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to certain skills [Perform {drinking} per-

haps] or situations [impressing fellow bar 

patrons] at the GMôs discretion). 

Drunk characters gain a temporary +2 

bonus to Strength that lasts for approxi-

mately 10 minutes after becoming drunk, 

and a temporary +2 bonus to Constitution. 

 These effects last for 12 hours.  Any 

heal spell, potion, or scroll negates the 

effect, and the characterôs allies may use a 

full round to slap (use an unarmed strike) 

the character to negate the effect for 2 

rounds. 

 Control Liquid (Su):  In addition to 

controlling its own shape, an ale golem can 

affect and small quantity of liquid within 

50 feet (such as a mug of beer).  The ale 

golem can throw the liquid around to cre-

ate confusion and provide a +2 Dodge bo-

nus to its Armor Class.   This ability lasts 

for one minute. 

 Construct: Immune to mind-

influencing effects, poison, disease, and similar effects.  Not 

subject to critical hits, subdual damage, ability damage, energy 

drain, or death from massive damage. 

 Immune to Bludgeoning Weapons (Ex): Bludgeoning 

weapons, even enchanted ones, deal no damage to an ale golem, 

bouncing off the fluidic membrane that envelops it. 

 Treasure: Depending on the type of ale used to create the 

golem, characters may want to salvage as much as they can and 

sell it later (ale is sold for half of the listed price).  There are 

several different types of ale, described under Construction.  The 

ale must be recovered quickly, however, or it will be useless to 

any barkeeper.  Each round after the golemôs death the aleôs 

worth decreases by 100 gp. 

 

Construction 
An ale golemôs body is made from ale poured into a tough hu-

manoid-shaped membrane.  The golemôs cost varies on the type 

of ale used.  Constructing the membrane is a complex task that 

costs 2,000 gp and requires a successful Alchemy check (DC 

20).  The creator must be at least 12th level and able to cast ar-

cane spells.  Completing the ritual drains 2,800 XP from the 

creator and requires geas/quest, limited wish, and polymorph 

any object.  The golem is then filled with ale of a chosen type, 

described in the table below. 

 The lab required to make the golem costs 8,000 gp, and can 

Large Construct 

Hit Dice:  8d10 (45 hp) 

Initiative:  -1 (Dex) 

Speed: 20 ft. (canôt run) 

AC:  18 (-1 size, -1 Dex, +10 natural) 

Attacks: 2 slams +10 melee 

Damage: Slam 2d8 and drunk 

Face/Reach: 5 ft. by 5 ft./10 ft. 

Special Attacks: Drunk 

Special Qualities: Control liquid, construct, 

damage reduction 10/+1, immune to 

bludgeoning weapons 

Saves: Fort +3, Ref +1, Will +4 

Abilities:  Str 22, Dex 8, Con ð, Int ð, Wis 

14, Cha 10. 

 

Climate/Terrain:  Any 

Organization: Solitary, usually accompa-

nied by its creator. 

Challenge Rating: 8 

Treasure: See below 

Alignment:  Always neutral 

Advancement: 9-17 HD (Large); 18-26 HD (Huge) 

 

 Created by twisted barkeeps (or drunken mages), ale go-

lems usually kill their creators and then go on a rampage 

through town. 

 

Combat 
Ale golems frantically attack the closest enemy, or (if all are 

equally close) the most damaged one.  If there are no enemies in 

sight, it attacks the walls, doors, and any items in the room in a 

never ending search for foes. 

 Drunk:  Any creature hit by the ale golemôs slam attack is 

treated as if they are drunk. 

 Drunk characters act normally, but with the following re-

strictions, penalties, and bonuses: 

If a drunk character moves, use the grenadelike weapons 

chart to determine the direction the character moves in. 

The character also moves at half their normal rate. 

If a character attacks, roll randomly to see which enemy or 

ally the character attacks. 

The character cannot use skills that require concentrating.  

All other skills are subject to the penalties described above. 

