Ether

Volume |, Number 3 Bards January/February 2003

Musician Performs to a Captive Audience!
Bartender Creates Cursed Monstrosity!
Psionic Bard Tells All!

_—-

Eremite Games




Contact Information
Matt Halm (Editor -in-Chief)

email: cow080@yahoo.com
ICQ # 178306942

John Bellando (Associate Editor)
email: j.bellando@edaptive.com



Articles marked with

Table of Contents

Vol ume | A

Ather

Y. are (expect for illustrations) entirely Open Game Content (Open Game License, page 27)

04 Bard by Night
Treachery in the halls of a versifier.

10 Versifier v

Psionics for EVERYONE! The first in a series of articles modifying

Animal Companions

05 Hey! Finally!
At long last, bards get their due.

traditional classes into psionic classes. This issue, the subject claﬁs Astral ConstructsVersifier Powers v

have

strum a

13tEhetbartd' . ltds a new class, so it has to
niertaner v - - 22 MonstrositiesAle Golem
Music isndét just for PCs you knOB\é'eroneé{dﬁn boring people can
hapd theyore just not wvery gOOdthl\/la'icMissiI'eS'BardS ellsv.
15 Warder of the Shalmv, 9 o P :
. ) ) . . Everybody 6weattelpmefisy need
é the rain of fire he had expected turned into a stream of sickly grefg v ~ O Barding v. H d .
acid that poured from the clouds, melting the flesh from his bones v e_;{ t? ’\?ﬁ% tsk' 4 o bard ';‘g vaHands
where he stoodé ou idiot! Notthatkind of barding!
20 Ariamagus (Song n]a_ge)/4 25 Mag|c M|$S|IeS:Peqomancyl/4 )
A lone girl? She reeks of magic. Leather armor, the lute, thatbeauty, ! think 10611 ‘establish a new
she must be a bard. No bard spell can defeat my will and shehasno t he sorcery of the feet.o
allies to back her. Easy pickings, | might even have alitte fun. § 26 T h'i s miBoiytetiren155

24 The Edge of the World

The obvious

S P

AEther is looking for staff! If you would
like a position at Ather, contact Matt Halm

( cow080@yahoo.com ).

Join the /Ather discussion group at
http://groups.yahoo.com/group/Aethergroup

front cover illustration by Matt Halm

January/February 2003

c hoi c eSpdljanimes ¢ ot ii

sdé hc

As always the Release Roundup makes me want to head out t l.ga
g:.rsptoorraeteantdhespend |l ots of Ve
27 Letters ’
"Some frequently answered questions are aske
09.. Adventure.Submission G_uideli es
27 Open Game License /|
v
&
/
¥
- oG
—
iLG_;I. Nel -
WY 7 ,I
\}g\‘. — e - . , ,
AN / /
R 7
o\ e 7
\ '//
\ Masthead
L ——
Contributing Authors
John Bellando, Paul Giegler, Matt Halm
Contributing Artists
Aaron Zaremsky, Matt Halm

n

January/ February

e

[o]



Musician Performs to a Captive Audience!

Bard by Night

By Matt Halm, Cartography by Matt Halm, lllustrated by Matt Halm

ABard by Nighto is a short or

tral characters of 4th level. It can be modified for characters Adventure HOOkS

2nd to 6th level or for evil characters with little trouble usin Although the simplest way to involve the PCs in the adventure is

information in the f@AScal i ng tohavethem wander by the crossroads on the way to andthefr h
no classes are required, a bard is ideal. This adventure ca adventure, they might not want to take the bait. In the event of
placed in any existing campaign world. stubborn PCs, use the hooks provided below.
“g%’;srfega':‘nicégﬂfegﬂﬂ?fg‘gg%ﬂ%ﬂeﬁ%ﬁgtﬁga"f‘if]g e The characters are chasing someone (or something) and it
pool is also designated as Open Game Content. disappears through the crossroads.
e The characters have heard a legend referring to a mystical
Pl‘e aration guarc_jian similar _ to the_ crossroads gu_ardian and they
p (particularly if a wizard is in the party) are interested.

