearing plants 
developed by the priests of Isis seems to have become unstable (it no longer 
produces fruit fit for humanoid consumption; choose a poison effect from the 
Dungeon Master's Guide) and is being spread throughout Faerûn in the seeds that 
the priests trade with other nations. In actuality, there is an evil druid behind the 
breakout who wants to ruin the reputation of these new "unnatural plants" so that 
they will never be used. (DMs can choose the manner in which he tainted the 
fruit.) The PCs have to find the truth before the Mulhorandi are blamed for 
spreading tainted fruit-bearing plants. 



Bandit Lord Portals 

The Hideout Portal 

The Bandits of the Iron Wind are the brainchild of Kaldrav 
Ashray, a charismatic bard and former adventurer who became 
bored with his life. Through adventuring he learned the lesson 
that touched him more than anything else: It is easier to take the 
stuff belonging to others than it is to acquire it any other way. 

Adventurers rob tombs, take the possessions of villains they subdue, and loot other 
treasure piles on a regular basis. That is, in fact, how they become successful. Kaldrav 
recruited a band of people who thought similarly to him and founded the Bandits of the 
Iron Wind. 

The bandits fared poorly for some years, barely scraping by and living in the worst 
hovels. They even fell back on adventuring to pay for food and equipment. This was not 
what Kaldrav envisioned, so one day he led his band into the forest in an attempt to 
change their fortunes. It was during this foray that they found the ruins of a lost 
civilization and the treasures the beings had left behind. Most importantly, they found a 
legacy in portals that has proven far more useful to their operations. 

The Bandits of the Iron Wind immediately established a defensible base in the ruins of 
the city and drove off some of the nastier monsters. Kaldrav inaugurated a change in their 
methods to make use of the portals they discovered, and he added some tricks of his own 
devising. The use of the portals required the admittance of a wizard to the group, and a 
powerful one at that, but Kaldrav has a trusted lieutenant in the person of Jaida Goldspun, 
and she makes sure the wizard knows his place in the band. 

The portal dearest to Kaldrav is called (by him) the Hideout Portal. This portal is located 
in the basement of a ruined tower that once belonged to a wizard. That is what the band 
thinks, anyway, since they cannot tell anything about this lost people. The portal is in a 
small chamber that has become overgrown with tree roots, so it is well hidden from the 
surface. Kaldrav has a concealed access to this chamber (covered by brush). The portal is 
human-sized and keyed. It leads to a small pocket plane on the Ethereal Plane that has a 
mansion and about two acres of ground around it. A doorway leading nowhere marks the 
two-way portal that opens when a piece of jade is thrown through it; Kaldrav is careful to 
leave no jade pieces in the chamber to alert anyone to this key. No one in the band knows 
the key; Kaldrav discovered it in an old book that he used a scroll to read. He uses the 
demiplane as his personal retreat, though he does not spend much time there. He also 
stores the most valuable treasures that the band captures there until these items can be 
sold. 

Kaldrav Ashray: Male human Bard 4/Fighter 3/Duelist 3; CR 10; Medium 
humanoid; HD 4d6+4 plus 3d10+3 plus 3d10+3; hp 60; Init +5; Spd 30 ft.; AC 19, 
touch 19, flat-footed 13; Base Atk +9; Grp +9; Atk +13 melee (1d6+1, +1 rapier) or 
+12 ranged (1d8/x3, longbow); Full Atk +13 melee (1d6+1, +1 rapier) or +12 



ranged (1d8/x3, longbow); SQ bardic knowledge +7, bardic music (countersong, 
fascinate, inspire competence, inspire courage) 4/day, canny defense, enhanced 
mobility, improved reaction +2; AL CN; SV Fort +6, Ref +11, Will +8; Str 10, Dex 
16, Con 12, Int 16, Wis 10, Cha 14. Height 5 ft. 11 in., weight 179 lbs., age 32. 

Skills and Feats: Balance +5, Bluff +11, Climb +5, Diplomacy +13, Escape Artist 
+10, Gather Information +11, Hide +10, Intimidate +11, Jump +2, Knowledge 
(local) +10, Listen +6, Move Silently +10, Perform +9, Ride +8, Sense Motive +6, 
Spot +6, Tumble +16; Combat Expertise, Dodge, Iron Will, Mobility, Persuasive, 
Spring Attack, Weapon Finesse. 

Bardic Knowledge: Kaldrav can make a bardic knowledge check with a bonus of 
+7 to see whether he knows some relevant information about local notable people, 
legendary items, or noteworthy places. 

Canny Defense (Ex): When not wearing armor or using a shield, Kaldrav adds 1 
point of Intelligence bonus (if any) to his Dexterity bonus to modify Armor Class 
while wielding a melee weapon (maximum allowed equals his number of duelist 
levels). This bonus is limited to +1 per duelist level. If Kaldrav is caught flat-footed 
or otherwise denied his Dexterity bonus, he also loses this bonus. 

Bardic Music: Kaldrav can use his song or poetics to produce magical effects on 
those around him.  

Countersong (Su): Kaldrav can counter magical effects that depend on sound by 
making a Perform check for each round of countersong. Any creature within 30 feet 
of him that is affected by a sonic or language-dependent magical attack can use 
Kaldrav's Perform check result in place of his or her saving throw if desired. 
Countersong lasts for 10 rounds.  

Fascinate (Su): Kaldrav can cause a single creature within 90 feet that can see and 
hear him to become fascinated with him. Kaldrav's Perform check result is the DC 
for the opponent's Will save. Any obvious threat breaks the effect. Fascination lasts 1 
round.  

Inspire Courage (Su): Allies who can hear Kaldrav receive a +2 morale bonus on 
saves against charm and fear effects and a +1 morale bonus on attack and weapon 
damage rolls The effect lasts for 5 rounds after the ally can no longer hear him. 

Enhanced Mobility (Ex): When wearing no armor and not using a shield, Kaldrav 
gains an additional +4 bonus to AC against attacks of opportunity caused when he 
moves out of a threatened square.  

Improved Reaction (Ex): Kaldrav has a +2 bonus on initiative checks. 

Bard Spells Known (3/3/1; save DC 12 + spell level; 0% chance of spell failure): 0 -



- detect magic, ghost sound, light, mage hand, prestidigitation, summon instrument; 
1st -- disguise self, expeditious retreat, silent image; 2nd -- blur, suggestion. 

Possessions:+1 rapier, longbow, 20 arrows, bracers of armor +3, gloves of dexterity 
+2, portal interruption key, wand of cure light wounds, three small pieces of jade (40 
gp each). 

Shrewd and inventive, Kaldrav sees his leadership of the bandits as a strategy game. 
He would not callously leave any member of his band to die unless he had no other 
choice, but he does not come across as everyone's best friend either. He is charming 
and funny, and everyone likes him, but there is little depth of caring. Kaldrav never 
learned to care for anyone deeply; casual relationships have suited him his whole life 
and he sees no reason to change. He prides himself on his sharp thinking and touts 
his successes without any shame. He likes to duel, both to keep in practice and to 
defeat his opponent. He never gloats over a fallen foe, even though he takes pride in 
his victory. He values organization in his band, but he does not care whether his 
underlings follow his directions exactly. This is kind of difficult anyway, since he 
tends to outline a plan rather than give specific instructions. His plans for the bandits 
change from day to day as they learn to be more successful, and some day he would 
like to make them a local force for change. Whether that change is good or bad 
remains to be seen. 