Drunk characters suffer a temporary ï2 penalty to Dexter-

ity, Intelligence, Wisdom, and Charisma (although depend-

ing on the characterôs surroundings, he may receive a bonus 
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God be praised! 
As this issue started coming together in January, 

several great things happened.  Tony Moseley drew 

a small cartoon (on this page) for Æther!  John Bel-

lando ñsigned onò as the associate editor for Æther!  

Oh, and Chuck Lukacs agreed to let me use some of 

his pictures (like the cover art)!  All those years of 

sacrificing goats to Vecna finally paid offé. 

Okay.  So apparently March fourth was GMôs Day.  

Letôs seeé now itôs May.  So itôd probably be too 

late to do anything for GMôs day right?  Wrong!  To 

the left you see a new and improved version of the 

Ale Golem from issue 3.  It occurred to me that I 

left out a whole lot of stuff for that guy (like most of 

his special abilities), so I redid it. 

One of my friends said that none of the Feats in the 

Playerôs Handbook really have anything to do with 

the gods.  So hereôs a new feat: 

Ultimate Cosmic Power 
 You have ultimate cosmic power! 

 Prerequisites: You must be touched by every 

god at once. 

 Benefit: You always get a natural 20 on at-

tacks, always go first, always deal maximum dam-

age, always succeed at critical hit confirmation, 

always succeed at skill checks, and you always 

flank your opponents. 

 Normal:  You do not do that. 

So there you go: a feat granted by the gods. 

Way back in issue 2, I promised an issue about the 

Underdark in March/April.  Wellé I lied.  I hope 

you like clerics instead. 

Hey! 

ðMatt Halm 

Editor 

Current Projects  

Psionics Guidebook: A sourcebook full of new 

psionic classes, spells, monsters, feats, skills, etc. 

Dune d20: A d20 conversion for  the Dune setting. 

Uerios: A modified FORGOTTEN REALMS setting 

designed for evil PCs (ôcause I can).  Check out 

page 19 
More information in future issues  
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be reused for multiple golems.  Usually the labs are modified rooms in a tav-

ern or inn.  If the lab is reused, 4,000 gp must be spent to replenish supplies. 

 

 Ale Type Effect Cost 

 Poor Saves ï2 4,000 gp 

 Mediocre Saves ï1 7,000 gp 

 Good No effect 10,000 gp 

 Great Saves +1 13,000 gp 

 Exquisite Saves +2 16,000 gp 
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Heroes Herald by Harliquinn Whiteshadow 

By John Bellando 

Well met, readers. Make yourselves comfortable 

and prepare for a fascinating journey. As your guide, 

I, Harliquinn the Minstrel, will be traveling across the 

realms in search of heroes and heroines alike. In an 

effort to better understand those brave adventurers 

who wander the world in search of evil to vanquish, 

undead to destroy and treasure to recover, I have 

started cataloguing their words of wisdom. It is my 

hope that these tales will inspire those who read 

them, and offer insight into the myriad types of warri-

ors, mages, priests and rogues that protect our lands, 

often unseen or unthanked. Each issue, I will track 

down one or more adventurers and endeavor to learn 

more about them, and impart this knowledge to our 

readers. So sit back and enjoy the gentle fire as we 

travel the realms in search of Heroes to Heraldé 

 

Our first journey takes us to the lush plains of Ve-

luna, a land of holy men and peace. Though beneath 

the surface, there is evil lurking, waiting for moments 

of weakness to show itself. Luckily, there are priests 

such as Zortuk of Kord and Jillian, Devotee of Pelor, 

always ready to stand against the tide. Zortuk is an 

uncommon sight in the lands of Veluna, being born 

of human and orc parents. He has taken up the mantle 

of a Cleric of Kord, the God of Strength. Jillian is a 

devout follower of Pelor, the God of the Sun. Though 

she does not follow the standard Halfling deities, 

Jillianôs small stature has not stopped her from 

spreading the word of her god throughout her 

journies. 

