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City of Brass. The name conjures visions of magnificence
and splendor, of mystery and timelessness. A place of wonder,
a fable, an enigma, a magical fortress adrift in a sea of flame
under a sky of fire, a fantasy and so much more. Home to the
Satrapy, final resting place of the Sultana, high kingdom of
the Efreet, treasury to all the races of Genie, this is a place
born of the dreams of the very Gods of creation. This is a
city unlike any found in the universe, with impossibly tall
minarets, and impossibly impregnable walls guarded by the
leering Demon Gates. Behind those gates. .. high adventure
awaits those brave enough to test their mettle against the
diabolical wit of the treacherous Efreet.

f

The City of Brass is all of these things and so much
more. Born with a single word as home to all Efreet,
the City of Brass floats forever on the border of the
Plane of Elemental Fire and the Plane of Molten Skies,
which alone is the sole dominion of the fabled cities
cruel Sultan.

A bazaar at the crossroads of the universe, the City of
Brass has long been rumored amongst mortal folk to be
a repository of relics both fantastic and foul. Here is a
place where your greatest dreams and worst nightmares
may be granted you with a Wish if the price is right: The
City of Brass.

d'v;
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Youare reading this, you are saying to yourself, yes, this is
all quite fantastic, but why on earth would I use something
like this in my campaign? What is in it for me as the Judge,
Referee, or DM? This sourcebook offers much in the way
of a richly detailed campaign setting. Although it stands
as a campaign setting for PCs of levels 10+ it may be used
as a starting campaign setting for PCs of lower level or for
DM s interested in running something strikingly different
than astandard swords and sorcery campaign. Perhaps your
PCs have a need or desire for something that cannot be
found anywhere in their home plane, or the universe that
they are familiar with. The City of Brass makes a logical
storehouse for such an item or materials to create their
own relics and magical artifacts.

There is magic here, possibly greater and stronger magic
than has been offered in most campaign settings you may find,
but it need not be the crux of any campaign run in the City of
Brass. The City of Brass works equally well for low(er) magic
campaigns settings where the theme is centered on a more
sublime approach to magical power and its prevalence in the
universe. Indeed, the City of Brassmayserve asthe only conduit
of magical powers to alow magic campaign setting. The Cities
secrets and mysteries could possibly be the wellspring from
which other magic has somehow fallen into the PCs world,
and thus rightly be a place sought by adventurers for its many
treasures and vast areas of knowledge in of ancient eldritch
secrets and forbidden arcane lore. Weapons great and terrible,
spells arcane and evil, items of wondrous power, and armor
of legend are available here within the extensive souks and
bazaars, if they can be haggled from their owners, that is.

Riches beyond imagining lie dormant within the
vaults of the efreet, locked away from the greedy eyes of
the masses behind a curtain of smoke and fire for untold
centuries... until now.

A wealth of information is detailed within these pages.
New monsters, new prestige classes, new magic spells and
items are of course found within these pages. So too are
ways to incorporate a use for the City of Brass into any
campaign setting, be it a traditional dungeon crawl, or a
futuristic campaign setting in a low magic universe. The
City’s dozens of detailed shops, locations, and areas of
intrigue and adventure may fill an entire campaign setting
all in themselves and are not limited to the exceptionally
high level PCs to play their last great adventure out...or
the beginning of their next.

The City of Brass is a campaign setting that seeks to
capture asense of immediacy, wonder, and excitement with
every twist and turn. When used as a “drop in” city for a
high level campaign there is no limit to the places that
the PCs actions may take them. A few simple rolls of the
dice and a quick summary of the text could catapult the
PCs along on their next great adventure. With very little
pre-prep time adventurers could be off on a brand new
grand epic in an alien city of power and magic. This great

adventure could last many weeks or months of campaign
time or be resolved in a single evening.

Extensive encounter tables were developed with the idea
that “anything could happen” in mind. Imagine being a
Midwesterner who was suddenly transported to Katmandu
or finds themselves lost and penniless in the slums of Buenos
Aires, and you have a small idea of that “anything could hap-
pen” attitude that permeates the City of Brass. Almost every
seemingly random event that befalls the PCs as they explore
the City of Brass has the potential to further them along on
their quest, or lead them on prodigious side quests that could
easily fill a lifetime of high level campaigning.

No two visits to the City of Brass are the same. Like all
good campaign settings there is no “fixed” conclusion for
the adventures that take place here, merely more adventure
seeds leading to even greater glories, or horrific death. The
great white wizard is NOT likely to come to the rescue of
the PCs should they get into a jam—although someone
might—if the PCs have made the right contacts or greased
the right palms. It is of course preferred that the PCs ac-
tions guide their path to glory or destruction.

Even relatively low level PCs may find themselves trapped
in the City of Brass or the Plane of Molten Skies. Perhaps they
arrived as victims of a Wish gone awry, or incurred the wrath
of an angered Genie or powerful wizard. Possibly they have
been sent on a quest by their representative temple or wizard
guild to seek an item locked within the Cities many extensive
vaults. Quite possibly an entire campaign could be based on
the PCs being born into servitude in the City of Brass and
their purpose is to escape slavery and seek the home plane of
their parents—or seek to reclaim their birthright from their
Efreet masters.

Many areas of the City of Brass are detailed in broad general-
izations. This is done with a pure purposeful intent and respect
for the product and for the source material of the Arabian
Nights it is drawn from. A broad brush to paint with assures
that you are allowed to run your own version of the City of
Brass as your campaign setting dictates, and not to structure
the source material in such a way as to straightjacket you into
running the material strictly as it is written here. A number
of monsters and NPC:s is given for each major location in
the City and a framework to build encounters upon. Other
areas are left to the DM to fill in their own vision of the City
of Brass. The City of Brass is a City of wondrous magic and
unsolved mysteries. Its story, ancient and rich in the retelling,
belongs to everyone.

Other areas such as the Sultans Palce are drawn in
greater detail; owing to their fantastic nature, they deserve
amore thorough accounting. For these, their rooms, their
defenders, and their treasures, as well as general maps are
all laid out and ready to use by a DM on the fly, or as part
of a well planned gaming session.

cIAE to Uge thig book

There are many different ways you can use this book.
Below are just a few suggestions.
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The City of Brass includes introductory adventures and
story-hooks to get the PCs to the City and optional goals
to achieve to complete their quest. These introductory
adventures are scaled for levels 10+ with objectives scaled
to fit the needs of the DM. Completing the PC’s quest
may result in the PCs eventual return to their home plane,
with the option for return forays into the Plane of Molten
Skies and the City of Brass. NPC contacts and alliances
may be forged giving the DM a ready-made excuse to
bring the PCs back again and again.

525 break (o the noreal
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The various shops and locations within the City of Brass
offer high level PCs a nice break and series of diversions
from their standard ongoing campaign. An efreeti bottle
or magical portal in their standard dungeon may transport
them to the Plane of Molten Skies, forcing them to find
a way back home. Perhaps the PCs have found a hidden
portal directly to the City itself, thereby giving them a place
to explore and spend their money, or more importantly a
place for the DM to rob the PCs blind, relieving them of
some of their more annoying possessions.

\ N
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Many of the denizens of the City of Brass are extremely
powerful. Simply storming into the Hall of the Sultan
and demanding his head on a platter is likely to incur
ridicule and lusty laughter from the Sultan’s Court. Epic
Level PCs are sure to find the City of Brass an adequate
place to wet their appetites for high adventure. A DM
who finds difficulty developing campaigns that challenge
such powerful PCs need look no further than the Grand
Vizier for an idea of the sorts of nemesis that await their
hardened adventurers.

Zcaleable sdventure

Although the City of Brass is geared towards a higher
level of adventure than many DMs may be accustomed to
running, everything within the City of Brass is scaleable to
meet the needs of any campaign setting. A reduction of Hit
Dice forapowerful monster here, areduction of level there
is all that is needed to enjoy the atmosphere of adventure
and excitement that the City of Brass provides.

@ONSLers

The City of Brass includes dozens of brand new monsters
that may be used in any campaign setting. New creatures

such as the burning dervish and flame-spawned to populate
campaigns are of course present as well as new rules for the
development and enhancement of the efreet for potential
use as PCs by your hearty adventurers looking for something
“a little different” from a player character.

NEC) TBEIC

Numerous new spells and magical items, including
powerful relics await adventurers brave enough to wrest
their secret power from their possessors. New alchemical
concoctions, spells, magical craft materials and items offer
new challenges for PCs to overcome.

npes

The City of Brass as has been said before offers nu-
merous unique NPCs. These NPCs come complete with
rich back-stories, motivations and enough role play
notes to drop them into any adventure. Their ties to
the City of Brass are obvious but need not be restricted
to the City itself. Many NPCs could easily be used as
story hooks to get PCs into the City or as villains or
allies in different campaigns with little preparation on

the part of the DM.

) A )
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The City of Brass offers limitless potential foradventure
for PCs. Listed below are but a few examples.

525 baze of OPEraLiong

The PCs may find through their adventures in the City
of Brass that they have come into possession of some
property that they may use as a base of operations for
forays into the other planes of the Multiverse, or to have
continuing adventures within the Plane of Molten Sky
and the City of Brass. Perhaps the PCs completed some
quest on behalf of the Sultan of Efreet and were rewarded
with a citadel in the Plane of Molten Sky. Perhaps the PCs
gambled extensively in a gaming house or the Cirque of
Pain and won a fortified house in one of the cities various
foreign quarters.

) A
magmal research

Powerful wizards, clerics, druids and the like may seek
the wealth of knowledge in artifacts and tomes that
lay hidden within the many structures of the City of
Brass. Complete quests may be developed around the
acquisition of ancient lore or the study of mysterious
artifacts. Of course the PCs must find a diplomatic or
nefarious means of acquiring such knowledge, perhaps
even seeking an audience with the Sultan of Efreet

himself.
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New prestige classes and alternative classes can fill out
any setting and help breath new life into a stale campaign.
The City of Brass offers up such new prestige classes as the
Order of Devils, and new classes such as the alchemist.

& piane of opportunities

Both the City of Brass and its adjoining Plane of Mol-
ten Skies offer many opportunities for exploration and
discovery. The Plane of Molten Skies is an extensive
wilderness setting that should appease any fan of wilder-

ness adventure. Rangers and druids may find a new home
traversing the trackless wastes of the Plane of Molten
Skies; rogues may find rich bazaars, hidden treasures and
wealthy nobles of the City of Brass to be inviting targets
for their underworld activities. Monks may seek enlight-
enment or redemption in challenges physical challenges
against the Order of Devils. Bards may find wealth and
prestige of their own as performers and story tellers in the
ancient capitol of the genie races, possibly even catching
the ear of the Sultan’s Court, earning a position in the
Orchestra of Ashen Thunder. Paladins may no doubt find
much that is evil to crusade against, as the City of Brass is
frequently a cruel place ruled by wicked folk, and peopled
by oppressed slaves.

the flaskafzul on ard the

Two powerful artifacts could play an important role in
your campaign if you desire: the Flask of Sulymon and

the Carnelian Idol.

the ek of zulgeen

Currently the Sultan of Efreet is scouring the
universe for the magical flask a trusted troupe of his
burning dervishes was tasked with returning. It is
believed by many that the flask contains the body
and soul of the Prophet Sulymon. Sulymon it is said
founded the City of Brass itself. It is believed that
the Usurper sought to prove his dominion once and
for all to any doubters by producing Sulymon in the
flesh. No doubt he has other diabolical schemes in
mind. However due to the powers of the God Anu-
mon, the flask and any details as to its whereabouts
remains clouded in mystery.