 



The Raiding Portals 

Of the many portals that the Bandits of the Iron Wind discovered in the ruins of the lost 
civilization, the most useful have been the network they call the Raiding Portals. 
According to the records, this network of six portals was used by farmers so that they 
could be spread out over great distances and still work as a community. Five portals 
linked the farming regions to each other and to a central portal in the city. Each portal is 
about 6 feet in diameter, and they were all marked by unassuming arches. The arches 
have long since crumbled, but the portals remain. They are keyed; to activate one, the 
user must wear a symbol to the lost civilization's agricultural god (not Chauntea; a 
drawing of the symbol was in the records). Further, the portals were numbered on their 
arches, and saying the number of the portal at which you wished to arrive keyed the 
portal to that destination. Since the arches are gone, it took some time for the bandits to 
figure out which portal was which. 

The five portals in the countryside are all within twenty miles of the ruined city, and no 
two are separated by more than ten miles. They form a kind of gentle curve stretching 
across the countryside, and the curve now parallels the road. The center two are but two 
miles apart. 

These portals have made the bandits much more successful than they otherwise would 
have been. They can scout caravans coming from both ends, and they move quickly to 
outmaneuver them and attack from wherever they choose within the portal strip. Their 
favorite tactic is to catch the caravan in the center and use the two closest portals to 
attack from two sides at once. To encourage caravans to stop within their reach, the 
bandits built two large campsite areas within the spread of their portals. These camp 
areas seem defensible with good views that allow one to see anyone approaching. 
However, one of the portals actually is located in one of the campsites, and the other 
campsite is a mere 300 yards from the portal at the other end of the portal chain. Thus, 
the bandits can get very close and attack before caravan guards can mount a suitable 
defense. 

Kaldrav does not let the bandits attack too frequently within the portal chain, because the 
portals cannot be moved and he does not want to lose such a big advantage. He therefore 
spreads out the bandits' raids in that area so that they are not frequent enough to 
discourage merchants from using the road. 

Jaida Goldspun: Female elf Ranger 7/Shadowdancer 2; CR 9; Medium humanoid; 
HD 7d8+7 plus 2d8+2; hp 53; Init +3; Spd 30 ft.; AC 19, touch 13, flat-footed 19; 
Base Atk +8; Grp +10; Atk +13 melee (1d8+3/19-20, +1 longsword) or +12 ranged 
(1d8/x3, longbow); Full Atk +11/+6 melee (1d8+3/19-20, +1 longsword), +11/+1 
melee (1d8+3/19-20, +1 short sword) or +12/+7 ranged (1d8/x3, longbow); SQ 
animal companion, darkvision 60 ft., elf traits, endurance, evasion, favored enemy 
(humans +4, monstrous humanoids +2), hide in plain sight, improved combat style 
(two-weapon), low-light vision, track, uncanny dodge, wild empathy +7, woodland 
stride; AL LE; SV Fort +7, Ref +12, Will +4; Str 15, Dex 16, Con 12, Int 12, Wis 



12, Cha 10. Height 4 ft. 11 in., weight 104 lbs., age 281. 

Skills and Feats: Hide +13, Jump +5, Knowledge (geography) +6, Knowledge 
(nature) +8, Listen +10, Move Silently +11, Perform (dance) +5, Ride +8, Search +8, 
Spot +10, Survival +10, Tumble +8, Use Rope +6; Alertness, Combat Reflexes, 
Dodge, Endurance, Mobility, Track. 

Animal Companion (Ex): Jaida has a light warhorse animal companion named 
Sebastien. She gains the following benefits from it. 

Link (Ex): Jaida can handle Sebastien as a free action or push him as a move action, 
even though she doesn't have any ranks in the Handle Animal skill. She gains a +4 
bonus on all wild empathy checks and Handle Animal checks regarding him. 

Share Spells (Ex): Jaida can have any spell she casts upon herself also affect 
Sebastien if desired. Sebastien must be within 5 feet of her at the time of casting to 
receive this benefit. If the spell has a duration other than instantaneous, it stops 
affecting Sebastien if he moves more than 5 feet away and does not affect him again 
even if he returns before the duration expires. Jaida can also cast a spell with a target 
of "You" on Sebastien (as a touch range spell) instead of on herself. Jaida and 
Sebastien can even share spells that do not normally affect creatures of the animal 
type. 

Elf Traits: Jaidais immune to magic sleep spells and effects, and she has Martial 
Weapon Proficiency in longsword, rapier, longbow (including composite longbow), 
and shortbow (including composite shortbow) as bonus feats. She has a +2 racial 
bonus on saves against enchantment spells or effects. Jaidais entitled to a Search 
check when within 5 feet of a secret or concealed door as though actively looking for 
it. She also has a +2 racial bonus on Listen, Spot, and Search checks (already figured 
into the statistics given above). 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, Jaida takes no damage with a successful saving 
throw. 

Favored Enemy: Jaida has selected humans and monstrous humanoids as favored 
enemies. She gains a +4 bonus on her Bluff, Listen, Sense Motive, Spot, and 
Survival checks when using these skills against humans. She gets the same bonus on 
weapon damage rolls against humans. She gains a +2 bonus on her Bluff, Listen, 
Sense Motive, Spot, and Survival checks when using these skills against monstrous 
humanoids. She gets the same bonus on weapon damage rolls against monstrous 
humanoids. 

Hide in Plain Sight (Su): Jaida can use her Hide skill even when observed for as 
long as she is within 10 feet of a shadow. (She cannot hide in her own shadow.) 



Improved Combat Style (Ex): Jaida has chosen two-weapon style. She acts as if 
she has the Two-Weapon Fighting and Improved Two-Weapon Fighting feats when 
in light or no armor. 

Uncanny Dodge (Ex): Jaida can react to danger before her senses would normally 
allow her to even be aware of it. She retains her Dexterity bonus to AC (if any) 
regardless of being caught flat-footed or struck by an invisible attacker. (She still 
loses any Dexterity bonus to AC if immobilized.) 

Wild Empathy: Jaida can use body language, vocalizations, and demeanor to 
improve the attitude of an animal. This ability functions just like a Diplomacy check 
made to influence the attitude of a person, but Jaida's modifier to the die roll is +7. 
The typical domestic animal has a starting attitude of indifferent, while wild animals 
are usually unfriendly. To use wild empathy, Jaida must be able to study the animal 
and it her, so they must be within 30 feet of each other under normal conditions. 
Generally an attempt takes 1 minute. Jaida can also use this ability to influence the 
attitude of a magical beast with an Intelligence score of 1 or 2, but she takes a -4 
penalty on the check. 

Woodland Stride (Ex): Jaida can move through normal undergrowth at normal 
speed, but is still hampered by magically manipulated undergrowth. 

Ranger Spells Prepared (2; save DC 11 + spell level; 20% chance of spell failure): 
0 -- speak with animals (2). 

Possessions: +1 elven chain mail, +1 longsword, +1 short sword, masterwork 
longbow, 20 arrows, cloak of resistance +1, wand of cure light wounds, military 
saddle and tack, portal interruption key, 55 gp. 

Clever, organized, and efficient, Jaida sees herself as the real authority behind the 
bandits, at least when raiding. She is usually successful, good at strategies, and 
adaptable enough to make use of whatever is at hand. She is content with her role 
and position in the group, and she recognizes that Kaldrav brings a level of vision 
that is necessary for the band to become something more than mere thieves. She does 
not possess such vision herself; she is more a detail-oriented person. She never 
leaves anyone behind if it can be avoided (and she has not had to yet), but she would 
abandon a plan if it would lead to disaster. She is very no-nonsense and does not 
really have a sense of humor, but she commands respect for her abilities due to her 
bearing and straightforwardness. 

Sebastien: Light warhorse animal companion; CR --; Large animal; HD 5d8+15; hp 
37; Init +2; Spd 60 ft.; AC 16, touch 12, flat-footed 13; Base Atk +3; Grp +10; Atk 
+5 melee (1d4+3, hoof); Full Atk +5 melee (1d4+3, 2 hooves), and +0 melee 
(1d3+1, bite); Space/Reach 10 ft./5 ft.; SQ bonus tricks (2), evasion, link, low-light 
vision, scent, share spells; AL N; SV Fort +7, Ref +6, Will +2; Str 17, Dex 14, Con 



17, Int 2, Wis 13, Cha 6. 