 

[Harliquinn]  Well good afternoon, and thanks for 

taking the time from your busy adventuring career to 

answer some questions for me! I've always been fas-

cinated with you priestly types, such devotion to your 

god and all that. What event in your life made you 

realize that you would walk the path of a cleric of 

Kord?  

 

[Zortuk of Kord] Yuz welkum. Kord choose me as 

his own. When Kord infused me with divine strength 

to move boulder from shepherdôs leg. Kord give me 

strength when I need.    

 

[Harliquinn] And you, Jillian? I understand your 

story is a little different. 

 

[Jillian] I choose to become a patron of Pelor be-

cause it was the Temple of Pelor who took me in 

when I was orphaned. I'm from a small town, which 

had no temples. When my village was attacked by 

orcs [she casts a sidelong glance at Zortuk] and my 

parents killed, it was the Temple of Pelor from a 

neighboring town who helped me. In turn, I decided 

to devote my life to serving Pelor. It wasn't until I 

started adventuring that I found out there are numer-

ous temples to numerous gods. I find it fascinating 

that there are so many. But Pelor is the best. 

 

[Harliquinn] Do you find your adventuring helps 

you to become closer to Pelor?  

 

[Jillian]  My adventuring does help me come closer to 

Pelor.  I feel that he watches over me and he often 

works through me to help others.  

 

[Harliquinn] And you Zortuk, do you feel closer to 

your god while adventuring? 

 

[Zortuk of Kord] Zortuk likes to think so.  

 

[Harliquinn] Do you find enough time during the 

day to give proper worship? 

 

[Zortuk of Kord] Yes, meez prays at Noon and 

gives thanks to Kord while meez eats.  

 

[Jillian] There isn't always enough time everyday for 

what I feel is proper worshipémy fellow adven-

Devotees of Faith 
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when confronted by evil, especially orcs. I hate orcs, 

I really do. [Zortuk grumbles a bit at this and Jillian 

gives him another guarded look.] But I stand up 

against them, and fight because I know Pelor is with 

me. He didn't let me die the first time I encountered 

orcs, and I was just a little, little child then.  

 

[Harliquinn] So you believe your god watches out 

for you then? 

 

[Jillian] I think Pelor watches me a lot; gee I can't get 

away with anything. This one time, I was digging in 

the sand and found a beautiful gem. Well, I kept dig-

ging to see if there were any more. Well, Pelor must 

have been watching and was displeased by my dis-

play of greed. For just then, at that very moment I 

was bitten by a sand viper. To say the least, I quit 

digging and learned my lesson ï painful as it was. 

 

[Harliquinn] Yeah, I imagine that would get the 

point across. Being the follower of a god who 

watches you must be tough, but rewarding. One thing 

that I have to give priests credit for is the whole tith-

ing thing, I mean giving up some of your hard earned 

wealth for others. That's pretty selfless, and I guess a 

little out of your nature, eh Jillian? Does Kord and 

Pelor require that you give money to the church? Are 

there other special dictates you have to follow? 

 

[Zortuk of Kord] Meez have not been to Temple of 

Kord since me started wandering seeking adventure 

and lookin' fer challenges. Kord iz wiff me all the 

time as meez tries to help the less den fortunate and 

to vanquish da evils of the world. Zortuk does not 

back down from direct challenges as dat is the way of 

Kord. It be an honor thing. Dat of course does not 

mean dat me iz dense enuff to accept a challenge of 

ten evildoers versus just myself. Brave yes...Foolish 

not so much. 

  

[Jillian]  I tithe when I can; we aren't always near a 

town or a temple. I don't believe I'm required to, but 

I've just always done it. I give, so that the temples can 

help others like they helped me. 

 

[Harliquinn] What would happen if you failed to 

perform these procedures?  

 

[Jillian] I'm not sure what would happen if I didn't 

turer's often rush me. But I make up the time on days 

I can.  

 

[Harliquinn] How do you know if your prayers are 

heard? Have you ever witnessed a divine act by your 

god? 