If you haveMagic of Faer(nfamiliarize yourself with the rules

on crossroads starting on page 44. If you do not Magic of

Faerlinyou should take some time to create a way (a portal s The Crossroads (EI— 7)

tem perhaps) for the c¢har ac tThiscrossroads can be any of the crossroads listed on pagd 46 efr

If you do not have th&sionics Handboolgou will need to  Magic of Faer(n or one of your own devising. Your descrip-
use the provided statistics for Amra as a bard instead of a ve tion to the players of the crossroads will be different depending
fier and make any other changes that you see fit. on which crossroads you choose or create.

Although theBook of Vile Darknesis not required, having Creature: The crossroads guardian is a typical one; it does
it as a reference could prove useful. All the important iter not wish the party good or ill (no matter their alignment) and is
from the book are reprinted in the adventure. not too hard to please (this one particularly likes epic stories,

granting the performer of an epic a +2 bo-
""""1| “%_ nus to his Perform check).
Crossroads Guardian: CR
7, Huge Fey (Incorporeal); HD
% 16d6+32; hp 88; Init +1; Spd 20
N ft., fly 40 ft. (perfect), swim 20
ft.; AC 11, flatfooted 10,
touch 11; Atk +9

Adventure Summary

While traveling the characters discover a cro

roads. Depending on the hook you choose the ¢.¥
acters travel through the crossroads and emerge n.
long building in a forest. When they enter
they confront several statues and finally an ("
versifier (see page 10). The players then 11
captured satyrs.

Background

Several months ago, an evil bard named Amra came to an aii—
cient temple that, when occupied, was devoted to Ehlonna (or =
similar nature god/goddess). The forest nearby also F A
pened to be inhabited by a large group of satyrs. £ .~  d
quickly realized she could take over the entire area if she con-
trolled the satyrsodé char miri
After several attempts she managedfascinatesome of
the satyrs and now controls them wilave rings The satyre
now obey Amrads every comm a—\;”‘
launch an assault on the remaining satyrs and amass atr ﬁ.
of them. In the coming months she plans to use this ne
army to attack nearby settlements.

o™ &
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melee (1d12, incorporeal touch); SA summon satyr; SQ incorporeal, telepa-
thy, guardian qualities; AL N; SV Fort +7, Ref +11, Will +16; 8ty Dex 13, i—al eyl
Con 15, Int 15, Wis 18, Cha 15. .

Skills and FeatsBIuff +5, Decipher Script +5, Escape Artist +6, Innu-
endo +9, Intimidate +9, Knowledge (nature) +8, Listen +17, Move Silerﬂjna”y!
+8, Read Lips +9, S(_ense Motlve +15_, Spot +1_7, Wilderness Lore f12; Alﬁt'long last, an issue devoted to the rogue of
ness, Dodge, Iron Will, Skill Focus (Listen), Skill Focus (Sense Motive), S ues. the entertainer of entertainers, the bard.
Focus (Spot), Skill Focus (Wilderness Lore). ' When it comes to being ro

Summon Satyr (EX) Once per day, a crossroads guardian can attempt}h@roguetopped.
summon 1d3 satyrs with pipes with a 35% chance of success. This abi”%pggrently WotC wanted the thief from AD&D to
a duration of 1 hour.

Incorporeald Crossroads guardians can be harmed only by other in&@und less like the prankster he is so they gave him
poreal creatures, +1 or better magic weapons, or magic, with a 50% chari€ {yrong name: rogue. The real rogue is the bard.
ignore any damage from a corporeal source. They can pass through 8K staying long in one place, the bard roams
objects at will, and their attacks pass through armor. They always mov&ap town to town playing songs for his supper.

lently. _ _ _ . Why bards? Not only did they get cheated out of
Telepathy (Sup Guardians communicate telepathically with any cregweir class book (one prestige class and a smattering
ture within 100 feet that has a language. of spell s?2?), but theyov
Guardian Qualitiesd Guardians must stay within 50 feet of the croS§-o wn on because ¢t he ydre n
roads they protect. fact, it is this very thing that makes bards so inter-
esting. Bards can do almost anything, and their
1 often overlooked bardic music ability lets them aid
OUtSIde the Ha” other more specialized characters in their party.
The Forest (EL varlable) As for the adventure to the left, you may be wonder-

For every hour the character spend in the forest, roll 1d8. -8t party is ing if every future issue of Ather is going to have
charmedby a group of 1d4+1 satyrs. While the characters are in the fo@stadventure in it. Well, only if you want one if
there is a 50% chance that they weverylissue.n Enall me &wo8Q@yaheo.cémor e s t

Creatures: The satyrs try to charm the party and, although they do weice your opinion about adventures (or anything
wish the party ill, they steal any magical items (but leave nonmagical onesllse).