Skills and Feats: Listen +5, Spot +5; Endurance, Run. 

Scent (Ex): Sebastien can detect approaching enemies, sniff out hidden foes, and 
track by sense of smell.  

 



The Escape Portal 

One of the strange items in the records from the city's old library was reference to a 
continuously active portal located just outside the city limits. The records stated that it 
was positioned next to a great chasm and that the portal allowed quick travel across the 
chasm. The portal, a two-way construction marked by a simple arch, was paired with a 
portal on the other side of the chasm. 

When Kaldrav and his bandits went looking for this portal, they had a great deal of 
trouble finding it. The reason for this is that they could not find any great chasm or even 
evidence that one existed. If it did exist, they first theorized, it must have been a very 
long time ago, because it filled in completely and left no trace. Eventually, though, they 
discovered the first portal in a woods nearby, but when they discovered the portal 
described as the twin for the first one, it was in a location far remote from these woods in 
another woods a few hundred miles away. The effect when using the portal is that one 
appears not to have gone anywhere after stepping through either of the portals, at least 
not at first glance. A careful look reveals that the two places are not the same (different 
moss patterns, different tracks in the ground, different root placements), but if one is in a 
hurry, the effect can be quite deceptive. 

Kaldrav, always on the lookout for useful deceptions, has found a way to make use of this 
portal thanks to another piece of lore in the old records. The wizards (or so it seems) of 
the lost civilization wrote of creating a device called a portal interruption key, which is a 
small round necklace that would cause continuously active portals not to function for the 
wearer. Thus, the wearer could pass through a portal without being transported, and 
anyone passing in the same round would not be transported because the portal's function 
was suspended. However, the portal would reactivate in the following round and work 
normally. 

Kaldrav had his wizard create a number of these portal interruption keys and gave them 
to his bandits. He then ordered that they create a path from the road through the portal 
and on into the woods, but away from the base area. This path comes very close to the 
base, but passes by and goes elsewhere. Further down, the bandits using this path change 
to another one and make their way back to the base. This path seems like one of many 
small game paths in the woods. The bandits then dismantled and removed the arch that 
marks the portal, so that it was not apparent that the portal was present. 

This portal is now used as one-way portal to elude pursuit. When bandits return to the 
forest with law enforcement or adventurers after them, they use the escape path and ride 
through the portal. Since they are all wearing portal interruption keys, the portal does not 
activate for them. The pursuing guards or adventurers then pass through the portal 
unawares and end up hundreds of miles away, with no bandits in sight anywhere. 

This trick has worked a few times, but Kaldrav is careful not to use it very often. It is the 
kind of trick that can be seen through easily if one takes the time to look carefully, and 



once seen through it no longer works (unlike some other tricks that continue to work even 
if they are known). 

New Magic Item 

Portal Interruption Key: This small charm can be strung onto a necklace or worn on a 
bracelet. When the wearer passes through a portal, the key prevents the portal from 
activating for 1 round. It functions once per day per portal it is keyed to. The portal 
activates after 1 round, so the wearer cannot stand in a portal and prevent it from working 
altogether. Further, the key functions only when worn, since unattended objects have no 
effect on portals. Portal interruption keys must be created for specific portals. During the 
creation process they must be exposed to the portal(s) they are to affect. Thus, the key 
works only for specific portals. They can be keyed to a set of portals, such as all portals 
in a network, but they cannot be keyed to more than one portal per caster level of the 
creator. 

Strong transmutation; CL 10th; Craft Wondrous Item, analyze portal, antimagic field; 
Price 24,000; Cost 12,000 gp + 960 XP; Weight --. 



The Treasure Cave Portal 

One thing that bandits need is a secure place to store their loot, and the portals from the 
lost civilization have provided the Bandits of the Iron Wind with a very secure place 
indeed. It is, however, a problematic place in that the bandits rely too much on one 
person to retrieve their stored treasure. 

While Jaida Goldspun was exploring the ruins, she came across what was obviously a 
portal in the basement of a building. The records that the bandits found at a wizard's 
tower indicated that the building was once part of the government center, but no mention 
was made of the portal. After some experimentation and magical analysis, they 
determined that the continuously active human-sized portal was a one-way gateway. 
Strangely, the portal transported its user to a spot about 10 feet beyond it. The user's 
possessions went elsewhere. Through magic, they found that the possessions of any user 
went to a cavern deep beneath the earth. The cavern is located about a mile north of the 
ruins, and it is entirely natural. They were puzzled by why anyone would make such a 
thing, but they found an immediate use for it. They would send bandits carrying loot 
through the portal and the loot would all end up in the cave. 

In the cavern, the bandits found three tunnel exits from the portal, but a one-way portal 
covers each of the ways out. They could enter, but when they tried to leave, they 
activated the portal and found themselves back in the ruined basement -- naked. 
Anything they carried was found in the cavern again. Thus, while people could enter and 
leave, any objects that ended up in the cave stayed there. 

The bandits' wizard, Kinon Perray, can use dimension door to bypass the portals and 
remove items, but that is the only means that the bandits have of removing anything 
(since the dispel magic option rarely works for Kinon). They continue to use the portal, 
because if they cannot take anything out easily, then anyone else trying to steal from 
them would not be able to either. But, the reliance on Kinon makes some of the bandits, 
especially Jaida, very nervous. It remains to be seen whether the band will move its 
treasure. 

Kinon Perray: Male lightfoot halfling Rogue 2/Wizard 9; CR 9; Small humanoid; 
HD 2d6+2 plus 7d4+7; hp 36; Init +3; Spd 20 ft.; AC 16, touch 16, flat-footed 13; 
Base Atk +4; Grp -2; Atk +3 melee (1d3+2/19-20, dagger); Full Atk +3 melee 
(1d3+2/19-20, dagger); SA sneak attack +1d6; SQ evasion, familiar benefits, halfling 
traits, trapfinding, tressym familiar (Flitter); AL CN; SV Fort +4, Ref +9, Will +6; 
Str 7, Dex 16, Con 12, Int 15, Wis 10, Cha 14. Height 3 ft. 6 in., weight 41 lbs., age 
47. 

Skills and Feats: Appraise +7, Bluff +7, Decipher Script +9, Disable Device +9, 
Disguise +7/+9 in character, Hide +12, Knowledge (arcana) +9, Knowledge (the 
planes) +9, Listen +7, Move Silently +10, Open Lock +10, Search +7, Spellcraft 
+11, Spot +5; Craft Wondrous Item, Extend Spell, Improved Familiar, Nimble 



Fingers, Scribe Scroll, Stealthy. 

Familiar Benefits: Kinon has chosen Flitter the tressym as his familiar. When his 
familiar is within 5 feet of him, he gains the benefit of the Alertness feat. He also 
gains the following benefits. 

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex 
saving throw for half damage, Flitter takes no damage if it makes a successful saving 
throw and half damage even if the saving throw fails. 

Empathic Link (Su): Kinon can communicate telepathically with Flitter at a distance 
of up to one mile. He has the same connection to an item or a place that Flitter does. 

Share Spells: At Kinon's option, he can have any spell (but not any spell-like ability) 
he casts on himself also affect Flitter. Flitter must be within 5 feet at the time of 
casting to receive the benefit. If the spell or effect has a duration other than 
instantaneous, it stops affecting Flitter if it moves farther than 5 feet away and will 
not affect Flitter again even if it returns to Kinon before the duration expires. 
Additionally, Kinon can cast a spell with a target of "You" on Flitter (as a touch 
range spell) instead of on himself. Kinon and Flitter can share spells even if the 
spells normally do not affect creatures of Flitter's type (magical beast). 