Fallen into the wrong (or perhaps right hands depend-
ing on who you ask) the flask and its holy contents could
prove the Sultan’s undoing, or grant him a station amongst
the thrones of the Greater Gods.

=

= eteronngtheloestion. LS
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To determine the location of the Flask of Sulymon or
the Carnelian Idol roll 1d20 on the table below. Note,
the Flask cannot be located within the City of Brass.
If such a location is rolled, reroll the result or select a
location outside the City.

1d20 Location

l. Lost Tomb of Y’Cart (Area 5-1, Plane of
Molten Skies)

2. Pits of the Crystal Queen (Area 5-3,Plane
of Molten Skies)

3. Caves of the GlassWyrms (Area 5-4,Plane
of Molten Skies)

4. The Shattered Peak (Area 7, Plane of
Molten Skies)

5. Citadel of the Fire Thane (Area | |, Plane
of Molten Skies)

6. Xigla Xaltaz, Fortress of the Xill (Area |3,
Plane of Molten Skies)

7. The Spire of Hazrad the Mad (Area 15,
Plane of Molten Skies)

8. Wyrthil’s Lair (Area 16, Plane of Molten
Skies)

9. Hall of the Vulcan Lords (Area 20, Plane

of Molten Skies)

10. Caverns of Abdul-Shihab (Area 22, Plane
of Molten Skies)

Il Fortress of the Seekers of the Ebony
Moon (Area 26, Plane of Molten Skies)

12. The Oasis of Mukphat the Blind (Area 31,
Plane of Molten Skies)

13. Shining Pyramid of Set (Area 5,the Upper
City)

14. Pagoda of Devils (Area 6, the Upper
City)

I5. The KhizAnah (Area 26, the Upper
City)

16. The Minaret of Screams (Area 32, the
Upper City)

17. Tower of the Grand Vizier (Area 40, the
Upper City)

18. City of the Dead Sultana (Area 42, the
Upper City)

19. Palace of the Great Sultan (Area 43, the
Upper City)

20. Tomb of Ashur Ban (Area 7, the Lower

_—|| City, the Underbasin) ||—_
the carnelian idat

Like the Flask of Sulymon, the Carnelian Idol is a
mysterious magical item which has been lost in the ever-
shifting terrain of the Plane of Molten Skies as a great
curse bound Dahish into a pillar of obsidian. This curse
may only be broken through the device of the Carnelian
Idol itself. Having passed through many hands for centu-
ries unknown the idol was somehow lost in the Plane of
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Molten Skies itself. Again, like the Deific powers which
blind the Sultan of Efreet’s eye to the whereabouts of the
flask so too does the great curse deny any scrying as to the
whereabouts of the Carnelian idol. There is a chance the
Idol is within the City of Brass, but it is believed to have
been lost on the Plane of Molten Skies.

Through use of the random table included below the
DM should at the start of any epic adventure in the City

of Brass first roll and determine the location of the Idol
and Flask. In this way chance encounters or happenstance
exploration of the Plane of Molten Skies may result in the
PCs coming into possession of an item of fantastic power
and not even know that they own it.

Imagine their surprise when they peddle the Idol or
Flask off in one of the City’s many bazaars only to have
to purchase the item back from the vendor or merchant
at ten times its original sale price.
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of the creation of the Zenie

As the Greater Powers stepped forth naked from the
void they each in their own fashion set about forming
that void into their own realms, filling each with shapes
and sounds that they found pleasing to their divine ears.
Among the creators in that time were many free spirits
unleashed upon the universe; beings of fire, earth, water,
and air. These beings were formless but seemed possessed
of their own power and will. The creators found that those
beings which seemed to intuitively shape the chaos into
structure and shape were useful to their purposes. Some
of the Powers formed to themselves angelic choirs, others
great hosts of demons and devils to do their bidding.

Anumon, a great being of law and order chose one
amongst these beings which seemed to show greater power
and less willfulness in its ordering of the chaos and ordained
to give it a shape and form of its own. This being he called
agenie and named him Sulymon. He set Sulymon to many
great tasks, the first of which was the gathering of other
like spirits. After this first task of Sulymon was completed
the first houses of the genie were formed.

coudauJuaran E]'Jlr)

The City of Brass has stood for eons unknown to the world
of men, elves and dwarves; created by the words of the gods as
ahome for their devoted Genie servants. A fortress recognized
by all genie-kind as their true homeland, the City is a vibrant
burning jewel of gleaming metal and wondrous magic. The
City of Brass was given as a gift of gratitude sworn to them
for all eternity in compact and oath to the gods in exchange
for their unending service in matters of creation and intuitive
command of the elements of which they were formed. The City
of Brass was not however, always known by that name.

Sulymon, the great engineer and architect of the gods,
devised for his children and kin a great city, the Mudaw-
warah Al Jin for them to dwell within. He envisioned a
homeland for all of the free spirits who had helped the
Gods. Thus, Sulymon proposed his case on behalf of the
servitor genies before the Greater Gods.

In the forging of the city, not all of the gods were satisfied
with theirendeavor. Some argued thatacity should be given to
all the servant races, from which they could help the coming of

é‘}Aph’r 2:
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the second children of the gods and work the elements in the
shaping and creation of the universe to come. The wind lords
for their part had little interest in such a place, their servants
finding joy in the soaring of the winds and clouds, but they
offered their winds to assist the lords of fire in super heating
the metal. The gods of the lower waters saw no reason for
any of their children to need a great city owing that all of the
rivers, lakes, streams, oceans and seas of the newborn universe
drained to them and that anything raised up above would
eventually mix and flow into their kingdom, so they offered
only to temper the gleaming metals with their waters to give
them the hardness they would need to withstand the flow of
time. The lords of earth and fire gave the most, providing the
flame for the forge and the materials with which to craft it.

With the words of creation, a lifetime in aday passed and the
gleaming Citywasmade whole. The genies were given the City
as theirnew home for all time. Beautifully crafted of gemstone
and jewels, of gold, silver, and lapis lazuli, the great City floated
betwixt the four elements, a holy city to all races of genie-kind
where they could congregate, worship, and trade.

The genie-kind, for their part, realized that in accepting
this fantastic gift of the gods, they had bound themselves to
time and mortality. Although living a lifespan far exceeding
that of any of the newborn races of the universe, their free
will made them aware of their loss of freedom and the true
meaning of their bond to the gods of creation. In spite of
their many gifts, this knowledge caused many of the genies
to seethe with anger, especially the efreet who ever after
worked to cast off the shackles of the gods.

Sulymon placed Iblis, the first genie to whom he had
given a true form, upon the throne of the Mudawwarah
Al Jin, acting as chief to the council of the round city.
In Sulymon’s mind, Iblis would give order to the chaotic
servant spirits of the void, and allow their successes and
progress to ripple forth across the multiverse. So the City
was made and so it stood for a thousand years as the races
of genie-kind lived together, peacefully floating on the
elemental convergences of earth, air, fire and water. Like
all cities it grew and changed with the ebb and flow of its
citizens, becoming rich in magic and material things.

As the Mudawwarah Al Jin grew in greatness, the clan of
the djinn (of whom Iblis was master) became more and more
arrogant. Long had they worked as taskmasters over the other
genies during the Great Creation. As the Creation grew to a
close, the clan of Iblis began to make demands of their kinfolk
amongst the djinn, the marid, and the jann.
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Iblis took many wives from the houses of the genies,
siring a great host of efreet. His lusts seemed limitless and
raised much consternation amongst the houses of jann,
marid, and especially the djinn, whose women were known
in that time for their chastity. It was in this time that a
djinn princess found herself with child out of wedlock and
Iblis as the father. Her own father, a great emir amongst
the houses of the djinn in his own right, demanded that
Iblis marry the princess and take her as Sultana. He was
rebuked before the entire court as Iblis struck him upon
the face and cast him down the steps of the Sultan’s
Palace. Many amongst the houses of genie were stunned
by Iblis’s actions and threatened to go to Sulymon with
charges that Iblis was outreaching his authority as Sultan
of the Council of Al Jin.

Fearing the judgment of Sulymon, Iblis gathered the
loyal children of his clan together, and in the dark of night
struck out at those who had raised their voices against him,
seeking to silence them forever. Many were the heads of
houses that were slain in the night, the fresh blood of
murder soiling the streets of their beloved city. Somehow
the Emir of Djinn and his daughter escaped the purge.
They gathered together what followers and allies they
could find and fled Mudawwarah Al Jin for the sanctuary
of the Plane of Air, their ancestral homeland from before
the time of Sulymon. There did they continue to follow
the teachings of Anumon which Sulymon had taught
them. Ever after they swore enmity towards their cousins
the efreet. The efreet they now knew were ruled by pas-
sions that had become as hot as the fire of their making.
Knowing that the wild winds of their own tribe only made
those passions grow hotter and more uncontrollable, they
sought ever after to protect their wives daughters from the
embrace of Iblis’s host.

So too did the marid take their leave of Mudawarrah
Al Jin, for they truly missed their brothers in the houses
of djinn, and would not abide any longer the insults and
violence heaped upon them by their weaker yet more
numerous cousins the efreet. Fire and Water it is said,
may never know friendship.

af the fallof
the houzz af ibliz

It came to pass that the job of Creation was all but
completed and the Gods set about to people the multiverse
with elves, dwarves,and men of every caste and description,
which they had held secretly in Paradise. Before doing so,
they brought these creatures before the genie so that they
could marvel at their final creation.

To the genie, the Gods said “All of your hard work is

done children, and it was not in vain. Behold the stewards

of this new and ever-changing universe.”

Iblis and his host of efreet were nearly all that remained
within the Mudawwarah Al Jin in those days after the
purge. He gazed upon the meek creatures and was unim-
pressed. Were the gods to give the genie only a City as
gift for all of their labors? How unfair it was that creatures
of little more than mud should be granted a universe of
their own and he and his people should get only a city
in it. With rage quivering in his voice did he challenge
the Gods’ decision.

“These meek creatures made of little more than spit
and earth with no powers. These are the chosen ones for
which all of our labors have been squandered? I for one
will never bow to such as these; let them be our slaves and
servants in this new universe to wait upon us hand and
foot, in appreciation that they even draw breath.”

The host of Iblis concurred with his statement adding
their voices to his protest.

The Gods were taken aback by this boldness. For his
insolence, the gods cursed Iblis and cast him down from
his high place.

In a thunderous voice did the gods speak as one, say-
ing “Since you have deemed to question the mind of the
Gods in this manner and declare our beloved creation to
be beasts, so shall you be shriven of the beauty you once
knew. Forever after let you and your kin bear the face of
beasts and tear your meat with fang and claw. So prideful
were you of your heritage of fire, let your flesh now burn
of it so that all may see the scorching lusts which your
greed hath made. That you sought dominion over your
brethren through deceit, let your crown of rulership for-
ever more be horns of the lesser beasts, a symbol of your
lowly station.”

As the Gods spoke their judgment upon Iblis and his
gathered host, each in turn felt the torment of their wrath
in full force. Flames burst from their bodies that had long
burned within, their faces becoming twisted and animal
like, horns sprouting from their once proud brows.

The Gods then turned to the children of Iblis and said.
“As you have chosen to declare our chosen children to
be nothing more than mud and spittle know that forever
will there be enmity and distrust between your houses.
Each forever more shall seek always to make the other
his slave. For their part life is short and should you find
one in your possession know that their toil shall be re-
warded with salvation in the afterlife. Should you in turn
find yourselves bound to their will, remember that your
servitude may prove unending, passed from father to son
and mother to daughter a possession.