The unicorn defends the forest or heals any wounded (andaliooed) Why is this issue shorter than usual? Well, | re-

PCs she encounters. .
. ; . . . cently went on a rampage/crusade to eliminate all
Satyrs (with pipes): CR 4; Mediumsize Fey; HD 5d6+5; hp 22; Init + 18 g art wo rpkg t hat Ummé  wa

e o 23 i o s, S s AL v oo 25 AeElher Thi el soe cus, bt hopetly e

Will +5; Str 10, Dex 13, Con 12, Int 12, Wis 13, Cha 13. ﬁ-&t issue will be back up to (at least) 32 pages.
Skills and FeatsBluff +9, Hide 13, Listen +15, Move Silently +13, Pet¥What does the cover have to do with bards? Noth-

form (dance, pan pipes, riddle, saga) +9, Spot +15; Alertness, Dodge, MBl§ll- The original cover was a victim of the crusade,

ity. and it was replaced with one of my drawings for the
Pipes (Su)d Satyrs can play a variety of magical tunes on their pafticle on page 24.

pipes. Usually, only one satyr in a group carries pipes. When it plays, all

creatures within a 60foot spread (except satyrs) must succeed at a Will save

(DC 14) or be affected bgharm personsleep or fear, as the spells cast by a

10thlevel sorcerer (the satyr chooses the tune and its effect). In the hands of f ; "‘: [ A

other beings, these pipes have no special powers. A creature that successfully ,—’r Tﬂg §7 "V

saves against any of the pipebs effect L ecte

pipes again for one day.
A satyr uses its pipes to charm and seduce especially comely women or d Matt Halm

to put a party or adventurers to sleep and then steal their valuables. Editor-in-Chief
Unicorn: CR 3; Large Magical Beast; HD 4d10+20; hp 42; Init +3; AC

18, flatfooted 15, touch 18; Atk +11 melee (1d8+8, horn), or +3 melee

(1d4+2, 2 hooves); SQ magic circle against evil, dijedl abilities, immuni- N _ Current Projects

ties; AL CG: SV Fort +9, Ref +7, Will +6; Str 20, Dex 17, Con 21, Int ; Psionics Guidebook: A sourcebook full of new

Wis 21, Cha 24. psionic classes, spells, monsters, feats, skills, etc.
Skills and FeatsAnimal Empathy +11, Listen +11, Move Silently +¢Any submissions for this would be appreciated.

Spot +11, Wilderness Lore +12*: Alertness. Uer!os: A mod!fled FORGOTTEN REALMS setting
Magic Circle against Evil (S This ability continuously duplicates th, designed for evil PCs.

effects of the spell. The unicorn cannot suppress this ability. Eremite Games: A little company | created that
SpeltLike Abilitiesd Unicorns candetect evilat will as a free acton,d ©€snot actually make | any
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Once per day a unicorn can (20 feet) and stop larger vessels (40 feet). Even large ships (80
use teleport without feet) can be slowed to half speed.

error to move any- Drench (EXY0 The el emental s touct
’ where within its campfires, exposed lanterns, and other open flames of nonmagi-
, . home. It cannot cal origin if these are of Large size or smaller. The creature can
PN » teleport  be- dispel magical fire it touches aéspel magiccast by a 4tHevel
- al yond the for- sorcerer.
< \\ est boundaries nor back Vortex (Su)The elemental can transform itself into a whirl-
7 \ s from outside. pool once every 10 minutes, provided it is underwater, and re-