Speak with Animals of Its Kind (Ex): Flitter can communicate with animals of 
approximately the same kind as itself. Such communication is limited by the 
intelligence of the conversing creatures. 

Speak with Master (Ex): Flitter and Kinon can communicate verbally as if they were 
using a common language. Other creatures do not understand the communication 
without magical help. 

Touch: Flitter can deliver touch spells for Kinon. 

Evasion (Ex): If exposed to any effect that normally allows a character to attempt a 
Reflex saving throw for half damage, Kinon takes no damage with a successful 
saving throw. 

Halfling Traits: Kinon has a +2 morale bonus on saving throws against fear, a +1 
racial bonus on all saving throws, +1 racial attack bonus with a thrown weapon or 
sling, and a +2 racial bonus on Climb, Jump, Listen, and Move Silently checks 
(already figured into the statistics given above). 

Trapfinding: Kinon can use the Search skill to find traps with Search DCs higher 
than 20. 

Wizard Spells Prepared (4/5/4/2/1; save DC 12 + spell level): 0 -- detect magic (2), 
mage hand, resistance; 1st -- expeditious retreat, mage armor, magic missile, sleep, 



true strike; 2nd -- cat's grace, darkvision, detect thoughts, see invisibility; 3rd -- 
dispel magic, suggestion; 4th -- dimension door. 

Spellbook: 0 -- all; 1st -- charm person, comprehend languages, detect secret doors, 
expeditious retreat, identify, mage armor, magic missile, reduce person, scatterspray 
(FRCS), shield; 2nd -- Aganazzar's scorcher (FRCS), bear's endurance, bull's 
strength, cat's grace, darkvision, detect thoughts, locate object, see invisibility, 
Snilloc's snowball swarm (FRCS), Tasha's hideous laughter, web; 3rd -- analyze 
portal (FRCS), arcane sight, blacklight (FRCS), clairaudience/clairvoyance, dispel 
magic, flashburst (FRCS), fly, hold person, lightning bolt, rage, suggestion; 4th -- 
detect scrying, dimension door, greater invisibility, locate creature, scrying, stone 
shape, stoneskin, thunderlance (FRCS).  

Possessions: dagger, ring of protection +2, ring of counterspells. 

Kinon tries to appear studious and powerful, but he is actually lazy and careless. 
Thus, he is always bluffing to some extent. That is why he gave up thievery; it was 
too much work. How he got through magical training no one knows, but it took him 
longer than it should have. He never stays anywhere too long, so that no one sees 
through his bluff. His real dilemma is that, being lazy at heart, he finds the mask he 
wears to be more work than he would like to do. However, he knows that in the 
cutthroat world, his real nature would get him taken advantage of or killed by those 
whose greed for power is greater than his own. He also has no physical strength at 
all, and he has to depend on others to defend him. In return, he feels he must appear 
to contribute. Thus, he may give off the impression that he wants to take over the 
bandit group, but he never would really want to do that because leading is too much 
work. He is very happy with the security of his current role and with his relative 
isolation from the greedier wizards that he might cross elsewhere. He is expected to 
use his magical knowledge only on the portals and to defend the ruins, but not to 
engage in any raiding himself or to assist the raiders with more than an enhancement 
spell or two. He is curious, as most halflings are, but knows when to keep his nose 
out of something for fear of angering the wrong person. He has a great respect for 
Kaldrav, and a fear of Jaida, and does not interact with the rest of the band much at 
all. He likes the solitude. 

Flitter: Male tressym familiar; CR --; Tiny magical beast; HD 1/2 d10 (effective 
7d10); hp 18; Init +2; Spd 30 ft., fly 50 ft. (good); AC 18, touch 14, flat-footed 16; 
Base Atk +4; Grp -8; Atk +8 melee (1d2-4, claw); Full Atk +8 melee (1d2-4, 2 
claws) and +3 melee (1d3-4, bite); Space/Reach 2-1/2 ft./0 ft.; SQ darkvision, low-
light vision, poison immunity, scent; AL CG; SV Fort +2, Ref +7, Will +6; Str 3, 
Dex 15, Con 10, Int 12, Wis 12, Cha 13.  

Skills and Feats: Balance +10, Climb +4, Hide +19, Listen +6, Move Silently +11, 
Spot +6; Weapon Finesse. 

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex 



saving throw for half damage, Flitter takes no damage if he makes a successful 
saving throw and half damage even if the saving throw fails. 

 



The Shrinking Portal 

Besides the ruins and the portals in the lost civilization they found, the Bandits of the 
Iron Wind have their own treasure hunt going on. They raid and collect the wealth of 
others, but something they found in the ruins indicates that there is a pile of treasure just 
waiting for them to lay their hands on it, if only they could. 

The records that they discovered in one of the wizard's towers in the ruins have shown 
them a number of portals and the secrets for using them. However, the journal that they 
found in what was once the house of a minor official (or so they think) has caused the 
most stir among them. It mentions a portal that leads to the city's treasury, which is a 
secure cavern from which trusted (hopefully) officials could take such wealth as was 
needed. The location was secure from theft because, according to the journal, it was 
warded by detection-foiling spells and permanent dimensional anchors that prevented 
teleport access except through one portal. The cavern was sealed with no mundane way 
out, and it was protected from digging by transmute rock to steel spells. The bandits 
found the portal easily enough, but it does not work. 

The reason that the portal does not work is that a shift in the earth when the chasm (from 
Part Three) was filled in caused the ledge on which the arrival point was set to crumble 
away, so the arrival point no longer meets the criteria for a safe arrival point. The bandits 
don't know this, of course, and they cannot find the cavern by scrying. They have been 
puzzling for months on how to make the portal work, and they think that they are missing 
a key (since most of the portals they have found have been keyed). They are partly right, 
but the secret of the key is in the journal they found. The key is a simple incantation in 
the ancient language of the lost civilization, and they have translated and tried it without 
success. 

The portal has one other problem; it is shrinking. Some magic that washed over this place 
ages ago has caused this one portal to malfunction and begin to collapse on itself. It was 
created as a human-size portal set within an arch, but it is now a Tiny portal only 2 feet 
across. As time passes, it gets smaller and smaller as its magic leaks away somehow. 
Right now only Tiny creatures can pass through it, assuming they could get it to work at 
all. Within 10 years, it will close completely. The bandits don't know how long they have, 
so their wizard Kinon Perray devotes a lot of time to investigating this portal. 

Note: The contents of the lost civilization's treasury is left to you, but it should be 
substantial. Eventually, the bandits can find the following two spells in another location 
in the ruins, or perhaps the PCs can. 

Transmute Rock to Steel 
Transmutation [Earth] 
Level: Sor/Wiz 6 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 



Area: Stone in a volume of up to two 10 ft. cubes/level (S) 
Duration: Permanent 
Saving Throw: None 
Spell Resistance: No 

This spell transmutes a volume of rock into worked steel, removing impurities and 
refining the rock instantly. The makeup of the rock is not relevant to the spell's effect. No 
matter what kind of rock is affected, the result is steel. The metal so produced has the 
same form as the original rock, so a pile of rock becomes a solid pile of metal, and a rock 
wall in a cave becomes a metal wall. The metal must be shaped by another means, such 
as the metalshape spell. 

Creatures made of rock, such as stone golems and earth elementals, cannot be affected by 
this spell. 

Arcane Material Component: Metal shavings. 