So were you glutted with the powers of creation thus
will you be required to grant their every desire should they
ask it of you. As your life is ten fold ten the lives of these
children, you will have many centuries to contemplate
the choice you have made.”

The gods again turned to Iblis. “Since you have sought
to place yourself upon thrones that do not belong to you,
and claimed rights which are not yours to claim you may
forthwith enjoy rulership of a throne in hell. Damned are



you forever. Rule there as you wish. See how long you may
keep it.” With that, Iblis’s throne was cast down and the
very pit of Hell opened beneath his feet.

Lastly, they again turned to the efreet host and said, “To
the victors go the spoils. Since you have followed a fool,
and taken from your brothers and sisters that which was
given each of you in equal part, the Mudawwarah Al Jin
is yours.” With that the Gods hurled the Mudawwarah
Al Jin to the very edge of the Plane of Fire itself. “If the
smokeless fire of your birthing is your preference to the
universe we have created together then like your master,
may you rule well in the place of your choosing.”

All that was once gold did thus turn to brass, all that
once glittered then did char and show the mark of flame.
Thus did the efreet begin their sojourn within the Plane
of Fire, forever more a distrustful lot of deal makers and
slavers constantly seeking to expand and regain the glory

they had under the rule of Iblis.
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Then too did Sulymon the Elder know great shame.

Much that he had wrought had gone awry. He wept for his
children amongst the Genie races, and strove hard to make
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right that which had been set wrong amongst his folk. Eons
passed as Sulymon pondered what had gone wrong. Staring
deep within himself, he searched for answers in solitude. He
prayed and begged Anumon for guidance and eventually
his prayers were answered as Anumon granted him a great
vision. In the vision two great spirits contested within him,
one a force of law and reason, the other a force of treachery
and darkness. As the universe was crafted from equal parts
of law and chaos, so too he discovered was the living spirit
the domain of good and evil.

There within him all along was his dark half staring back
at him, dogging his every step secretly releasing evils into the
universe he had helped craft. Surely it was this dark half that
had allowed him to long ignore the evils of one such as Iblis.

When the vision expired, Sulymon wrought great magic
to draw the dark one from him. The evil would not go
quietly and contested him at every turn. Through the
planes of existence did they battle until at last they stood
within the Eye of Fire.

An Excerpt from the Song of Sulymon and the Birth
of a Prophet

Long did we wrestle in the Ever-burning Flames, my
Dark Geniusand I. Hard was the Battle which raged within
the chambers of my heart. Many were the wounds that
we struck one another in that place, tearing my flesh to
ribbon and annihilating my physical form as I blasted my
foe with the power of Truth. Wracked was my spirit in the
face of ultimate deceit and the purest black of hatred.
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At last the evil one was cast from me, but truly who is to
say if it was destroyed or still lives on there, tortured by the
Fires of Eternity. To win the battle I chose forever the form of
mankind, mixingmyashes with the waters oflife, extinguishing
the burning sins that had long haunted my soul.

Only then did I return to the City of Brass, my final
task among the immortals fulfilled. From there did I close
the Grimoire of Infinite Worlds upon my past and turn
my face back to the beginning, retracing my footsteps to
the world of mortals. It was there that I would work the
miracles of Anumon for all to see, and remain, subservi-
ent to the will of He who keeps the gates and codified
the laws till my dying day. I foresee that this day will not
come quickly to me, for there is much to do, the beast
that was within me has been beaten but not slain. Praise
be to Anumon that [ am blessed to the lifetimes of many
men before my task is completed.

Upon the defeat of the Dark One, Sulymon returned
to the City of Brass, intent on righting the many wrongs.
Gathering many of the most evil efreet to him, he bound
them each in a bottle of brass, stoppering the bottles with
molten lead and sealing them with the seal of Anumon.
He thus placed them well hidden within the Chamber of
Bottles there to stay, he hoped, for all time.

Sulymon then sent for one of his daughters, Cirrishade,
a princess amongst the djinn and saw her wed to Ashur
Ban an efreeti who had abstained from the campaigns of
slaughter that Iblishad led. Placing them upon the Throne
of Brass he then left the city he had helped create.

Strolling to the Bab Al Baquarra, he cast open the
great gates into the nothingness beyond. Calling upon
Anumon’s might, the Plane of Molten Skies was formed
over his princely head; scorched earth and sand now the
path beneath his sandaled feet. There into the world of
mortals, as a mortal, to spread the gospel of Anumon.

ot the ety ot brazz ana the
‘c‘ffrbiﬁgaf'ﬁo_é ugurper

Many years passed and relative peace reigned again be-
tween djinn and efreet. A truce brokered by the marriage
of the Sultana and Sultan brought great prosperity to the
City. Here secrets were gathered, and great treasures piled
high in the vaults of the efreet. Not all of the efreet were
satisfied. Many despised the Sultana and saw Ashur-Ban
as weak compared to rulers who had come before him, yet
they remained silent in their opposition, unable to deny
their prosperity under his rule.

Despite their troubles, the love of Ashur Ban and Cirrishade
grew stronger with each passing year. Theirs was a love to be
recorded by poets and songwriters for all times. Many children
were born to them;and to those children, many grand-children.
Theywere called the Hawanar. A perfect blending of the djinn
and efreet, their visages were not unlike the ancient genies
from the days of the creation.

Unbeknownst to them a great evil was taking shape within
the Eye of Fire. A dark half, defeated and nearly destroyed,
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the wretched thing took the form of one it had once helped
shape. It was a proud figure, beautiful and terrible to behold.
Its chiseled features it hid behind a veil of inflammable silk.
Its massive form and unbreakable thews, it laid bare, save for
a harness of gold and elemental gemstones. There it forged
its weapon for the taking of the universe... a brazen scimitar
with which to set the very heavens ablaze.

In the Eye of Fire many years passed as the creature
grew stronger, gathering evil to its side. It whispered its
summoning rituals through the planes for assistance in a
grand scheme. At last its calls were answered and beasts
of flame and fire... devils, and servants of darkling gods
offering their services to his fell plan.

Once gathered, the Usurper then struck out from the Eye of Fire,
capturing efreeti fortresses throughout the Plane. In each efreeti
fortress he gave the offer to join him or die. Many amongst them
swore it was Iblis returned from Hell to lead them once again. He
did much to foster this belief, and when he was strong enough to
attack the City of Brass, he did so with much of the army once sworn
to protect it amongst his ranks. He next attacked strongholds long
held by the salamanders, slaughtering every one of them he met.
Their plunder did much to fill his war-chest, filling his forces with
a thirst for slaughter.

When the Usurper finally arrived at the City of Brass,
he cast down the gates and slew Sultan Ashur Ban in one
blow, shattering the resolve of those efreet who still stood
true to the Sultan’s banner. Only the Hawanar and their
Sultana remained to oppose him, and soon she too was
defeated, the Hawanar bound, slain or cast to the four
winds. At long last the Usurper claimed the Throne of
Brass and has sat there unchallenged ever since.

Claiming the title of Great Sultan, the Usurper freed the
evil servants of Iblis from their bondage, breaking the seals of
Anumon upon their prison bottles. He called forth for great
construction projects and bound demons to the City’s many
gates. He set the efreet to work collecting numerous slaves for
the many tasks, and bade them forge weapons of great destruc-
tive power to be sold to the highest bidder. Much wealth had
once come to the City of Brass in the form of peddled magic
and now much more still comes under his shrewd guidance.

The Great Sultan’s armies now wage war against the
djinn again. Each conquered territory in the Elemental
Planes of Earth and Air extend the Plane of Molten Skies,
which now serves as the staging ground for his numerous
invasions. Already the azer number amongst the races
conquered by the efreet and the once great might of the
proud salamanders may not last another assault. It is ru-
mored that the salamander nation seeks a pact with Orcus
himself to stave off their imminent annihilation.

The City of Brass as it now exists is a city ruled by a
merciless despot. It is a city where evil walks freely in the
light and if nothing else is openly welcomed. It is a city of
strange magic and long forgotten lore. It is also however a
city of rules and law, for the Sultan knows that law equals
obedience to his will. Aided by servants of Set and Lucifer,
the Sultan willingly seeks to place himself amongst the
thrones of the Greater Gods of the multiverse. He will
stop at nothing to achieve this goal.
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A nexus connecting three planes formed of elemental
air, earth, and fire, the Plane of Molten Skies is a legendary
waypoint for planar races who wish to do business with
one another away from the confines and consequences of
a hostile elemental plane.

piEnaT ZECEFEPNY

The skies are ablaze on this plane; its upper atmosphere
seems to be perpetually in a state of consumption by a
gigantic ball of flame and liquid fire. The air is stuffy and
warm, breathable, but uncomfortable to those not used to
it. The ground is formed of cracked obsidian and basalt,
warm to the touch, but comfortable enough to walk upon
without inflicting harm on those not resistant to heat or
fire. Mountains and hills formed of basalt and small pools
of lava dot the landscape. Volcanoes scattered throughout
the planar landscape belch forth blasts of molten elemental
fire and rock at random intervals. Rivers and streams of
liquid flame wind through the landscape, emptying into a
raging sea of liquid elemental fire. Desert-like areas covered
in blowing, burning sand are prominent near the nexus
and conjoining points of the Elemental Plane of Earth.

The Plane of Molten Skies contains the road to the infamous
and fabled City of Brass, and serves as the native home of the
fiery efreet wishwardens, who view themselves as the peculiar
realm’s absolute masters, bar none (including the gods).

\
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Traits unique to the Plane of Molten Skies are detailed
below.

Normal Gravity: Gravity on the plane functions for
travelers and visitors as it does on the Material Plane; up
is up and down is down. The usual rules for ability scores,
carrying capacity, and encumbrance apply.

Normal Time: Though the plane is constantly bathed in
heat and light, and night never falls, time passes as it does
on the Material Plane. One hour on the Plane of Molten
Skies equals one hour on the Material Plane.

Finite Size: The Plane of Molten Skies, as a nexus
point, is finite in size. The plane itself is triangular in shape
with each side connecting to a point on the elemental
plane that forms this nexus. So, one side of the triangle
touches the Elemental Plane of Earth, one side touches
the Elemental Plane of Air, and the third and final side
touches the Elemental Plane of Fire.
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Morphic Traits: Alterable morphic. Objects remain
where they are (and what they are) unless affected by
physical force or magic. You can change the immediate
environment as a result of tangible effort.

Dominant Elemental Trait: None are dominant though
certain areas may be fire-dominant or earth-dominant.

Enhanced Magic: Spells or spell-like abilities with the
air, earth, or fire descriptor function as if affected by the
Enlarge Spell feat but only when within 1 mile of a portal or
gate to the elemental plane the descriptor correlates with.
Spells cast elsewhere on the plane function normally.

Spells or spell-like abilities (including those of the
Fire domain and those that summon fire elementals or
outsiders with the fire subtype) used within 1 mile of the
City of Brass function as if enlarged and maximized (as
if the Maximize Spell and Enlarge Spell had been used
on them, but the spells don’t require higher-level slots).
Spells and spell-like abilities that are already maximized
or enlarged are unaffected by this benefit.

(Spells cast within the walls of the City have their own
rules and are covered in the City of Brass chapter.)