P s Y A unicorn can main in that form for up to 2 rounds. In vortex form, the ele-
e usecure light woundshree mental can move through the water or along the bottom at its
j7 times per day andure moderate wounds swim speed.
once per day, as cast by a-hel druid, by The vortex is 5 feet wide at the base, up to 30 feet wide at
touching a wounded creature with its horn. Once per day it ctre top, and 130 feet tall. The elemental controls the exact
useneutralize poisonas cast by an 8tlevel druid, with a touch height, but it must be at least 10 feet.

of its horn. Creatures Small or smaller might take damage when caught
Immunities (ExP Unicorns are immune to all poisons andin the vortex and may be swept up by it. An affected creature
to charm and hold spells or abilities. must succeed at a Reflex save (DC 15) when it comes into con-

Skillsd *Unicorns receive a +3 competence bonus to Wiltact with the vortex or take 1d6 points of damage. It must also
derness Lore checks within the boundaries of their forest (théscceed at a second Reflex save (DC 15) or be picked up bodily

bonus has already been added in). and held suspended in the powerful currents, automatically tak-
ing 1d6 points of damage each round. A creature that can swim
The River (EL 4) is allowed a Reflex save (DC 15) each round to escape the vor-

. . . tex. The creature still takes damage, but can leave if the save is
A small stream winds through the surrounding forest and it gog g

past the forgotten temple to Ehlonna.
Creatures: Residing in the stream are two somewhat angry;..
water elementals.

Hecessful.
The elemental can eject any carried creatures whenever it
hes, depositing them wherever the vortex happens to be. A

. . . summoned elemental always ejects trapped creatures before
Water Elemental, Medium (2): CR 3; Mediumsize Ele- " ways €] PP !

. returning to its home plane.
mental (Water); HD 4d8+12; hp 30; Init +1; AC 19, flabted | 10§ p ot 6s base touches
18, touch 19; Atk +6 melee (1d8+4, slam); SA water masterE

“¢loud of debris. This cloud is centered on the elemental and has
drench, vortex; SQ elemental; AL CN; SV Fort +7, Ref +2, Wil di ameter equal to half the

1 2&:#6' Dg)l(:lzi (E'Ort] 17;;nts4, \/tvl_s71é Cha i%{ K all vision, including darkvision, beyond 5 feet. Creatures 5 feet
IS and Featstisten +/7, Spot + 7, Fower Altack. away have ondalf concealment. Those caught in the cloud

Water Mastery (.E)@ A water elemental gains a +1 attack ust succeed at a Concentration check (DC 15) to cast a spell.
and damage bonus if both it and its opponent touch water. If the

opponent of elemental is landbound, the elemental sufféds a ) ) ~
penalty to attack and damage. (These modifiers are not includqa h e V er s i f |l er OS

in the statistics block.) This temple to Ehlonna was created several hundred years ago,

A water elemental can be a serious threat to a ship thatd has since fallen into decay. There are several holes in the
crosses its path. The elemental can easily overturn small craff Y.

Master Ring . ~=—--—_ Slave Ring

The wearer of this iron ring, emblazoned with t*. “.. This iron ring, once put on, cannot be removed
symbol of a brooding falcon, can deal 3. %, except by the wearer of thmaster ring
points of damage per round as a free actior : \ keyed to it. The wearer is subject to horri-
anyone wearing a slave ring keyed to H ble, fleshdisrupting damage by the wearer
Furthermore, the wearer can exchange r _ | of the master ring and she can also ex-
sages with anyone wearing a slave ring . |\ change messages with him.

if using a sendingspell) three times pe ' | Caster Level7th; Prerequisites:
day. Typically, amaster ringhas ten slaw Forge RingMarket Price:500 gp.

rings keyed to it. \
Caster Level:7th; Prerequisites:Forge "\
Ring, shriveling sending Market Price: ' 4

40,600 gp (does not include slave rings) A 'f,.f Reprinted from th&ook of Vile Darkness
' by Monte Cook, published by WotC.

."'..
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Amra

If you decide to have Amra be a bard (see Preparation on
05), use the statistics presented in this sidebar.