Metalshape 
Transmutation [Earth] 
Level: Sor/Wiz 5 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Area: Metal object touched, up to 1 cu. ft. + 1 cu. ft./level 
Duration: Instantaneous; see text 
Saving Throw: None 
Spell Resistance: No 

You can shape metal objects into other forms of your choosing. You must work the metal 
in your hands, but it becomes pliable like putty while you work it. Fine detail is 
impossible, as is sharpening, but you can make gross shapes such as breastplates or 
swords and then refine them through mundane processes. To make a functional object 
with this spell, you must make the appropriate Craft check. You cannot make any object 
with a Craft DC of 15 or higher with this spell, nor can you make mechanical devices 
with moving parts. The casting time indicates only the activation of the magic; you have 
1 minute per level to work the metal once the spell is cast. 



Portals of the Moonstars 

The Moonstars are one of the most recent and most covert secret societies to appear in 
Faerûn in decades. Born in the tumult of a fall-out between several senior Harpers, the 
members of the Moonstars now operate independently of the former group, though they 
share many of the same goals. Led by the iconoclastic Chosen of Mystra, former Master 
Harper, ex-Lord of Waterdeep, and incredibly powerful and knowledgeable mage, 
Khelben "Blackstaff" Arunsun, the Moonstars have spent the last few years establishing 
their own intelligence network, including agents, spies, informants, adventurers, and a 
system of portals to allow them fast access to any part of Faerûn. This series details 
several of these portals, their surroundings, and possible plots that your Forgotten 
Realms campaign's PCs could be caught up in should you wish to add the mysterious 
Moonstars to your game. Enterprising DMs could also take the details of the portals and 
plots here and assign them to any other secret society in Faerûn or your campaign.  

Before the details of the first Moonstars portal are given, review the following brief 
description of the order's history. 

In 1370 DR, Senior Harpers Bran Skorlsun, Obslin Minstrelwish (the Seneschal of 
Twilight Hall in Berdusk), and Belhaur Thantarth (Master of Twilight Hall) uncovered 
evidence implicating Master Harper Khelben Arunsun of making deals with the Harpers' 
archenemy, the Zhentarim. Khelben admitted that he did indeed make the deals he was 
accused of, and he promptly resigned his position in the group, as did his wife and fellow 
Chosen, Laeral Silverhand. 

These events caused many repercussions. The three Senior Harpers listed above became 
worried about other "traitors" in the ranks of the group, and they begin investigating 
many "suspicious" Harpers and their activities; some of their critics use the term "witch-
hunt" to describe the trio's tactics. As a result of this internal investigation, some Harpers 
have quit the group, either to join Khelben's Moonstars or to disappear from the life of an 
agent completely.  

After his resignation, Khelben gathered his closest allies about him and founded the 
Moonstars, known as the Tel'Teukiira in Elven. One sagely member of the group has 
located one reference to this Elven term in Amagal's Tome, an ancient elven text of early 
Cormanthor. In that usage, the term Tel'Teukiira refers to those who "will come hidden 
and in many guises and faces. They dwell in shadow and speak in omens, yet they shall 
bring about waking dreams and save us from the Three Threats Who Wait in Darkness, 
the Prefects, and ourselves." No one within the group claims to know what this means, 
although many suspect Khelben knows and is being typically closed-mouthed about it.  

In the years since the "Harper Schism," most of the individuals aware of the 
circumstances have fallen into one of three schools of thought: 

1. They trust the Twilight Hall trio and believe that Khelben has indeed betrayed them. 



2. Some trust Khelben by past reputation or personal knowledge and accept that he is up 
to something long-term that will be made clear in time. 

3. Some have ignored the schism and wish only to continue doing good work in Faerûn, 
ignoring in whose name they supposedly perform their deeds. 

How to Incorporate the Portals of the Moonstars Into Your Campaign 

The key to introducing and using the portals detailed in this series lies in the DM's 
handling of the Moonstars secret society. (Of course, the portals could be added to a 
Forgotten Realms campaign without the link to Khelben's secret society, but the series 
assumes DMs use the portals to either introduce the group into the game or vice versa.)  

As mentioned previously, the Blackstaff runs the Moonstars in a much different fashion 
than the way in which the Harpers are organized. The Blackstaff wants regular reports 
and does not desire his agents to take any "unauthorized" actions, unless innocent lives or 
the secrecy of the group is at stake. Players (and their PCs) who are familiar with the 
more laid-back, hands-off approach the Harpers have taken in the past (that too recently 
changed with the "hunt" for traitors amidst their ranks) are likely to bristle at being told 
what (and what not) to do by any NPC, even one as formidable as Khelben Arunsun. 
DMs should discuss with their players the possibility of the PCs being recruited to work 
for an NPC-driven organization before any such event takes place in the game. Ideally, 
this discussion takes place away from the game table, where everyone is an equal and can 
freely toss ideas and possibilities along. If the players agree that taking the campaign in 
such a direction could be fun, DMs then have to determine the depth and length of the 
PCs' involvement with the group. 

The Moonstars could ask the PCs for their aid in just one specific circumstance. DMs can 
take this opportunity to tie the campaign's history into the present plot. If the PCs were 
particularly successful (or failed spectacularly) against a foe in some previous adventure, 
they then could be considered to be experts on the situation with which the Moonstars 
seek their aid. Alternatively, if the PCs have spent time in any of the cities mentioned in 
this series, then DMs can use the hooks given in each entry. After this adventure is 
completed, the Moonstars and the PCs go their separate ways, though the PCs know they 
have new allies in their ongoing battle against the forces of evil. 

The Moonstars could send the heroes on a trail run of sorts, which is a relatively simple 
mission without dire consequences should the party fail to meet its goals. If the PCs do 
well, they could begin an ongoing but informal relationship with the group. Both the 
Moonstars and the heroes go about their own agendas, but when one uncovers 
information or knowledge the other might find useful, those details are shared. A variety 
of favors of the other party could be exchanged as the Moonstars seek this book or that 
magic item in trade for a certain treasure map, magical healing, or even a rescue from 
dire circumstances. If the heroes succeed in an amazing fashion, they could be asked to 
formally join the Moonstars; note that this invitation is likely to come only from the 



Blackstaff or Laeral personally. Meeting one (or both) of these modern-day Faerûnian 
legends could be a roleplaying highlight of the campaign. 

This last option is the most difficult to implement. Once they join the group, Khelben 
feels it's well within his authority to order the PCs about. Chaotic or neutral heroes may 
not enjoy being bossed around by any NPC, so be certain to play this aspect of group 
membership lightly. Khelben simply doesn't care what the PCs do in their own time, as 
long as it doesn't endanger the Moonstars. Any act that could be considered evil earns a 
stern reprimand and an insistence on restitution; a second such act means a visit from a 
high-level member of the Moonstars. Continued acts of this ilk earn the Moonstars 
member expulsion, a magical erasure of Moonstars-related memories and information, 
and perhaps more. Similarly, any group of PCs with a past track record of such deeds is 
unlikely to ever be approached by the Moonstars in the first place. 

Regardless of how the PCs' first mission turns out, it's a certainty that Khelben or Laeral 
has at least one official Moonstars tracking the heroes during it, evaluating their 
performance, and reporting back to the Blackstaff or Laeral regularly. If the heroes notice 
this, under no circumstances does the Moonstars agent reveal his true reason for 
following them. Overzealous PCs could try to kill the Moonstars agent for his lack of 
cooperation without knowing who it is they're doing away with. That, in Khelben's own 
words, "would be unfortunate." 



The Mulmaster Portal 

In Mulmaster, the High 
Blade (the de facto ruler 
of the city), Selfaril 
Uoumdolphin, joined the 

Zhentarim after years of actively opposing it. (In 
fact, Selfaril was murdered by his twin 
brother, Rassendyl, who now rules in Selfaril's 
name.) Now firmly entrenched in the Zhents' 
power base and with a new temple to Bane being 
erected there, the city that once stood as a 
bulwark against the spread of the Zhent stain 
is now one of the proudest jewels in Fzoul 
Chembryl's new, Banite-influenced Zhentarim. This is exactly why the Moonstars 
secretly placed a portal within the city. 