Impeded Magic: Spells and spell-like abilities that use or
create water (including spells of the Water domain and spells
that summon water elementals or outsiders with the water
subtype) are impeded. The caster must succeed on a Spellcraft
(DC 15 +spelllevel) check each time he attempts to cast such
aspell. If the check succeeds the spell functions normally; if it
fails, the spell fizzles away just as if it had been cast.

Heat Dangers: Though the skies are ablaze with fire,
this plane serves as a waypoint for inter-planar travelers.
Therefore, heat dangers caused by the plane itself are
less threatening than one would expect. (Some suspect
the Sultan of the Efreet controls this feature.) Creatures
resistant to fire or immune to fire suffer no ill effects of
heat from this plane. The plane itself, unless otherwise
noted, is always between 85° F to 90° E

A character wearing medium clothing or armor must make
a Fortitude saving throw each 4 hours on this plane (DC 15,
+1 for each previous check). Characters wearing heavy cloth-
ing or armor of any sort have a —4 penalty on their saves. A
character with the Survival skill may receive a bonus to this
save and may be able to apply this bonus to other characters as
well (see the Survival skill description for details). Characters
reduced to unconsciousness begin taking lethal damage (1d4
points per hour). Characters wearing light or no armor do not
suffer any ill effects from general heat exposure on this plane
(unless the temperature is raised above 90° F).
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A character who takes any nonlethal damage from heat
exposure has suffered a heatstroke and is fatigued (effective
penalty of —2 to Strength and Dexterity; cannot run or
charge) until the nonlethal damage is healed.

Within 1 mile of a nexus to the Plane of Fire, creatures
are subjected to the effects of extreme heat asdetailed in the
DMG glossary (Heat Dangers) unless noted otherwise.

Within the City itself, the temperature is usually a
“comfortable” 101° E Though the temperature within
the City can be raised much higher, the Sultan controls
it so that extraplanar travelers may visit his fair city in
relative comfort. See the Overview of the City of Brass
for more information. Axam, a merchant within the Ba-
zaar of Beggars (see Area B10 in the Bazaar of Beggars
Chapter), sells amulets that offset and negate the natural
effects of heat exposure. Brazen amulets (as they are called)
are detailed in the Appendix 4.

festures

Volcanoes, the burning sky, rivers and seas of liquid fire,
ground made from obsidian and basalt, and the oppressive,
sweltering heat; all of these the Plane of Molten Skies of-
fers as natural wonders to those who visit the place. The
air is breathable here, but is warm and uncomfortable to
inhale for those unaccustomed to it.

Light is always prevalent and darkness is nowhere
to be found naturally (except perhaps inside fortresses,
conjoined planar areas, outposts, citadels, and other man-
made structures). One of the few exceptions to this is the
City of Brass, which boasts artificially imposed darkness
on a thirty hour cycle, thanks to a group of wizards who
call themselves the Nightfall Concordance. The Sultan
sponsors this service in an effort to draw more outsiders to
the city in order to increase the size of his coffers through
taxation and trade.

Though the ground is warm to the touch, it is not
particularly deadly to those that contact it. The rivers of
flame, volcanoes, heat storms, and other natural wonders
of this plane on the other hand are not quite so friendly
(especially to those not protected or not immune to fire

and heat).
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An ash storm generally occurs within 1 or 2 miles of
an active volcano or where the Plane of Earth meets the
Plane of Fire. A typical ash storm comes on suddenly
and ends 2d6 minutes later just as suddenly as it began.
An ash storm consists of grayish-brown ash raining from
the sky that obscures sight and raises the temperature
in the affected area (dealing damage to those caught in
the storm).

The ash obscures sight, including darkvision, beyond
10 feet. Creatures and objects 10 feet away have conceal-
ment (20% miss chance). Creatures and objects farther
away have total concealment (50% miss chance and a
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character cannot use sight to locate a target). Further,
a creature caught in an ash storm takes 1d6 point of fire
damage per round of exposure. Creatures immune to or
resistant to fire are immune to the fire damage. Wind has
no effect on an ash storm.

fisese gegers

The dry, cracked, obsidian ground of the Plane is net-
worked with underground rivers of fire that feed the lakes
and seas on this plane. Every so often, pressure builds in
these underground rivers forcing the magma to erupt
through the parched surface. An eruption resembles a
steam geyser, but billows forth shards of obsidian and
blasts of liquid fire, spraying each randomly into the air
and covering a 30-foot radius. A creature within the area
takes 4d10 points of damage (one-half fire and one-half
piercing). A DC 15 Reflex save reduces the damage by
half. Further, the magma sticks to a creature that fails

its saving throw and deals 1d10 points of fire damage for
1d3 rounds.

fsing rivere

Many flaming rivers are found beneath the surface of
the plane, but there are a few small rivers and streams of
liquid fire on the surface. The liquid fire can be deadly
to creatures not resistant or immune to fire. A creature
contacting the liquid fire in a flame river takes 2d10 points
of fire damage and must succeed on a DC 15 Reflex save or
catch on fire (see the DMG). A creature foolish enough to
submerge himself in liquid flame or stand in a lake, pool,
or river of fire takes 20d10 points of fire damage for each
round of contact. Damage continues for 1d3 rounds after
exposure but only half that dealt during contact (1d10 or
10d10 points per round).

Magical protection reduces the damage and creatures
immune to fire do not take damage, but can still drown
if they sink underneath the surface (see the Drowning
rules in the DMG).

heat storee

Randomly occurring across the plane, these storms ap-
pear out of nowhere in most cases, though at times they
can be predicted by watching the fiery sky. A potential
heat storm threat can be seen by a brightening of the sky,
similar in ways to a darkening of the skies on the Material
Plane before a thunderstorm or rainstorm moves into the
area. A heat storm brings a sudden rise in the ambient
temperature to the affected area. A typical heat storm
covers an area 1d2 miles in radius and lasts an average of
20 + 1d10 minutes.

Heat storms are deadly to those caught in the area.
Breathing the air in a heat storm deals 1d6 points of
damage per minute (no save). In addition, an exposed
creature must make a Fortitude save every 5 minutes
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(DC 15, +1 per previous check) or take 1d4 points of
nonlethal damage. Characters wearing heavy clothing or
any sort of armor take a —4 penalty on their saves. Those
wearing metal armor or creatures touching metal exposed
to a heat storm are affected as by heat metal. A creature
that sustains nonlethal damage suffers a heatstroke (-2
effective penalty to Strength and Dexterity; cannot run or
charge). The effects of a heatstroke last until the nonlethal
damage is healed.

The best defense against a heat storm is to seek shelter
inside a structure where the ambient temperature is cooler
or use magical protection to shield against the heat.

\5vapoolz

Lava pools pockmark the landscape of the Plane. Many
are lairs tosuch creatures as magmin, lava children, magma
oozes, and various sorts of mephits. A creature contacting
a lava pool takes 2d10 points of fire damage and must
succeed on a DC 15 Reflex save or catch on fire (see the
DMG). A creature foolish enough to submerge himself
in a lava pool takes 20d10 points of fire damage for each
round of contact. Damage continues for 1d3 rounds after
exposure but only half that dealt during contact (1d10 or
10d10 points per round).

Magical protection reduces the damage and creatures
immune to fire do not take damage, but can still drown
if they sink beneath the surface (see the Drowning rules

in the DMQG).

aga ZLores

One of the deadliest features spawned by the very plane
itself isamagma storm. Thankfully they only occur in areas
within 1d3 miles of the City of Brass or a portal leading
to the Elemental Plane of Fire. Thankfully such storms
are a rare occurrence.

A magma storm is a torrential downpour of liquid fire
loosed by the fiery atmosphere. Its only warning is an
ever-growing roar coupled by a loud crack; then the sky
opens up and rains liquid fire down on those unfortunates
caught in the area.

Creatures and objects caught in a magma storm take
3d10 points of fire damage per round of exposure and
must make a DC 15 Reflex save to avoid catching on fire.
Creatures and objects immune to fire do not take damage.
Structures not protected against fire melt into piles of slag.
A typical magma storm lasts 1d10+2 minutes and covers
an area of less than 1 mile in radius, however the destruc-
tion it unleashes is often enough to destroy unprotected
travelers and unfortified buildings.

velcanoes

One particularly fearsome feature of the landscape are
the great basalt volcanoes. Spewing their contents miles
into the air and raining fire and debris down to the surface,
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they are quite beautiful to behold, despite the enormity
of death and destruction that they literally rain down
upon hapless, unwary souls. Even long-time and native
residents have trouble predicting with any accuracy where
and when the vulcan fallout will land.

A typical volcano spews its contents high into the
atmosphere, forming a living column of debris, ash, and
liquid fire. Fallout consists of the aforementioned materi-
als and covers an area in a radius of 1d6 miles around the
volcano. A typical eruption lasts 1d2 hours.

Creatures caught in the area must succeed on a DC 15
Reflex save or be pounded by elemental rock and liquid
fire. A new save must be made every minute a creature
remains in the area. On a failed save, a creature is struck
by debris and fire and takes 4d10 points of damage (one-
half fire, one-half bludgeoning) and must succeed on a
DC 15 Reflex save to avoid catching fire.

Another danger associated with an eruption is the un-
mitigated flow of lava. An erupting volcano spews forth
lava, streaming it down the basalt surface and destroying
everything in its path. A typical lava flow has a speed of
50 feet per round and travels 1d2 miles away from the
source. Creatures contacting the lava take 2d10 points
of fire damage. A creature submerged in the lava sustains
20d10 points of fire damage per round. Damage continues
1d3 rounds after exposure ceases, but this damage is only
half that dealt during contact (1d10 or 10d10 points
per round). Magical protection reduces the damage and
creatures immune to fire do not take damage, but can still
drown if they sink beneath the surface (see the Drowning
rules in the DMQG).

I T 1Y )
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Since this plane serves as a waypoint and nexus for
three elemental planes and the road to the City of Brass,
it is a busy place. All manner of odd and unusual creature
can be found here: elementals, devils, salamanders, azer,
djinn, jann, and efreet, and even travelers and merchants
from the Material Plane.

Creatures, especially those from the adjoining elemental
planes, frequent the Plane of Molten Skies to trade, bar-
ter, buy, and sell their goods and wares (including slaves,
information, valuables, foodstuffs, etc.). Some, like djinn,
jann, elementals, and devils build outposts and citadels
on this plane. Most such creatures build their fortresses
and citadels near portals and gates that lead to their
plane of origin or near a source of elemental material
that they themselves are formed of or find to their liking
(for example, the elemental earth citadel built into the
mountains of basalt in the west and the fire elemental
outpost seated near the curtain of flames that links the
Elemental Plane of Fire).

Efreet are a common occurrence and encounter on this
plane, though theirnumbers and encounter frequency are
not quite as great further away from the City of Brass or
curtain of fire.
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The following are some of the plane’s more prominent
places.

7 the parched expanze (el o 1o )

The Elemental Planes of Earth and Air conjoin here,
but quite unlike the violent, bastardized conjunctions at
the opposite corners, it is a sedate and peaceful union.
It is the most commonly traversed part of the Plane of
Molten Skies, where the mated planes become a flat,
dusty, barren landscape known only as the “The Parched
Expanse.” More often than not, it is the first sight that
greets itinerant travelers to the realm of the efreet. The
sky is colorless, existing only in shades of black, white,
and the entire spectrum of gray in-between. The ground is
covered in a thick, deep layer of dust—not ash or soot, but
rather the dust of decay accumulated over ten thousand
millennia, dust of past and future generations, dust of all
things dead and forgotten.