 

[Jillian] I know my prayers are heard because Pelor 

often works his wonders through me. I usually don't 

ask for anything for myself per se, but when it bene-

fits the group, Pelor often answers. Have I ever wit-

nessed a divine act by Pelor, oh my have I ever. This 

one time we were exploring a dungeon and came 

across a very, very evil altar. When I asked for Pelor's 

assistance, the altar was destroyed, literally split apart 

from Pelor's light and goodness. Inside I found an 

amulet of Pelor, which I wear and never remove. 

 

[Harliquinn] Zortuk, what about you, have you wit-

nessed your prayers being answered? 

 

[Zortuk of Kord] Mine prayers are answered every-

day dat meez gets my divine powers from Kord. Zor-

tuk not sure on dis one...Meez do know that der are 

sometimes challenges of Kord that show up for meez 

to test my Strength and the Strength of my compan-

ions. Dey might be from Kord... 

 

[Harliquinn]  So your god tests you, tell me more 

about these tests. 

  

[Zortuk of Kord] Yes...many times der are tests dat 

arise to test meez mettle. If yuz are interested in da 

Test of Kord yuz are welcome to join Zortuk in da 

clearing outside of town just before da Darkest Hour. 

Kord's Tests come at Midnight when dey occurs. The 

Test for Zortuk is to defeat the giant rats, giant bats, 

or snarling wolfs that can sometimes appear at the 

Midnight hour. 

  

[Harliquinn] That certainly sounds like a good test 

for a cleric of Kord. Guess it would be good to wor-

ship the God of Wine sometimes. What about you, 

Jillian, does the God of the Sun test his worshippers 

in similar ways? 

 

[Jillian] Pelor tests me often, especially when it 

comes to sharing treasure. It's just not in my nature to 

give up what is mine so freely. And I feel I'm tested 
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the fight...Kord blessings aid meez in battle. Meez 

gotz me big greatsword, and Zortuk know how to uze 

it gud. 

  

[Harliquinn] Yeah I saw that sword; donôt often see 

clerics wielding greatswords. I imagine youôve sur-

prised a creature or two. Jillian, you seem pretty well 

protected and armed also. Iôm guessing you do more 

than just healing as well? 

 

[Jillian] I do lot's of things besides healing. I can cre-

ate food and water. This sustained us recently when 

we were traveling through the desert. I can hurt evil 

creatures with a number of Pelor's spells. I can pro-

tect and I can even fight, usually with my handy 

mace; thatôs Pelor's chosen weapon you know. My 

armor isn't as heavy as Zortukôs, but yeah, I could 

take a few hitséjust a few though. 

 

[Harliquinn] Well besides that, you have some 

pretty powerful magic. What kind of spells does a 

follower of Pelor use? Does your god give you any 

special magic to use?  

 

[Jillian] I use all sorts of spells, but primarily heal-

ing. Pelor works through me often. Pelor does give 

me some special magic to use, especially those in-

volving light. I always pray in the morning to memo-

rize my spells, that's when Pelor's light is the bright-

est. 

 

[Harliquinn] As a follower of the God of Strength, I 

would imagine you have a lot of combat spells, right 

Zortuk? 

 

[Zortuk of Kord] Zortuk use magic that make him 

tougher and stronger mostly. Meez still have ability 

to make feat of strength like when meez saved da 

shepherd long ago. Meez get my spells in da night, at 

darkest hour. 

  

[Harliquinn] I've seen some clerics and priests in 

towns trying to convert people to their god. Seems 

weird, but I guess it has to be done. Do you actively 

recruit for your god? Does your god like you to bring 

in more followers?  

  

[Zortuk of Kord] Zortuk has not met any who would 

be good candidates yet. Yes...what god does not. Ho 

tithe. I think Pelor would probably frown upon not 

sharing, for he aides me in acquiring the riches. 

 

[Zortuk of Kord] Dat iz gud question...meez 

guessin' dat Kord would not be pleezd if meez failed 

him.  

  

[Harliquinn] On the adventuring side you men-

tioned, do you hire yourselves out to adventuring 

companies or do you have a regular group of people 

you travel with?  