The Mulmaster portal exists in a dark corner of the Scarlet Hippogriff Trading Concern's 
main warehouse, near the road that leads south out of the city into the Vast. A 
prearranged stack of crates forms an 8-foot-high by 4-foot-wide doorway that frames the 
portal. Though the stack looks like a pile of loose crates, they have been permanently 
nailed into this configuration. This portal is part of the circuit that includes all the portals 
detailed in this series and, likely, several more that are unknown as of this writing. As 
with all the portals in this circuit (and perhaps all Moonstars portals of "standard 
security," not counting those known only to the Blackstaff, his wife Laeral, and perhaps a 
few others), the portal is activated with a particular Elven phrase that includes the 
destination the traveler seeks. (DMs are left to devise their own "key phrases" to maintain 
the mystery of these and all portals.)  

The owner of the Scarlet Griffin Trading Concern does not actually belong to the 
Moonstars, but he is friendly both to the group's founder and its goals. Temblar 
Rankinson (CG male halfling Rog 6) had his family fortune saved by the Blackstaff when 
the Chosen of Mystra revealed a Zhent plot to take over the family's shipping business 
(among many others) in an attempt to monopolize shipping in the region not long before 
the destruction of Zhentil Keep by Cyric. Since then, Temblar has rebuilt his business 
and, until recently, was content to make money in the face of the Zhents. Now, with the 
High Blade throwing in with the Zhentarim and marrying the First Princess of Thay and 
tharchion of Eltabbar, Dmitra Flass, Temblar happily acceded to the Blackstaff's request 
to place a portal on his property in the city. Should the portal or its users ever be 
discovered, both Temblar's coster and his life would be forfeit. 

How to Incorporate the Mulmaster Portal Into Your Campaign 

 If your campaign's PCs are already affiliated (or at least aware of and perhaps 
associated with) the Moonstars organization, they could be asked by a Moonstars 
agent to enter the city via the portal for a number of reasons. These could include 



investigating Temblar's recent disappearance, a suspicious fire in the warehouse 
that nearly destroyed the crates forming the portal, or the current activities of 
High Blade and his bald, beautiful Thayan bride while he is in the city during one 
of his visits. 

 The Zhents, resenting Selfaril's marriage to a Thayan, set about to discredit her in 
the High Blade's eyes. They hope to plant evidence that Dmitra Flass plans to 
launch a takeover of the city after she gives birth to Selfaril's child. Whether this 
plot exists or not, and whether Flass even wishes to become pregnant, doesn't 
matter to the Moonstars. They want the PCs to do all they can to see that the 
Zhent plan to discredit Flass works to perfection. Then, the Moonstars can 
concentrate on undermining the Zhentish (and Banite) power bases in the city by 
exploiting the tension between Chembryl's Banite Zhents and the old-school 
Zhents who don't worship the Tyrant Reborn. 

 On her most recent visit to her husband, Princess of Thay, Dmitra Flass, brought a 
great many trunks of "clothes and personal effects" to Mulmaster from her home 
in Thay. These are stored in a luxurious (and heavily protected by magic and 
Thayan Knight muscle) villa that Flass purchased as her private residence while in 
the city (when she's not spending time with her beloved spouse). In truth, several 
of these trunks contained dread warriors, which are undead creatures first created 
by Thay's Zulkir of Necromancy, lich, and de facto ruler, Szass Tam. Tam lent 
these abominations to Flass for reasons unknown, but the Thayan princess clearly 
has something up her sleeve. It's up to the PCs to find out what and to do so 
without the Thayans any the wiser. 

Dread Warriors: CR 3; Medium undead; HD 4d12; hp 26; Init +0; Spd 20 ft.; AC 
16, touch 10, flat-footed 16; Base Atk +2; Grp +4; Atk +5 melee (1d8+3/x3, 
battleaxe); Full Atk +5 melee (1d8+3/x3, battleaxe); SQ darkvision 60 ft., undead 
traits; AL NE; SV Fort +1, Ref +1, Will +4; Str 15, Dex 11, Con -, Int 5, Wis 11, 
Cha 6.  

Skills and Feats: Climb +2, Jump +2, Spot +7; Power Attack, Weapon Focus 
(battleaxe). 

Undead Traits: A dread warrior is immune to mind-affecting effects, poison, sleep 
effects, paralysis, stunning, disease, death effects, and any effect that requires a 
Fortitude save unless it also works on objects or is harmless. It is not subject to 
critical hits, nonlethal damage, ability damage to its physical ability scores, ability 
drain, energy drain, fatigue, exhaustion, or death from massive damage. It cannot be 
raised, and resurrection works only if it is willing. Darkvision 60 ft. 

Possessions: Banded mail, battleaxe. 

Description: Dread warriors look as if they were created from the corpses of 
battlefield dead and that's exactly what they are. Created from recently dead fighters 



of at least 4th level, these undead direct the rage they felt in their moment of death 
against those their Thayan creators point them toward. The dread warriors are 
capable of carrying out simple orders and instructions, but every word of instruction 
over 12 creates a cumulative 5% chance that the orders will be confused or not 
carried out correctly. 

 



The Luskan Portal 

While the members of the Moonstars have no official ties 
with the Harpers, the two groups nevertheless share many of 
the same goals. The foremost of these is uniting the races 
(especially humans and elves) to better combat the myriad 
forces of evil, chaos, and destruction that so plague Faerûn. 

That said, the Moonstars do not work to maintain particular governments or political 
bodies; they strive to support people of all races and life in general. Most admire the 
balance of civilization and nature achieved by elven society. Many Moonstars also 
embrace one of three religions: the worship of Mystra, Oghma, and Sehanine Moonbow 
of the Seldarine (the elven pantheon). 

The Blackstaff's personal goals remain a mystery, as does so much about the mage. 
Despite feeling slighted by the Harpers after doing so much for the group and for Faerûn, 
he still believes in the goals of the group. This is why the Moonstars' organization and 
ideals so closely reflect those of the Harpers, with one notable exception. Despite the 
group's growth over the years since its founding, the Moonstars remain a much smaller 
group than the Harpers. This smaller size allows the Blackstaff to keep a hand in almost 
every decision made by a member of the group. In some cases, however, it's the lovely 
hand of Laeral who is playing a larger role in the day-to-day management of the 
organization as it, seemingly irresistibly, expands beyond the abilities of any one man, 
even the Blackstaff, to maintain a grasp on. 

One such locale is Luskan, and that's why a Moonstars portal is there. While the High 
Captains of Luskan, five former pirates and freebooters, are the public faces of rule in the 
city, the residents and many visitors know that the true power in Luskan resides within 
the Host Tower of the Arcane, the home and headquarters of the Arcane Brotherhood, a 
group of evil and ambitious mages. What concerns the Moonstars is the recent upheavals 
within the ranks of the Brotherhood. The Archmage Arcane, Arklem Greeth (LE male 
lich Wiz16/Archmage2), barely escaped with his life after an attempted coup by two of 
his former lieutenants. While convalescing in Mirabar, Arklem was approached by 
Nyphithys, an erinyes (see page 54 of the revised Monster Manual). She promised him 
immortality as a lich and aid in his vengeance against the would-be assassins and, in 
exchange, all she said she wanted was to help Arklem and the Arcane Brotherhood 
conquer the entire North. Arklem has set his sights first on the new confederation known 
as the Silver Marches; he feels that its youth and untested resolve in the face of true 
danger will prove to be its undoing. If the Silver Marches should fall, then the rest of the 
North would lie wide open for the taking. 