Amra, Female Elven Brd6: CR 6; Mediumsize Human-
oid; HD 6d6+6; hp 29; Init +2; Spd 30 ft.; AC 16, ffatoted 14,
touch 12; Atk +9 melee (1d6+2/48), +2 rapier); SQ bardic
music (14/day), bardic knowledge +7; AL CE; SV Fort +5, H
+9, Will +10; Str 11, Dex 13, Con 12, Int 13, Wis 16, Cha 20.

Skills and Feats:Appraise +10, Knowledge (arcana) +
Perform (lyre, pan pipes) +16; Extra Music x2, Weapon Fine
(rapier).

P

¢

rn Ol

Spells Known (4/4/2/1/1 per day), DC = 15 + spell le\@!:
i daze, detect magic, flare, ghost sound, mage hand, resistance
1sti charm person, expeditious retreat, hypnotism, unseen ser-
vant 2ndi crescendo*, hypnotic pattern, suggestion

*These spells are describedSong and Silence

Possessionst2 rapier, +1 studded leatherwand of tele-
port, master ring(seeBook of Vile Darknessr sidebar on page
06), MW lyre, MW pan pipes.

ceiling that allow light to fill the hall during the day. At night

moonlight and starlight filter through the trees and ceilings i de b ar

Each satyr wears slave ring(seeBook of Vile Darknesesr
on page mastenringk eyed to

Vines cover the walls and pillars, giving the hall the appearance

that it has been taken over by the forest, which is partially true
Throughout the hall there are carved murals, depicting u
corns, satyrs, and the forest.

1: Main Hall (EL 5)

This hall contains several pillars with unicorns carved on the

In between each pillar is a statue depicting a bard, with ten st

ues total.

1b: Empty Cell

r]IL_hese cells are identical to those keyed to la, but are not occu-

pied.

2: Ancient Temple (EL 6+)

r%pis square room is strewn with weapons, amulets, and gold. In
i

e center of the room is an elf with a lyre. Next to the elf is a

Creatures: Four of the statues are animated and attack tl*?é‘tyr that appears to have besarmed

characters when they come within ten feet.

Animated Bardic Statues (4):CR 2; Mediumsize Con-
struct; HD 2d10; hp 11; Init +0; Spd 40 ft.; AC 14, ffabted
14, touch 14; Atk +2 melee (1d6+1, slam); SQ construct; AL
SV Fort +0, Ref +0, Willi5; Str 12, Dex 10, CoB , Int o ,
Wis 1, Cha 1.

Constructd Immune to minenfluencing effects, poison,
disease, and similar effects. Not subject to critical hits, subd
damage, ability damage, energy drain, or death from mas
damage.

Healing Pool: In the front of the hall there is a pool of clea
water. Any good or neutral character touching the water rega
hit points at a rate of 2/minute as long as that is all they are
ing (the character cannot be in combat or attempting any s
check, etc.). If the character is evil, the pool has no effect. 1
pool cannot be moved without magical means.

la: Occupied Cell
All areas keyed to this entry contain a single captive satyr.

Creature: The satyrs in these cells have been beaten, .
fatigued, and currently have fewer hit points than usual, caus
their challenge rating (should the characters for some rea
fight them) to be significantly lower than usual, around %z il
stead of the listed 2.

Captive Satyr (without pipes): CR 2; Mediumsize Fey;
HD 5d6+5; hp 22 (currently 7); Init +1; AC 15, flidoted 14,
touch 15; Atk +2 melee (1d6, gore); AL CN; SV Fort +2, Re
+5, Will +5; Str 10, Dex 13, Con 12, Int 12, Wis 13, Cha 13.

Skills and FeatsBluff +9, Hide 13, Listen +15, Move Si-
lently +13, Perform (dance, pan pipes, riddle, saga) +9, S
+15; Alertness, Dodge, Mobility.