 

[Zortuk of Kord] Meez not hav had chance to hire 

out to an Adventuring Company. Zortuk most often 

travel with Kate, Grog, Yllek, Draco, Beauregard, 

and Kelador.  

 

[Harliquinn] What about you Jillian; do you have a 

regular group also? 

 

[Jillian] I have a regular, or semi-regular group of 

people I travel with. This is actually my second ad-

venturing group. I like this one better, lot's more short 

folkéIt's nice to be able to look folks in the eyes 

when you're talking to them. I wouldn't even think of 

hiring myself. Do clerics really do that?  

 

[Harliquinn] Sounds like an impressive group you 

have together. Do you enjoy traveling or would you 

rather practice your faith at home? 

 

[Jillian] WE TRAVEL A LOT. And I like it, it gives 

me the chance to spread the word of Pelor and help 

folks all over. Besides, I really don't remember what 

it's like to have a true home. 

 

[Zortuk of Kord] Meez travel all da time sinz Zortuk 

chased out from Orc Tribe...Zortuk not well liked 

many places. Zortuk think travel good sinz got no 

place to go otherwise. 

  

[Harliquinn] That doesnôt seem fair. Well hopefully 

after reading this, some people will take more kindly 

to you. So, besides healing the wounded, what else do 

you do when adventuring? I see you have some pretty 

heavy armor there, so I guess you could take a few 

hits in a fight, huh? 

 

[Zortuk of Kord] Zortuk most often in da thick of 
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ha! 

  

[Jillian] I've seen that too. I don't understand why 

they're trying to convert people. I know Pelor's best, 

but I would prefer people to decide for themselves. 

I've also seen the opposite though too. Those dwarves 

can be awfully secretive. I don't recruit like others do; 

I spread the goodness of Pelor through my actions. 

I'm not sure if Pelor's really concerned about the 

number of followers he has. I think he prefers that I 

fight evil 

 

[Harliquinn] Are there churches to Kord in the big-

ger cities of Veluna? Does Kord have lots of follow-

ers?  

  

[Zortuk of Kord] Zortuk have not seen any in the 

parts of Veluna him travel through so far. Der are 

more of us den people think.  

 

[Harliquinn]  Thatôs interesting to consider. Do you 

have rivalries with other churches or organizations?  

 

[Zortuk of Kord] Zortuk just know dat we smack da 

evildoers down when we can. 

 

[Harliquinn]  What about Pelor, Jillian, are there a lot 

of churches dedicated to him as well? Does he have 

any rivalries with other deities? 

 

[Jillian]  I seen really Big Temples to Pelor in the lar-

ger cities, but I prefer the smaller ones. Pelor does 

seem to have a lot of followers. Any rivalries? Not 

that I know of or partake in. 

 

[Harliquinn]  One final question, that I'm sure my 

readers would love to know is, what does a cleric of 

Pelor do for fun to unwind after a long adventure? 

 

[Jillian] Do for fun or unwind? Well, I answer silly 

questions by human bards. Just kidding. After I know 

everyone is healed to the best of my abilities, hmmm. 

Not a lot of time to relax when adventuring, it re-

quires us to be on the constant look out for evil. But 

when we have a little down time in a town or some-

thing, well I admit I like to have a little fun at the ex-

pense of taller folks. They sure are easy to trick and 

fool. But usually I'm looking around the next corner 

for the next adventure. Ok, I might partake in some 

fine wine and food along the way. A nice comfortable 

bed to sleep in is always appreciated. I get tried of 

sleeping on the ground so often. Most of all, I just 

like spending some pleasant time with my friends. 

 

[Harliquinn] And a cleric of Kord? 

 

[Zortuk of Kord] Zortuk like to drink lots and lots of 

ale and eat big steak. 

  

[Harliquinn] Thanks again for your time, if I have 

any more questions or need some healing I'll track 

you down again. 

 

 Well readers, I hope you have gained some new 

knowledge into two of the many adventurers fighting 

for our lands. And remember, you cannot always 

judge someone by their appearance. For just as the 

cute, diminutive halfling may be saving your life with 

healing magic, the large brutish half-orc may be there 

to fight off your attackers! 