The local Moonstars portal is located in an archway between the workroom and the 
storage room of a wheelwright's shop called Wiley's Wheels. The owner of the shop is a 
Moonstars agent the Luskan locals know as Maxxil (LG male dwarf Ftr 8). He's a 
semiretired adventurer who now lives here permanently and uses his business and other 
contacts to keep apprised of the situations regarding the Brotherhood and its new, 
fiendish allies. To preserve his nondescript appearance, Maxxil doesn't initiate official 



Moonstars activity in the city; he observes and reports. If the Blackstaff or Laeral 
believes a report warrants action, an agent or agents are sent through the portal. 

The Moonstars hope to infiltrate the Host Tower with a wizard of its own, but the group 
currently lacks both a suitable candidate for this highly dangerous assignment and enough 
confirmed intelligence regarding the lich, the erinyes, and the other devils that have 
joined the cause and been seen within and around the Host Tower in the last few months. 

How to Incorporate the Luskan Portal Into Your Campaign 

 Maxxil's most recent report indicates that a very powerful devil, an ice devil or 
gelugon (see page 56 of the revised Monster Manual), has been seen around the 
Host Tower in recent weeks. The PCs are contacted to use the portal to reach 
Luskan, investigate why the gelugon is in Luskan, and, if necessary, draw the 
creature into battle and destroy it, making the fight look like nothing more than a 
wandering band of heroes who randomly encountered a powerful fiend and, not 
knowing the political situation, simply acted on instinct to eliminate the threat 
they believed the ice devil to represent. 

 Maxxil has disappeared and the Moonstars fear that the Brotherhood may have 
uncovered the dwarf's deception; all research done indicates that the portal still 
functions. The PCs are asked to use the portal, learn anything they can from the 
shop, and try to locate and rescue Maxxil. If it's too late or the PCs fail in this, 
then the Moonstars step in to clean up the mess. Note that this mission works 
especially well if the PCs are not formally allied with the Moonstars; their arrival 
in Luskan will arouse less suspicion if the Brotherhood cannot locate any other 
Moonstars agents in town. Of course, the Moonstars know that the Brotherhood 
may have located the portal and are watching to see who emerges from it. DMs 
can prepare a suitable "welcoming committee" of Brotherhood mages, henchmen, 
and devils to greet the PCs if this possibility is to be exploited. 

 The fiends betray the Brotherhood, severely damage the Host Tower, attack the 
mages therein, and begin to ravage the town and its residents for some unknown 
reason. Maxxil alerts the Moonstars before he takes up arms to defend his 
business and his fellow citizens. The Moonstars need to mobilize a battle-trained, 
highly capable band of adventurers to stem the fiendish tide until a suitable force 
of clerics, paladins, and other warriors can be sent through the portal. Of course, 
the heroes must see that the portal itself remains intact so that the reinforcements 
can arrive as soon as possible. 



The Ankhapur Portal 

Last week, mention was made of how Khelben "Blackstaff" 
Arunsun prefers a hands-on approach when monitoring the 
actions of his Moonstars. Before we get to this week's portal, 
a few details on how the typical Moonstars agent acts are 
worthwhile. 

The Blackstaff's first rule for any Moonstars agent is this: 
Don't get caught while performing Moonstars-related 
activities. He cares not how an agent spends her days or 

nights, just as long as she doesn't compromise the carefully constructed secrecy that 
remains to this day to be the Moonstars' greatest weapon. All Moonstars agents are 
prompted to accomplish their missions, but not to risk certain capture. Aborting a mission 
due to that possibility is never frowned upon. Overt actions that would require such 
decisions remain relatively rare for the small group at this point, however. 

The majority of Moonstars "missions" are nothing more than reconnaissance of targets 
chosen by the Blackstaff or Laeral. Agents surreptitiously observe their targets and report 
their findings, nothing more. At times, however, action is called for and the Moonstars do 
not hesitate on such occasions. If the Moonstars discover a doppelganger, fiend, or other 
creature using magical abilities to infiltrate civilized society, the Moonstars act to kill or 
drive off the monster. Other Moonstars activities that some might view as questionable 
include the following: 

 Kidnapping evil individuals for interrogation and a magical "mindwipe" to 
remove all memories of the questioning; 

 Stealing (or planting) of magic items and even relics and artifacts; 
 The "reapportioning" of profits and goods gained by the Moonstars after breaking 

up or destroying criminal or evil activities. 

These are just some examples, and all such efforts are likely known only by the most 
senior Moonstars. 

One place that has seen Moonstars activity recently is the city of Ankhapur, which is on 
the northern shore of the Lake of Steam. Not long ago, a powerful Cyricist mage named 
Pristoleph (CE male fire genasi Sor8/Dev5 of Cyric) took over the neighboring city of 
Innarlith, the largest trading city on the eastern half of the Lake of Steam. As Ankhapur 
has, in recent years, built new roads and improved trade conditions there, the new 
Cyricist regime in Innarlith views the city ruled by King Janol I (NG male human Rog10) 
as a threat to its incredibly lucrative trade income. Further, Ankhapur is the nearest large 
city to Innarlith and it naturally becomes a logical target for Cyricist expansion. 
Additionally, Pristoleph has invited a Thayan enclave into Innarlith, one of the few 
independent city-states that had been able to resist the lure of the Thayan magic-item 
trade. 



The Ankhapuran Moonstars portal lies in a disused portion of the 
city's sewers, not far from the docks. The sewers in this part of the 
city are home to many creatures, but one pays particular attention to 
the part of the sewers containing the portal. An unusually large and 
intelligent grick claims as part of it hunting ground the area of the 
sewers containing the portal, and it knows that any beings coming 
from what is otherwise a dead-end portion of the sewer tunnels are 
not to be attacked; they are "not food." Agents who are to use this 
portal are warned not to attack the grick, which bears an odd, bright 
green beak. The grick does not provide any assistance or aid to portal 

users; it simply allows them passage out (and back into) its territory.  

Advanced Grick: CR 3; Medium aberration; HD 4d8; hp 18; Init +6; Spd 30 ft., climb 
20 ft.; AC 16, touch 12, flat-footed 14; Base Atk +3; Grp +5; Atk +5 melee (1d4+2, 
tentacle); Full Atk +5 melee (1d4+2, 4 tentacles) and +0 melee (1d3+1, bite); SQ damage 
reduction 10/magic, darkvision 60 ft., scent; AL N; SV Fort +1, Ref +3, Will +6; Str 14, 
Dex 14, Con 11, Int 3, Wis 14, Cha 5.  

Skills and Feats: Climb +10, Hide +5, Listen +6, Spot +6; Alertness, Improved Initiative, 
Track. 

Scent (Ex): The advanced grick can detect approaching enemies, sniff out hidden foes, 
and track by sense of smell.  

Skills: A grick has a +8 racial bonus on Climb checks and can always choose to take 10 
on a Climb check, even if rushed or threatened (already figured above). Their coloration 
affords gricks a +8 racial bonus on Hide checks when in natural rocky areas. 

How to Incorporate the Ankhapur Portal Into Your Campaign 

 The Cyricist faction within the Zhentarim have placed several of its agents in and 
around Ankhapur, but to what end, not even the Moonstars know. That's why they 
send the PCs into the city to watch a few of the Cyricists they've identified and to 
abduct one of them, render him or her unable to recall the details of the 
Ankhapuran portal, and bring him to a currently undisclosed location for 
interrogation. Some members of the Moonstars fear that the Ankhapuran Cyricist 
activities are somehow tied to the recent Cyricist coup in Innarlith, the largest, 
nearest neighboring city to Ankhapur's east. They fear a possible alliance between 
the Cyricist Zhents and the Cyricist power base in Innarlith. What long-term 
repercussions such an arrangement could have for the Lake of Steam region and 
the religious differences among the ranks of the Zhentarim is unknown, but 
potentially dire. 