The portal by which entry to and exit from the plane
can be made is a great, towering, mountain-high keep—the
Palace of Dust—sealed by a gleaming steel door that, unlike
everything else on the plain, does not seem to have aged
atall. The door swings open effortlessly, perfectly balanced
upon oiled hinges that make nary a sound or squeak.

Road markersrise from the dust, connoting apath leading
deeper into the plane. This byway is the Highway of the
Damned, and if followed all the way, can guide travelers
straight to the City of Brass.

MﬁW@PC\had\ EXPANEE

Creatures moving across the Parched Expanse do so at
half of their normal movement rate. In many places, the
dust covers deep, treacherous pits (Spot DC 25) that many
an unwary traveler has fallen into, especially in heated
moments of fight or flight. The utmost care must be taken
lest a person suddenly sink out of sight, asphyxiating and
choking to death on the collected dust of fallen genera-
tions (see the Suffocation rules in the DMG). Sound on
the Expanse is also muted, making it difficult to hear
much beyond 20 feet (-6 penalty on Listen checks) and
impossible to hear anything beyond 50 feet (—20 penalty
on Listen checks).

Dust Spiral: A dust spiral springs up suddenly and
unexpectedly. It appears as a moving column of whirling
dust and debris. A typical dust spiral covers a 10-foot ra-
dius and stands about 20 feet tall. A dust spiral moves at
least 10 feet in one direction before shifting and moving
randomly in another direction. A creature caught in adust
spiral takes 2d6 points of damage each round and must
succeed on a DC 20 Reflex save or be knocked prone. A
dust spiral obscures vision as a fog cloud spell does.
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Roll 1d20 for every hour spent traveling in this area

and consult the table below.
1d20 Encounter EL

l. Dust spiral 6
2d4 air mephits or dust mephits 7
| invisible stalker 7
1d2+2 wind walkers* 8
1d4 Huge air elementals 9
1d2+2 belkers 9
1d3 elder arrowhawks 10
Atomization zone 10
1d4+1 dust ghouls* I
| elder air elemental I
1d4 noble djinn 12
I dust dragon* 12
| air elemental dragon* 18
No encounter
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9.

10.
I.
12.
13.
14-20.

1 I

Atomization Zone: This immobile area of the Expanse
isalive with negative energy. An atomization zone appears
as a part of the landscape and is almost indistinguishable
from the surrounding area. A character can attempt a DC
25 Spot check to notice the small, shifting motes of light
that wink in and out of existence in this area. A typical
atomization zone covers a 30-foot cubic area.

A creature entering an atomization zone has its physi-
cal structure quickly break down, taking 20d6 points of
damage (Fortitude DC 20 half) each round it remains in
the area. A creature reduced to O or fewer hit points in
an atomization zone is essentially disintegrated, leaving
behind only a trace of fine dust.

ereaturegaf the paPC\hSOI\ EXPANEE

While there is not much in the way of native flora or fauna
that travelers must worry about, there are still predators: Dust
ghouls—risen, animated corpses of creatures that have died
on the Expanse. They move swiftly through the powdery
murk, releasing terrible, paralyzing shrieks that cut through
the silence like a razor-sharp obsidian knife through flesh. As
they close in for the kill, ghostly apparitions materialize out
of the swirling dust at their command, pinning their prey in
place while they tear the flesh from its bones with the sharp
tooth and claw.

Creatures of pure earth (those with the earth subtype
and no other elemental subtype, such as earth elementals)
avoid the Expanse as it causes their structure to slowly
break down dealing 1d2 points of damage each round
they spend in this area.

Other creatures encountered on the Expanse include air
elementals, air mephits, belkers, dust mephits, invisible
stalkers, wind walkers, djinn, and air elemental dragons.
See the Random Encounters sidebar.

*See the New Monster Appendix.
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At the point where the Elemental Plane of Air and the
Elemental Plane of Earth meet there stands a black colossus
of a building, the former palace of Kush, one-time ruler over
all mortal creation, son of Shaddad, son of Id the Greater. The
palace, now chained by the dust of ages past, is one of the few
portals that cross directly in the Material Plane.

Despite the building’s immense size, little is left of its
rooms. Just the first two floors have survived the ravages
of time eternal. Dusky gray light pierces the innumerable
holes riddling its onyx colored walls, streaming through
arrow loops and shattered windows like an invasion of
dust motes. The air is harsh and dry. As with the Parched
Expanse, sound is hindered by some natural or magical
feature of the building. Unlike the Expanse, absolutely
nothing lives within the building’s interior.

Strangely, many of the palace’s original accoutrements
are still in intact. Tapestries, rotten through and tattered,
hang from the walls in many of the keep’s galleries; paint-
ings, threatening to crumble at the slightest touch, lean
against the walls and on the floors of rooms where they
long ago fell; porcelain plates, vases, and tableware still
decorates the tables where the lord of mortal man once
supped with both adversary and ally. Many a creature has
tried to take from the palace, but never to any lasting suc-
cess. Assoon as one crosses the threshold pilfered treasures
turn to dust, returning to their places in the building.

The main entry hall is a long, wide chamber with a ceil-
ing thirty feet from the floor. Every square inch of stone is
inscribed with poems decrying the fate that befell Kush,
commenting on his hubris for thinking he could defeat the
Army of Sulymon, the prophet of Allah, the All-Mighty
Creator. In the next room, a long table that would have
been truly majestic in better days awaits travelers. There
are no seats around it.

Like the entry hall, the dining hall table bears an
inscription:

“At this table have eaten a thousand kings blind of the
right eye and a thousand blind of the left and yet other
thousand sound of both eyes, all of whom have departed
the world and have taken up their sojourn in the tombs
and the catacombs of the City of Brass.”

And a second inscription carved by a different
hand reads:

“Be wary, o’ seekers. Death is the inescapable conclu-
sion to all tales.”

DM Note: If the characters are arriving for the first
time to the Plane of Molten Skies through the Palace of
Dust, give them a chance for a quiet respite. This portal
should be a safe-haven, especially if they fought long and
hard to get to it. Reinforce this in your descriptions, and
abstain from throwing any random encounters at them
for the time. The palace should afford the opportunity
for the characters to reflect on where they have been and
what awaits them on the road ahead.
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5 the braze herseemn

A small hill supports a large brass statue of a heavily
armored rider and his equally heavily armored horse, both
of which stand nearly 15 feet high. Pointing westward,
held in the rider’s right hand and supported under his
arm is a lance with a broad, silver tip that shines brightly
under the fiery sky. The rider’s left hand tightly grips the
reigns of his mount.

Closer examination of the lance tip reveals the fol-
lowing inscription written in the Common tongue:

“He who seeks the brass horsemen seeks the way to
the City of Brass. Let he who desires such knowledge rub
the reigned hand of the horseman for then the way shall
be shown to him.”

Rubbing the horseman’s left hand causes him to turn
slowly clockwise, creaking and groaning until his lance
points eastward.

Brass Horseman: Hardness 20; hp 300.
3 olahizh 5l 5 55a2h, the sbaidian
angel (elzez below)

A 12-foot tall block of perfectly cut volcanic glass emerges
from the ground here. Trapped in it, sunk up to his midsec-
tion, is a jet-skinned man with four arms (two of which
end in leonine paws), a pair of razor-sharp obsidian wings
outstretched up and away from the glass pillar imprisoning
him, flowing black locks of hair bound with brass circlets,
and blazing coal-red eyes. A third eye inset in the middle of
his forehead constantly weeps liquid fire discolored by black
smoke. He greets the party as they approach, using the High
Speech of the Efreet initially then switching to Common if
the characters do not understand him.

The obsidian angel turns to face you, an almost
beatific smile on his perfect features. He says some-
thing in a lilting dialect foreign to your ears.VWhen he
notices your lack of compression, he says again in the
common speech of Man:

“There is no God but the All-Mighty Creator, and
Sulymon was his Prophet! Repent, friends, repent
and atone for the error of your ways if you are not
initiates of the True Faith!

“Fill your hearts with the greatness and glory of
the All-Mighty Creator, and be welcome in my house,
such as it is!”

The angel laughs and then gestures humbly to the
black obsidian glass pillar embracing him below the
waist.

He grins from ear to ear, but from what joy you
know not.

Dahish was once the guardian of Carnelian Idol of
Iblis, the original efreeti who rebelled against Sulymon
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and the All-Mighty Creator. If asked, the imprisoned general relates his tale. He claims he
once inhabited the Idol and spoke with the voice of Iblis to a proud, arrogant king

into whose possession the Idol fell. One day, Sulymon came to the king and

told him to abandon his worship of the false idol or face his ire.
The devil Iblis was no master of men and Sulymon would
not tolerate any of his children worshipping him. When

the king consulted the idol about the temerity of the
prophet’s commandment, Dahish became livid,
believing quite arrogantly that the prophet
was nothing more than a ‘has-been’. He e
told the king to bring a righteous holy («
war to the tyrant Sulymon. Ifhedid A
this bidding, Iblis would provide /~ ' 2 7= =
him with an army of 10,000 elite -
janni soldiers to lead into battle.
Theking, heartened by these words,
returned to his palace whereupon he
the prophet he wasno longer welcome

in his lands. Sulymon left, vowing - ,I");lﬂ)?\f;'v g e o
to return with a host of marids // b v T 2
to quench the upstart idolater’s ‘(7 TCo ?,". {;}:‘

~ " e i
treachery. In time, they king and - <
Sulymon joined one another in ‘f‘\j U

battle. Dahish emerged from the 3%
idol to lead half of the janni army,
while the king led the other half.
Sulymon’s marids, however, beat
them easily. Sulymon slew the king,
taking his daughter for his wife, and
for the Dahish’s complicity mired him for
eternity within the pillar upon which
the carnelian once stood.

Since that day, Dahish has
regretted his betrayal of
Sulymon and the All-
Mighty Creator and his
choice to serve Iblis.
He eagerly tells any
and all travelers who
come upon him his
story in an effort to
persuade from going
to the City of Brass.
The Sultan, he believes,
is Iblis reincarnate. If he
had his freedom, he would
indeed raise an army to lead
against the City. Dahish dreams of the day he
can press his boot against the Sultan’s throat and hear him beg
for the forgiveness of the All-Mighty Creator.

The obsidian pillar possesses an enchantment similar to adispel
magic or antimagic field in that it disrupts and prevents Dahish
from using his change size ability, any of his spell-like abilities, or
otherwise escaping from the fate with which he has been saddled.
[t also prevents such magic cast by anyone else from freeing him as
well. If the efreeti dies while trapped in the pillar, the slayers do not
gain any XP and he returns to his original state within 1d4 hours. The
only way to kill Dahish permanently is to first free him from the pillar.
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Not even the Sultan can kill Dahish, and
he has tried repeatedly (sometimes he comes
to the pillar after a particularly frustrating
day just to kill Dahish over and over gain
until he feels better).

If the characters recover the Carnelian
Idol and destroy it upon the sides of the
pillar prison, Dahish is set free. He grants
his rescuers any three unconditional wishes
and then leaves to gather his army of 10,000
undead janni skeletons, which he plans to
use to lay siege to the City of Brass. These
undead soldiers are the restless souls of the
army he and the unnamed king originally
led against Sulymon.

Dahish al’ Aamash, Male Efreeti, Ftr10:
CR 18; hp 200; see Appendix 1. 9

7. the great rock wal B

11-20.
A colossal wall resembling an unending
mountain of jagged obsidian and steaming

i
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Roll 1d20 for every hour spent traveling in this area and consult
the table below.