January/February 2003
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The door to this room is soundproof, making it impossible
for Amra to hear any battle outside the room.
Throughout the battle with Amra you should make a point

I\Pf describing her psionic powers so the characters realize that

this is no ordinary o6elf with
Amra, Female Elven Versifier 6:CR 6; Mediumsize Hu-
manoid; HD 6d6+6; hp 29; Init +2; Spd 30 ft.; AC 16, flat

bardic music (14/day), bardic knowledge +7, psionics; AL
; SV Fort +5, Ref +9, Will +10; Str 11, Dex 13, Con 12, Int

13, Wis 16, Cha 20.
Skills and FeatsAppraise +10, Knowledge (psionics) +5,
Perform (lyre, pan pipes) +16; Extra Music x2, Weapon Finesse

L%éted 14, touch 12; Atk +9 melee (1d6+2/2@, +2 rapier);

(rapier).

Psionic Combat ModesEgo Whip, Empty Mind, Id In-
sinuation, Mental Barrier, Mind Thrust, Thought Shield, Tower
of Iron Will.

Powers Discovered (3/3/2), Pts/Ddy16: 0 i daze, dis-
tract, missive 1sti attraction, charm person, demoralizéndi
inflict pain, suggestion

Possessionst2 rapier, +1 studded leatherdojre of tele-
port, master ring(seeBook of Vile Darkneser sidebar on page
06), MW lyre, MW pan pipes.

Tactics: Amra uses hemaster ringto call several satyrs to
her aid during the fight. The satyrs use their gore attacks only.
Amra fights until she has 4 hit points left, and then usesiber

jre of teleportin an attempt tdeleportto a nearby cavern. The

teleportfails, landing her in a cavern somewhere in your cam-
paign world, perhaps where the characters can find her again.
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3: Secret Storeroom (EL 5) Failure!

Trap: Shortly after coming to the temple, Amra enlisted The PCs fail to defeat Amra but are not killed themselves. If the
wizard to trap her secret room. After he did so she killed hi free the satyrs the satyrs are grateful, but are still wary of the
and his body lies in one of the triangular recesses. versifier. The PCs are not rewarded by the satyrs. Amra may

Phantasmal Killer Trap: CR 5; magic device; proximity hunt down the PCs, see Continuing the Adventure, below.
trigger @larm covering the entire room); automatic reset; spe
effect phantasmal Killer 7thrlevel wizard, Will save [DC 16] . .
for disbelief and Fortitude save [DC 16] partial); Search (D COntanlng the Adventure
29); Disable Device (DC 29). If the PCs defeated Amra, they have some potentially powerful
A small pile of weapons and other items lies in this room. allies in the forestd the satyrs. Consider having the characters
appears that this was where the musician stored the items me e t satyrs agai n. Dundeor#95&d-vent
satyrs retrieved fromharmedadventurers. tures a satyr, and although it is fiendish it still recognizes the

Treasure: Also in the storeroom are several magic item amulet and does not attack the PCs. It does not help them either,
Pick an item from the table below for each character, based though.
their class. Consider giving evil characters magic items frc If Amra survives, she might choose later to find the PCs and
the Book of Vile Darknessf available. Any of the rewards can kill them. If the satyrs were not freed she takes over the imme-
be replaced with 400 gp if appropriate. Some characters (s diate area of the temple and may provide difficulties for the PCs

as a bard) wildl find more i rlater. ns.
Conclusion

There are two possible outcomes for this adventure, each is The P|aYteStel’S

scribed below. Carey Dixonas fAMoho Mol-dfmankd t he hal

Evan Gerthofferas A Si-al &tm@ s-brh fightdr @vithf

a Charisma score of 3) and as

Jacob Wishartas fiBardy Mc Bard Bar do
Success! D

The characters defeat Amra and free the captive satyrs. The

satyrs are very grateful and reward the PCs with various bits of

equi pment they have Aborrowedo from people in the past.
also give the PCs an amulet that will let all other satyrs know

not to steal from them and to give them help if they need it.

Class Treasure
Drud Quaal 6s feather token (bird)
Fighter Masterwork twebladed sword
PaladnTher eds a heavy warhorse in the forest
Psion Dojre of Trinket(50 charges)
Psychic Warriol Shard of Climb +10
Ranger Repeating crossbow and 1 clip«f bolts
Rogue Poisoned dagger (dark reaver powder)
SorcereiPot i on of Catdés Grace
Wizard Wand of Light

Random (optional Ring of clumsines&ursed)
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