 

Harliquinn Whiteshadow  
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By Matt Halm, Illustrated by Aaron Zaremsky 

Severer 

 This article is the second in a series of new psionic classes 

designed to bring elements of non-psionic D&D (such as bards, 

clerics, etc.) to psionic D&D.  The first was a new class (the 

versifier appearing in Æther 3), but future articles may simply 

be power lists meant to replace the original classes spell list.  

Æther will accept any submission to this series. 

This prestige class requires the Psionics Handbook , 
published by Wizards of the Coast.  

 

 Severers feel a strong tie to religion, but instead of being 

granted magical spells by their gods, their mind is inspired by 

them. 

 Severers often feel alienated from other worshippers of their 

deity, especially clerics.  However, they can usually get along 

with them, since they probably have the same ideals from wor-

shipping the same god. 

TABLE  4-1: SEVERER ADVANCEMENT  

Level Special 

ðððððððPowers Discoveredððððððð 
Power 

Pts/Day 

Base 

Attack 

Fort  

Save 

Ref 

Save 

Will  

Save 0 1 2 3 4 5 6 7 8 9 

1 Psionic combat mode, 

domain crystals 

2+d d ð ð ð ð ð ð ð ð 1 +0 +2 +0 +2 

2 Sever the tie (3d8) 3+d d ð ð ð ð ð ð ð ð 2 +1 +3 +0 +3 

3 Psionic combat mode 3+d 1+d d ð ð ð ð ð ð ð 3 +2 +3 +1 +3 

4 Sever the tie (6d8) 3+d 2+d d ð ð ð ð ð ð ð 4 +3 +4 +1 +4 

5 Psionic combat mode, 

fast healing 1 

3+d 3+d 1+d d ð ð ð ð ð ð 7 +3 +4 +1 +4 

6 Sever the tie (9d8) 3+d 3+d 2+d d ð ð ð ð ð ð 10 +4 +5 +2 +5 

7 Psionic combat mode 3+d 3+d 3+d 1+d d ð ð ð ð ð 15 +5 +5 +2 +5 

8 Sever the tie (12d8) 3+d 3+d 3+d 1+d d ð ð ð ð ð 20 +6/+1 +6 +2 +6 

9 Psionic combat mode 3+d 3+d 3+d 2+d 1+d d ð ð ð ð 25 +6/+1 +6 +3 +6 

10 Sever the tie (15d8), 

fast healing 2 

3+d 3+d 3+d 2+d 1+d d ð ð ð ð 32 +7/+2 +7 +3 +7 

11 Psionic combat mode 3+d 3+d 3+d 3+d 2+d 1+d d ð ð ð 39 +8/+3 +7 +3 +7 

12 Sever the tie (18d8) 3+d 3+d 3+d 3+d 2+d 1+d d ð ð ð 46 +9/+4 +8 +4 +8 

13 Psionic combat mode 3+d 3+d 3+d 3+d 3+d 2+d 1+d d ð ð 55 +9/+4 +8 +4 +8 

14 Sever the tie (21d8) 3+d 3+d 3+d 3+d 3+d 2+d 1+d d ð ð 65 +10/+5 +9 +4 +9 

15 Psionic combat mode, 

feast healing 3 

3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d d ð 73 +11/+6/+1 +9 +5 +9 

16 Sever the tie (24d8) 3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d d ð 84 +12/+7/+2 +10 +5 +10 

17 Psionic combat mode 3+d 3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d d 95 +12/+7/+2 +10 +5 +10 

18 Sever the tie (27d8) 3+d 3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d d 106 +13/+8/+3 +11 +6 +11 

19 Psionic combat mode 3+d 4+d 3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d 117 +14/+9/+4 +11 +6 +11 

20 Sever the tie (30d8), 

fast healing 4 

3+d 4+d 3+d 3+d 3+d 3+d 3+d 3+d 2+d 1+d 128 +15/+10/+5 +12 +6 +12 

hit die 

d10 