 Pristoleph's former rival in Innarlith, Mandalax the Mighty (CG male human 
Wiz8), escaped the evil mage's coup with his life, but little else. He fled the city 
and now secretly resides in Ankhapur, scheming on how best to displace 
Pristoleph, reduce or eliminate the Cyricist influence, and get the Thayans out of 



his home city. The Moonstars have heard rumors that Mandalax is in Ankhapur, 
and the group's senior members would very much like to talk with him. PCs might 
be sent to make contact with the wizard to set up a discussion, try to recruit him 
into the group itself, or maybe attempt to abduct the man to see if his defeat has 
affected his self-confidence and will to fight. With his knowledge of Innarlith and 
Pristoleph, Mandalax could be an incredibly valuable ally in freeing the city from 
the evils gripping it. 

 The Cyricists of Innarlith do have interest in weakening Ankhapur's burgeoning 
trade income and, eventually, bringing the city itself under the rule of Pristoleph 
and his Cyricist backers. To this end, Pristoleph has recruited several of the 
creatures commonly known as banelars who retain an allegiance to Cyric, rather 
than the reborn Bane. He sent these creatures to Ankhapur with the goal of 
gathering a large enough force to assassinate King Janol I. The Cyricists have 
found more than one noble family, disgruntled by the heightened taxes and 
diminished role in ruling that King Janol introduced, to comply with this plan and 
even to offer up a "suitable" puppet to place on the throne after Janol's death. 

Banelar: CR 7; Huge magical beast; HD 7d10+35; hp 73; Init +5; Spd 30 ft., swim 30 
ft.; AC 14, touch 9, flat-footed 13; Base Atk +7; Grp +23; Atk +13 melee (2d4+8, sting); 
Full Atk +13 melee (2d4+8, sting) and +8 melee (1d3+4, bite); Space/Reach 15 ft./15 ft.; 
SA magic items, poison, spells; SQ darkvision 60 ft., fast healing 2, immunities (acid, 
poison), low-light vision, resist petrification; AL LE; SV Fort +10, Ref +6, Will +7; Str 
26, Dex 13, Con 21, Int 17, Wis 16, Cha 16.  

Skills and Feats: Concentration +15, Diplomacy +13, Hide -7, Intimidate +13, Spot +13, 
Swim +16, Use Magic Device +13; Improved Initiative, Iron Will, Spell Focus 
(enchantment). 

Magic Items: Banelars collect magic items and use them freely. Their tentacles can wear 
or manipulate amulets, rings, wands, rods, potions, and similar small items. 

Poison: A banelar delivers its poison (Fort DC 18) with each successful sting or bite 
attack. The initial effect is 2d4 points of Constitution damage, and the secondary effect is 
unconsciousness for 1d3 hours. As a side effect, the skin at the site of the wound turns 
blue until after the poison wears off. 

Spells: A banelar has the spellcasting abilities of a 6th-level cleric and has access to the 
Evil, Magic, and Water domains. 

Fast Healing (Ex): The banelar regains hit points at the rate of 2 per round. Fast healing 
does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow 
the banelar to regrow or reattach lost body parts. 

Resist Petrification (Ex): A banelar gains a +3 bonus on saving throws to resist 
petrification. 



Cleric Spells Prepared (5/4/4/3; save DC 13 + spell level): 0 -- create water, detect 
magic, guidance, read magic, resistance; 1st -- bane, cause fear, doom, protection from 
good; 2nd -- bull's strength, darkness, desecrate, silence; 3rd -- blindness/deafness, 
contagion, dispel magic. 

Description: Banelars have large, dark, snakelike bodies with humanoid heads. They tend 
to be a dark purple-green in color with greenish-white, glistening eyes and tiny tentacles 
in a ring around their mouth. 



The Lightsinger Theater Portal 

Those belonging to the Moonstars who need to travel to any 
of the portals described in the earlier installments in this 
series are often sent to the Lightsinger Theater, which is a 
new small theater in an older building located just off the 
Market in Waterdeep. The theater itself is little more than a 

large room with room enough to seat thirty people, a stage with curtains, an entry foyer, 
and a backstage area with a couple of rooms. Most of the plays performed here are done 
either by seven actors, who are all Moonstars, or by itinerant acting troupes. The plays 
themselves are performed each morning and afternoon, though, for a price, special 
private performances can be requested for the evening and at other times of the day. 
Shows aren't limited to plays and can include dancing, puppet shows, musical acts, and 
more. Admission to the theater is only 1 sp per person. 

In the prop room, a rack of costumes runs along one wall. Behind the costumes is a 
bricked-in 8-foot-high by 4-foot-wide doorway. The theory the actors will spout out is 
that it used to lead to the cellar. In fact, it did, but it now also serves as a portal entry. By 
pushing in two points on the older brick archway, the newer bricked portion as a whole 
moves back and to the side. The threshold area thus revealed holds one of the portals 
available to Moonstars in Waterdeep. As with the others, the portal is activated with a 
particular Elven phrase that includes the destination the traveler seeks. 

Since this particular portal is within Waterdeep itself, the Moonstars do a few things to 
ensure that nobody discovers it. First of all, someone is always on the premises. To the 
general public the reason for this is to protect the costumes and props used by the actors 
in their performances. Second, one of the actors, Alendra Tomas (NG female elf Wiz 7) 
also has some knowledge of wizardry and usually sets her familiar to guard the door. 
(She put her familiar's sleeping spot in the prop room under the rack of costumes but 
away from the longer costumes so that fur wouldn't get all over the garb.) DMs can add 
more elements to the guardianship of this portal if they desire and if the foes the PCs face 
are powerful enough. 

Trina: Female tressym familiar; CR --; Tiny magical beast; HD 1/2 d10 (effective 7d10); 
hp 18; Init +2; Spd 30 ft., fly 50 ft. (good); AC 18, touch 14, flat-footed 16; Base Atk +4; 
Grp -8; Atk +8 melee (1d2-4, claw); Full Atk +8 melee (1d2-4, 2 claws) and +3 melee 
(1d3-4, bite); Space/Reach 2-1/2 ft./0 ft.; SQ darkvision, low-light vision, poison 
immunity, scent; AL CG; SV Fort +2, Ref +7, Will +6; Str 3, Dex 15, Con 10, Int 12, 
Wis 12, Cha 13.  

Skills and Feats: Balance +10, Climb +4, Hide +19, Listen +6, Move Silently +11, Spot 
+6; Weapon Finesse. 

Improved Evasion (Ex): When subjected to an attack that normally allows a Reflex 
saving throw for half damage, Trina takes no damage if she makes a successful saving 
throw and half damage even if the saving throw fails. 



How to Incorporate the Lightsinger Theater Portal Into Your Campaign 

 As mentioned above, the Lightsinger Theater can serve as the entry into adventure 
that PCs need. However, it can also serve as the kernel of adventure. Perhaps the 
Moonstars have discovered that someone is watching the comings and goings of 
the theater entertainers and patrons very closely. The PCs may be asked to look 
into the matter and find out who the person is and why he is watching the place. 

 Trina, the tressym, is not in the prop room after one performance. When the rest 
of troupe tries to find Alendra to ask about this curious circumstance, they 
discover her missing, as well. Where did she and her familiar go? She had been 
planning on going to a dinner party just that evening. Can the PCs help locate her?  

 If any of the PCs have Perform, these PCs may be asked to cover for the 
Moonstars agents in the theater while they perform a more specialized operation. 
DMs are encouraged to have those who don't perform do other errands for the 
Blackstaff that tie in with the operation that the NPCs are dealing with. 
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