Encounter

Rockslide**

2d4 earth mephits or salt mephits
1d4+1 caterprisms*

| greater earth elemental

2d6 gargoyles

| elder earth elemental

1d3 elder xorns or 1d4+2 average xorns
1d3 stone giants

| young adult blue dragon or copper dragon
1d4 sand giants*

No encounter

*See the New Monster Appendix.
**Treat this as an avalanche. Avalanches are fully described

in the DMG [
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basalt divide the boundary between the
Elemental Plane of Earth and the Plane
of Molten Skies. It rises from the ground up as far as the
eye can see, always appearing to disappear into the haze
of a horizon that will never be reached. Several portals
leading to the Elemental Plane of Earth are located in
random locations on the Wall or within small caves and
caverns on the Wall.

Atz el the ol ckeoss)]

Movement beyond the wall is impossible (except
perhaps by magical means). A character can climb the
Great Rock Wall by succeeding on a DC 20 Climb check
(and using the normal climbing rules). Note however,
that the Wall stretches infinitely into the sky above, so
anyone hoping to climb up and over the Wall will be
sorely disappointed.

creatureg of the great rock oal

The Wall is home to various beings, most of which are
outcasts from the Plane of Earth. Earth elementals are
frequently seen roaming the area, often in contest with
xorns and indigenous stone giants for the precious min-
erals that the unyielding stone protects within its nearly
impregnable bosom.

ES sp\l]ni,er*-r*oc\k' atan (@l E)

The Splinter-Rock Clan of stone giants make theirhome
amongst the cliffs of the Great Rock Wall. Though they
have extensively mined the region for almost a hundred
thousand years already (approximately 200 stone giant
generations), they are nevertheless always on the lookout
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for new and interesting sources of minerals and precious
gemstones, especially rubies, emeralds, adamantine,
mithral, gold, silver, and living brass, which they are eager
trade to merchants who later sell for outrageous sums of
money in the City of Brass.

The Splinter-Rock Clan is currently comprised of 26
male stone giants including the chieftain and the sha-
man. There are 13 non-combatants including elderly and
children. Their chieftain, Thunderhead, is a druid of no
small repute. Their shaman was given the name Mossknee
because of a large dark green birthmark located on his
right knee. A mated pair of tattooed gorgons (standard
gorgons with magical tattoos inscribed on their bodies)
guards the giants’ extensive network of caverns, primarily
stalking the upper halls and keeping unwanted visitors at
bay (usually by using their unusual abilities to turn them
into attractive new décor for the fortress).

The Splinter-Rocks dress in the loose-fitting tan and
brown robes typical of desert nomads. Unusually colored
woven hemp ropes that identify their clan to those in the
know bind their headdresses. Thunderhead’s headdress
is further decorated with polished stone beads. He often
travels “downhill” to the Obsidian Angel, with whom he
shares an abiding friendship. They often wile away the
hours smoking quarry tobacco and discussing the glory
and teachings of Sulymon.

Splinter-Rock Warriors, Male Stone Giants (11):
CR 8; hp 119.

Splinter-Rock Non-Combatants, Male and Female
Stone Giants (13): CR 4; hp 59.

Mossknee the Shaman, Male Stone Giant, Sor5: CR
14; hp 151; see Appendix 1.

Thunderhead the Chieftain, Male Stone Giant, Drd6:
CR 15; hp 170; see Appendix 1.
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Tattooed Gorgons (2): CR 8; hp 85.

Magic Tattoos (Gorgon 1) : magic missile (head), lightning
bolt (left front leg).

Magic Tattoos (Gorgon 2): fireball (head), blur (left
front leg).

See Appendix 4 for details on magic tattoos.
Treasure: 14,000 gp, 6 bloodstones (50 gp each).

73wl of the petrified desd
Esrzebelon)

After Sulymon defeated Dahish’s army, he banished the
dead enemy soldiers to the Great Rock Wall, embedding
their corpses in it as both a horrific reminder to future rebels
and as punishment—as long as they are a part of the Wall,
their souls will never know peace. The remains of a thousand
dead jann can be seen in the gray basalt, resembling skillfully
carved statues from a distance, half-emerging from the stone.
Up close, they possess disturbingly life-like visages. When
Sulymon cast them into the wall, he brought them back to
life in the process as part of their punishment. Thus, the agony
evident on their faces was felt as they merged with the wall,
and it is one they continue to feel to this day in the hell that
has become their existence.

An effable sense of madness pervades the region nearby the
wall out to a distance of 5 miles. Anyone within this area must
succeed ona DC 20 Will save each hour or be affected as by an

insanity spell (caster level 20th). This does not affect sleeping
characters or characters that cannot hear the sound.

There is an epic spell seed in the Great Repository of
the City of Brass in a book called The Analects of Sulymon
the Wise, vol 23. Both Dahish and Thunderhead of the
Splinter-Rock Clan know of this seed, but neither sur-
renders this information until Dahish has been freed. If
the ritual is correctly performed, all 10,000 dead soldiers
crack free of the wall, becoming animated skeletons whose
bones and withered flesh are encased in a jagged stone
firmament (grants natural armor bonus). The skeletons
follow the orders of none but Dahish however.

Janni Skeletons (10,000): CR 5; hp 65; see Appendix 1.

Treasure: In the gaps in the rock wall left by the ani-
mated janni soldiers there is a small horde of valuable
treasure left over from the king whom they once served.
[t consists of the following: 21,000 gp, fire opal on silver
chain (1,700 gp), brass mug with platinum inlaid rim (400
gp), brass plate with sapphire inlay (2,100 gp), 10 white
emeralds (1,000 gp each), 5 purple corundums (1,100 gp
each), potion of cure serious wounds, staff of abjuration (38
charges), carpet of flying (6 ft. by 9 ft.), staff of conjuration
(41 charges), ring of x-ray vision, mantle of faith, arcane
scroll of 1 spell (nightmare).

The undead soldiers do not let anyone take these items
without a considerable fight, since they intend to sell
them off and use the money to re-equip themselves for
their imminent war with the City of Brass.
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5 the blackplain ]

biack plain randoe encounters

Where the elemental planes of Earth and Fire Roll 1d20 for every hour spent traveling in this area and
converge, the ground changes from cracked rock consult the table below.
toblack, banded, smooth obsidian. A faint orange
glow can be seen on the eastern horizon. The 1d20  Encounter EL
northern horizon ends in a wall of solid rock that I Ash storm 6
stretches into the fiery sky above, disappearing in 2 2d4 magma or fire mephitis 7
a thick haze of smoke, boiling water vapor, and 3 Fissure 7
flame. As one travels north, the ground slowly 4 1d4 greater obsidian quasi-elementals* 9
changes from obsidian to solid stone, eventually 5. 2d4 average xorn (break through surface) 10
terminating in a massive stone wall stretching 6 Fossilization nexus 10
upward and disappearing into the haze and 7 | young adult brass dragon 10
smoke of the boiling sky. As one travels east, the 8. 1d4+1 efreet I
ground eventually “melts” into an oozing plain 9. 1d4 obsidian minotaurs* I
of magma as it nears the border to the Elemental 0. | purple worm (breaks through surface) 12
Plane of Fire. [l | young adult red dragon 13

12-20. No encounter
gfk—d'l,—g a‘f t\h_é%]'a_dﬁ p]‘a}_n *See the New Monster Appendix.
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The Black Plain is the result of the two elemen- i
tal planes joining in more or less equal parts. The glass
landscape is blistering hot to the touch and deals 1 point
of fire damage per round to any unprotected character
touching it or walking upon its surface. (An unprotected
character is one with light or no armor or a natural armor
bonus of +3 or less.) Protected characters or those resistant
to or immune to fire take no damage.

This vast swath of obsidian plate is at least 10 feet thick
and extremely dense. However, it can be cracked and
chipped because it is quite fragile despite its mass. When
broken it forms conchoidal chunks that can be fashioned
into incredibly sharp weapons (see sidebar).

Ash Storm: A typical ash storm comes on suddenly
and ends 2d6 minutes later just as suddenly as it began.
An ash storm consists of grayish-brown ash raining from
the sky that obscures sight and raises the temperature
in the affected area (dealing damage to those caught in
the storm).

The ash obscures sight, including darkvision, beyond
10 feet. Creatures and objects 10 feet away have conceal-
ment (20% miss chance). Creatures and objects farther
away have total concealment (50% miss chance and a
character cannot use sight to locate a target). Further,
a creature caught in an ash storm takes 1d6 point of fire
damage per round of exposure. Creatures immune to or
resistant to fire are immune to the fire damage. Wind has
no effect on an ash storm.

Fissure: The ground cracks open, creating several long
fissures in random locations within a 100-foot radius area.
A fissure is about 20 feet deep.

Each creature standing in the area must make a DC
20 Reflex save or fall into one of the fissures taking 6d8
points of piercing damage from the razor-sharp obsidian
and 2d6 points of falling damage.

Fossilization Nexus: One of the greatest dangers to
those traveling across this area is afossilization nexus. This
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is a web of cracks and fractures emerging from a central
fissure. A successful DC 25 Spot or Search check reveals
a fossilization nexus, though characters unfamiliar with a
nexus may not recognize it as anything more than cracks
in the plain. A typical fossilization nexus covers a radius
of 10 + 1d20 feet.

A creature touching any part of a fossilization nexus
must succeed on a DC 20 Fortitude save or immediately
be transformed into an obsidian statue (similar to a flesh
to stone spell). The condition can be removed by casting
break enchantment, limited wish, miracle, stone to flesh, or
wish. If a fossilized creature is removed from the Black
Plain while fossilized, it immediately crumbles to dust,
only recoverable then by a wish or miracle.

creatures af the bisckplain

The area where elemental earth and fire meet are home
to many creatures of one or both of the aforementioned
subtypes as well as several unique phenomena. General
encounters are with creatures of obsidian, earth, and
magma, the latter being more prevalent as one nears the
border of the Plane of Fire. Obsidian quasi-elementals,
obsidian minotaurs, purple worms, efreeti, and xorn are
common encounters on the Black Plain.

Additionally, somewhere on the Black Plain lies the
Tomb of Y’Cart (see below).

57 loet towb of eart

A bizarre perfectly square slab of stone roughly ten feet
tall and 200 feet on a side stands somewhere upon the
Black Plain although its exact location is unknown, and
none who have reached it have returned. There is only
1% cumulative chance per visit to the Black Plain that
the slab may be encountered as anything other than a
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mirage caused by the roil-
ing fires of the sky and the
sheer gleam of obsidian
glass. PCs climbing up the
sheer slab find that the
gleaming blackness seems
to flicker and reflect with
disturbing alien starlight.
A single stone staircase
flanked by jet black stone
sphinxes with the skeletal
faces stands in the center
of the slab. The staircase
descendsintovirtualnoth-
ingness.

PCs descending into
the darkness are magically
teleported into the after-

]

Obsidian Weapon
life of the vile God-King Ammunition
Y’Cart Chi’Namk. This Light Weapon

demi-plane is populated
by the souls sacrificed in
Y’Cart’s name. The plane

Weapons fashioned from obsidian grant the wielder a +2 bonus on the damage
roll and doubles the threat range of the weapon just as if wielder had the Improved
Critical feat Though most effects that increase a weapon’s threat range don’t stack,
this does. This stacks with other effects that increase the threat range, such as keen
edge or Improved Critical.

Only weapons normally made of metal can be fashioned from obsidian. Weapons
made of obsidian have one-third the hit points of a similar steel item (round up).
For example, an obsidian longsword has 2 hit points. Obsidian has 10 hit points per
inch of thickness and hardness 5.

Obsidian weapons are incredibly fragile. If reduced to O or less hit points, the
weapon shatters into thousands of immeasurably sharp shards that deal 1d4 points
of damage to the wielder (Reflex DC 15 half). Likewise, if the wielder rolls a natural
1 on his attack roll (regardless of any modifiers), the weapon must succeed on a DC
15 Reflex save or shatter with the same effects above.

One-handed weapon or one head of a double weapon
Two-handed weapon or both heads of a double weapon
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Cost Modifier
+4 gp

+30 gp

+130 gp

+250 gp

is relatively small encom-
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passing only ten square
miles, the majority of which is filled with alush jungle filled
with venomous fiendish serpents, crocodiles, hippopotami
and apes. Rising from the center of the Jungle stands the
cyclopean pyramid housing the Lost tomb of Y’Cart the
Eternal, and surrounded by the dwellings and temples of
his shadowy slaves. A black hole floats in the sky above
the pinnacle of the Pyramid, devouring the God-King’s
universe casting a hellish pallor over the jungle as star after
star is consumed for this ruler of the end of days. It is said
that none who enter Y’cart’s realm may escape except by
his leave which of course is never offered. The treasuries
of Y’Cart are believed to be filled with the malevolent
artifacts of his reign including perhaps the undead steeds
and harness of Narmer himself.

Y’Cart Chi’Namk the Eternal, Large Hunefer: CR
25; hp 603; see Appendix 1.

*See the Epic Level Handbook for details on the hune-
fer.

5. the glasg @z (el 5o )

The planar portal at the convergence of Fire and Earth
is known as the Glass Maze. The Maze stretches for miles
and miles before finally breaking down upon the Black
Plain. There are many entrances to the Plane of Molten
Skies that open first within the Convergence of Fire and
Earth. The Maze also contains a direct conduit to the
Elemental Plane of Earth. The Glass Maze is very complex,
consisting of hundreds of layers of cracked obsidian shelves
and shot-through with deep fissures that are hard to make
out among the reflective surfaces. Travelers seeking the
City of Brass via the Elemental Plane of Earth typically
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starve to death before ever finding their way out of the
maze. To make matters worse, marauding bands of obsidian
minotaurs who are nearly impossible to see against the
sheer cliffs and twisting pathways continually stalk the
Maze’smaddening corridors and shafts. The minotaurs were
constructed by The Grand Vizier of the City of Brass to
guard this entrance to the Plane of Molten Skies.

There is a 25% chance that 1d4 obsidian minotaurs
are encountered for every hour that the characters spend
within the Glass Maze.

Obsidian Minotaurs (1d4): CR 9; hp 96; Hide +16%;
see Appendix 2.

*Black Plain obsidian minotaurs have a +20 racial bonus
on Hide checks so long as they are in the Glass Maze.

F3 pitgof theeryetalgueen
(el variez)

At the heart of the Black Plain, Queen Widushka, a
wicked drider noble woman living on the Plane of Molten
Skies in exile for some unimaginable transgression against
the Spider Goddess, reigns supreme. Her domain is a broad
piece of land fives mile in length and two miles deep. It
looks, at first glance, like any other part of the elemental
conjunction. However, her hybrid drider-goblin warrior
slaves have in fact riddled it with hundreds of “trap door”
pits, which they man in rotating shifts an inside of which
they wait for unsuspecting prey to come within range.
Then, much like the mundane trap door spider, they leap
forth from their pit to capture it, drag down below ground,

and then bind with their fetid silk.
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The Pits extend far below ground,
forming a decidedly confusing network
of tunnels, tubes, and chambers all
lined with polished volcanic glass.

Some portions of the network are de-
signed explicitly for wall-walkers, and thus
appear to pedestrian travelers as being inverted
or upside down.

Queen Widushka has a voracious appetite. When
she and her slaves are not eating captured prey for
dinner, she can usually be found satiating her bizarre
appetite in her private chambers. The drider-goblins,
when they are off duty, entertain themselves
by creating new and interesting sports using
the various body parts yanked from the
Queen’s leftovers.

The Queen and her “subjects”

(such as they are) have no in-
terest in the world beyond the
borders of their pits. She couldn’t
care less about the Sultan in his
ugly brass bowl, nor does she
care about the fire giants
servicing Thane Brihnda.

She does not yet know

about the xill or the form-

ians, not that it would matter.

Queen Widushka, Noble Drider
Spider-Queen, Clr7: CR 14; hp 97; see Appendix 1.

Drider-Goblins (2d4): CR 4; hp 30; see Appendix 2.

Drider-Goblin Spellcasters (2d4): CR 4; hp 30; see
Appendix 2.

Unholy Spells Prepared (5/4/1; save DC 11 + spell level):
O0—cure minor wounds, inflict minor wounds (x2), resistance;
1st—doom, magic weapon, protection from good, sanctuary;
2nd—spiritual weapon.

Domain Spells (Destruction, Evil): Ist—inflict light
wounds; 2nd—shatter.

Treasure: 5,000 gp, 11 moonstones (75 gp each), wand
of summon monster 111 (26 charges).

57.cavesdl the glage aigrese ()

The Black Plain is home to an expanse of below surface
caves, accessible through a large vertical shaft or tunnel.
The tunnel descends 200 feet at a45-degree angle, its make-
up gradually changing from the dark obsidian rock of the
Black Plain to smooth polished glass. (Note, climbing the
tunnel requires a DC 45 Climb check, at least in the area
composed of smooth glass.) The tunnel eventually opens
into an expansive complex of glass caves interconnected
by massive corridors, all formed of smooth polished glass.
Scattered about the caves and corridors are glass statues
of various humanoids and other creatures, some wholly
intact, some chipped or shattered. The statues are in fact
the “petrified” remains of explorers that entered the caves
and couldn’t get out.

The glass caves have an effect on creatures
that stay too long within their confines. For every 5
minutes spent in the caves, a creature must make a DC
20 Fortitude save (+1 per previous save) or take 1 point
of Constitution damage as his body is slowly transformed
into glass. A creature reduced to Constitution O dies as
his body changes into solid glass and he becomes one of
the many statues littering this lair.

The caves are home to a family of 3 glass wyrms who
spend most of their time here and rarely venture out into
the surface world. The wyrms sustain themselves on a diet
of glass or flesh, either eating the glass statues scattered
throughout the caves or devouring creatures that enter
the caves (or sometimes journeying to the surface and
actually hunting prey). Often, the glass wyrms simply wait
for some foolhardy adventurer to stumble into the cave
complex, become lost, and eventually succumb to the
“glassing” effect of the caves. Once a creature is glassed,
it is either devoured or placed somewhere in the caves
as a decoration.

Glass Wyrms (3): CR 14; hp 168; see Appendix 2.

Treasure: 8,000 gp, 23 silver pearls (150 gp each ), wand
of keen edge (20 charges), +3 bastard sword.

Il \ L
&5 the eternal etore

A massive, impossible-sized sandstorm forms the border
between the Plane of Molten Skies and the Elemental
Plane of Air. Known locally as the Eternal Storm, this
maelstrom’s winds can be felt up to twenty miles away.
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speed of 6 miles per hour (60 feet per

L

the table below.

d20 Encounter

2d4 air mephits or dust mephits
| invisible stalker

1d2+2 wind walkers*

I Large lightning quasi-elemental

;
N

| elder air elemental

1d4 greater air elementals
2dé6 belkers

| aerial servant*

1d4 airships

No encounter

oL hAWN — —

9.

10.

Il
12-20.

*See the New Monster Appendix.
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Roll 1d20 for every hour spent traveling in this area and consult

2d4 Medium lightning quasi-elementals*

round). Airship Galley: AC 28; hardness
10; hp 300 (per 10-ft. section).

Airship Wargalley: Thissingle-masted
shipisabout 90feet long. It does not carry
cargo, but can carry up to 150 soldiers or

EL troops. A wargalley is used as an escort
7 for airship galleys. All wargalleys are
7 fitted with a ram and ballistae mounted
8 on firing platforms. It has a speed of 4
9 miles per hour (40 feet per round). Air-
10 ship Wargalley: AC 30; hardness 12; hp
: : 320 (per 10-ft. section).
Il
I CPEEtUr’géa'f

. ) )4
varies |fFi‘é elernal lorm

TheEternal Storm ishome toair elemen-
tals, belkers, wind walkers, aerial servants,

||__

Only the hardiest souls live along this border. Life here is
exceedingly harsh by local standards; for outsiders, it is an
impossibility at best and a death sentence at worst. The
fact that the Sultan from the City of Brass exiles many
of his worst political enemies to this deadly borderland is
a testament to just how bad it can be-it is, as they say, a
fate worse than death, and everyone knows just how fond
the Sultan is of the death penalty for those who irritate
him or otherwise get in his way.

effectzof theeternaletore

Any creature standing within half a dozen miles of the
Eternal Storm feels that he is staring into an infinite wall
of roiling sand, dust, and detritus. Attempting to cross into
the Plane of Air through the storm is suicide for all but a
very few creatures. The winds constantly blow in excess of
200 miles per hour, laced with grains of blazing hot sand
capable of slicing to shreds any creature without adequate
armor, thick skin, ormagical protection. Creatures entering
the Eternal Storm are affected as if by tornado-like winds
(see Weather Hazards in the DMQG). Further, a creature
takes 2d6 points of damage each round from the blistering
and burning sands unless it has an armor bonus (natural
or from armor) of +8 or higher.

Airships: Sailing on the wind unimpeded through
the Eternal Storm are 1d4 ships that resemble normal
waterborne craft save they are heavily armored...and
flying. Almost all airship encounters are with 1d2 galleys
escorted by 1d4 wargalleys.

Airship fleets come from various planes and worlds,
and just about any intelligent race can be encountered
at the helm.

Airship Galley: This 3-masted ship is 100 feet long
and 20 feet wide. It has a total crew of 150 men and can
carry up to 120 tons of cargo. Most are fitted with rams
and ballistae mounted on firing platforms. It moves at a
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lightning quasi-elementals and the like,
who flirt within the banks of whirling wind
and sand. Occasionally, heavily armored airships can be seen
traversing the borderland on their way to and from the City
of Brass, inevitably carrying exotic goods from deep within the
Elemental Plane of Air and other far away worlds.

&1 theegesfzod

Many say the Eye of God is but a mere myth or legend,
but in fact it is a very real and prominent part of the Plane.
Everyonceinagreat while,a ten-mile section of the Eternal
Storm calms down, becoming a gentle wall of refreshing
wind and, at times, rain. The last time people report the
Eye forming was over two thousand years ago. Some say it
was put there assentinel by the guardians of the Elemental
Plane of Air; others believe it isa temperamental puncture
in the fabric of the plane, a gateway to other worlds yet to
be discovered; and some academicians claim it is the part
of Sulymon that died when he shore his dark genius away
from his being, eternally destitute, confused, and alone
until such a time as it can be rejoined with it. Whatever
the case may be, the Eye isarare occurrence few people are
willing to let themselves believe in. However, one oddity
that actually supports belief in the Eye is that the region
where it is said to form is always free of sand. Instead, the
winds blow smooth and clean there.

There existsaminor cultdevoted to the Eye with temples
established in a few of the border towns.

) )
55 the Zreat gand 328

This desert of shifting sands and towering sand berm:s,
called the Great Sand Sea extends for miles into the Plane
of Molten Skies out of the borderlands around the Eternal
Storm. It is an inhospitable region to those not protected
against the natural temperatures of this area.
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] the great zand 225 L
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PaNdoe ENCoUnLErs

Roll 1d20 for every hour spent traveling in this
area and consult the table below.

1d20 Encounter EL
1-2. 2d4 advanced sandlings* 8
3. 2d6 sandmen* 8
4. 1d4 Huge air elementals 9
5-6. 1d6 death worms* 9
7-8. | elder air elemental Il
9. 1d4 noble djinn 12
10. | adult blue dragon 14
I, Id4 sand giants* 16
12. Sandstorm —
13-20. No encounter

*See the New Monster Appendix.

:||
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Movement through the Sand Sea is one-half normal
for all creatures not of elemental earth (those without
the earth subtype). Frequent sandstorms also pose a
considerable threat. The greatest danger however, is the
sweltering heat.

A character must make a Fortitude save once every 10
minutes (DC 15, +1 for each previous check) or take 1d4
points of nonlethal damage. Characters wearing heavy
clothing or armor of any sort take a —4 penalty on their
saves. A character with the Survival skill may receive a
bonus on this saving throw and may be able to apply this
bonus to other characters as well. Characters reduced to
unconsciousness begin taking lethal damage (1d4 points
per each 10-minute period).

A character who takes any nonlethal damage from heat
exposure now suffers from heatstroke and is fatigued. These
penalties end when the character recovers the nonlethal
damage she took from the heat.

Sandstorm: A sandstorm reduces visibility to 1d10 + 5
feet and provides a—4 penalty on Listen, Search, and Spot
checks. A sandstorm deals 1d3 points of nonlethal damage
per hour to any creatures caught in the open, and leaves
a thin coating of sand in its wake. Driving sand creeps in
through all but the most secure seals and seams, to chafe
skin and contaminate carried gear.

ereaturez of the great Znd 225

The Great Sand Sea ishome toair elementals, sandlings,

i

sandmen, and death worms, and it contains the berm
fortress of the Haidar, a barbaric tribe of sand giants who
serve llgomaxag the dust dragon.

Advanced Sandling: CR 4; SZ H Elemental [Earth,
Extraplanar]; HD 12d8+36; hp 90; Init +4; Spd 30 ft.,
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burrow 20 ft.; AC 18 (-2 size, +10 natural), touch 8, flat-
footed 18; BAB/Grap +9/+24; Atk +15 melee (2d6+10,
bite); Full Atk +15 melee (2d6+10, bite); Space/Reach
15 ft./10 ft.; SQ damage reduction (5/bludgeoning),
darkvision (60ft.), elemental traits, vulnerability to water
(slowed 1 round per 2 gallons of water, no save); AL N;
SV Fort +11, Ref +4, Will +4; Str 25, Dex 11, Con 17,
Int 4, Wis 11, Cha 11.

Skills: Listen +9, Spot +10. Feats: Alertness, Cleave, Im-
proved Initiative, Power Attack, Weapon Focus (bite).

s nestof thegray wyre (2l 33)

On the edge of the Great Sand Sea and the Parched
Expanse lives Ilgomaxag the dust dragon, who makes his
lair in a subterranean burrow formed of saliva-hardened
layers of dust and wind-blasted sand. Three tunnels connect
to his lair, with one emerging below the Palace of Dust,
another in the heart of the Haidar Fortress to the east,
and the third not far from the Highway of the Damned.
Dust ghouls haunt the tunnels (the initial 50 feet of each
tunnel goes straight down into the earth). Adventurers
unlucky enough to find themselves in the dragon’s lair
do not last long. Once the dust ghouls begin shrieking,
Ilgomaxag comes rushing to defend his home from the
intruders. Most creatures he simply eats on the spot; some
he toys with for a week or two before killing.

When the time is right, [lgomaxag plans to go after the
Sultan of the City of Brass (whom he hates with an abiding
passion). Asmuch as Ilgomaxag dislikes the upstart Sultan,
he realizes the Sultan is a more than a match for him. As
such, he is content to bide his time until someone else
can weaken him enough for the dragon to strike.

[lgomaxag considers himself the sovereign lord of the
entire southwest side of the Plane of Molten Skies, but he
doesnotreally expectfealty or obeisance from anyone other
than the Haidar giants, whom he saved from a particularly
ignoble fate a few generations ago. The one group he truly
hates is the nomads of Kush, the self-styled descendents
of the hedonist king from millennia past.

Dust Ghouls (3d6): CR 8; hp 65; see Appendix 2.

Ilgomaxag, Ancient Dust Dragon: CR 23; hp 432;
see Appendix 1.

Treasure: 15,000 gp, 10 clear quartz (50 gp each), 17
alexandrites (500 gp each), 5 blue diamonds (3,500 gp
each), ring of blinking, arcane scroll of 5 spells (antimagic
field, create undead, greater dispel magic, wall of iron, planar
binding), manual of bodily health +3, +5 thundering heavy
mace.

57 haidar iortreze (21 53)

The high walls of this sand berm resemble a child’s sand
castle, albeit on a massive scale. This fortress is home to
the wild Haidar, a tribe of sand giants who serve the dust
dragon Ilgomaxag unquestionably. The tribe consists of 22
adults ruled by a triumvirate of one barbarian chieftain,
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one sorcerer, and one cleric of Loki. The Haidar despise
the nightmare-riding nomads from the Plains of Kush, and
often ambush their caravans, ruthlessly slaying everyone
they encounter before returning to their fortress. One of
their favorite tactics is to open pits beneath the nomads
using their innate ability to manipulate the earth, and then
slice the heads off their enemies while they are trapped
and immobilized.

Haidar Raiders, Male Sand Giants (22): CR 14; hp
178; see Appendix 2.

Glaen, Female Sand Giant Clr8 (Loki): CR 18; hp
262; see Appendix 1.

Macyn, Haidar Chieftain, Male Sand Giant Bbn10:
CR 24; hp 330; see Appendix 1.

Rannyn, Male Sand Giant Sor8: CR 18; hp 246; see
Appendix 1.

Treasure: 5,000 gp, 1,300 pp, 11 onyx (50 gp each),
12 black pearls (500 gp each).

‘ 1) \ \
7. Lha ghallered peak

When the Plane of Molten Skies first formed, this vol-
canostretched all the way up into the sky, as perfecta cone
as ever seen on any world. Clouds completely enveloped
the peak. Some local cultures believe that the All-Mighty
Creator once lived atop it, and Sulymon lived at its base.
When Sulymon severed his dark genius away from his
soul, the Peak exploded with such force that it was felt on
every material plane. The land cracked and the barriers
between the bordering plains thinned, punctured in one
place where the Sea of Fire spilled in from the Elemental
Plane of Fire. The sky became angry. Molten rains fell.
The former paradise became a living hell over night, and
the efreet had their new Sultan to thank for that.

Today, all that remains of the once glorious peak lies
in pieces across the landscape. Towering mesas, jagged
buttes, and crooked pillars of stone and sand rise from
the earth like so many groping skeletal fingers. Winds
from the nearby border with the Elemental Plane of Air

howl through the crevices, picking up unbelievable speed
capable of hurling giants and dragons to their death against
the rock walls. The southern half of the Highway of the
Damned wends a careful path through the walls of the
colossal canyon.

creatureg of the ghattered peak

Travelers on this road must not only contend with
overpowering gusts of wind but also the unusual inhabit-
ants living within its confines: chimeras, abyssal greater
basilisks, dread wraiths, pyrohydras, barbed devils, and,
some people claim, the Tarrasque (though it has never
actually been seen, apparently existing solely in their
fevered imaginations).

5. the sgh-grinder arcolozy
(el variee)

These seven huge anthills serve as entrances to the
labyrinthine, underground fortress housing a formian
city-state that calls itself the ‘Ash-Grinder Arcology’
for reasons only they truly understand. No greater threat
to the authority of the Sultan of the City of Brass exists
upon the Plane of Molten Skies than the one posed by
these hyper-organized planar invaders. Defended by its
distinctly singular hive-mind, the formian fortress has
proven impregnable to the Sultan’s forces since the dis-
covery of their hills several years ago. This colony is three
times the size of the largest colony described in the MM,
and is further fortified and filled with captured slaves of
every race and creed dedicated solely to defending the
lives of their insect-like masters to the death.

The membersof the Ash-Grinder Arcology stumbled across
the Plane of Molten Skies quite by accident several decades
ago. The formian queen’s first taste of the realm was a mouth-
ful of disgusting ash, by-product from the convergence of the
Elemental Plane of Fire and the Plane of Molten Skies’ own
landscape. The hyper-logical part of her brain immediately

]

||__ calculated the exact number of ash

\ . particlesinhermouth, then calculateda

gl Séttgpga Pgak randaocs encounterg rough estimate of the number of particles

Roll 1d20 for every hour spent traveling in this area and consult W1Ct121n eyels.lgh.t, anﬁ thin came tolthe
sudden realization that the entire plane

the table below. was covered in enough ash to fill six
1d20  Encounter EL thousand formian citadel-cities on the
12 1d4 chimeras 9 Plane of Law. That, she decided, was
3. | spirit naga 9 unacceptable. Ash was, in her mind,
4.5 1d4 efreeti 10 the pure unadulterated incarnation of
6. I nine-headed pyrohydra 10 chaos. Ithad to go. She commanded her
7. | juvenile red dragon or juvenile silver dragon 10 workers to lay down the foundation for
8. | dread wraith T anew hive, telepathically feeding them
9-10.  1d2 bone devils or | barbed devil I plansto build new factories that she and
. | abyssal greater basilisk 12 her people would use to grind the ash
12-20. No encounter into an expression of pure logic. Since

then, the hive has grown enormously.
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She is constantly in an egg-laying state,
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frantic due to the fact that her people

]

. . . ) A )
just cannot possibly keep up with the H’a_glzé]*a_né randoc encounters
influx of filthy ash. Her warriors spend
the majority of their time fending off Roll 1d20 for every hour spent traveling in this area and consult the
raids from fire elementals, the Sultan’s table below.
dervishes, and Haidar bandits, in ad-
dition to capturing slaves to augment 1d20  Encounter EL
her workforce. l. Superheated ash cloud 6
Deep below the hive, miles under- 2. Hot spot ) 6
ground where the Plane of Molten 3. | greater fire -elemental 9
Skies transforms into indeterminate 4. Id4+1 Large fire eIement:ls 10
nether materials, are twenty thousand 3. 2d4 flame-spawned troll: 10
vaults filled with the product of the 6. 1d2 flame-spawned rocs . H
formian efforts to rid the realm of 7. Id4+1 fI?me-spawned dire bears I
ash. No non-formian has ever seen 8. | elder fire elemental I
them. 9. Id4+1 efreet Il
Workers (1,200): CR 1/2; hp 5. 10. Id4 fire giants 12
Warriors (120): CR 3; hp 26. I, | adult red dragon or mature adult brass dragon 15
Taskmasters (21): CR 7; hp 39. 12-20." Nio encounter .
Myrmarchs (32): CR 10; hp *See the New Monster Appendix.

L
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102.
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Dryzyxxl, Formian Queen, Ad-
vanced Formian: CR 23; hp 432; see Appendix 1.
Treasure: 20,000 gp, 15 moss agates (10 gp each), 2
black diamonds (4,000 gp each), ring of evasion, ring of
djinni calling, staff of necromancy (40 charges), +5 axiomatic

shock short sword, rod of flailing.

5 the biaztza tand

As one moves further east toward the borderlands with
the Plane of Elemental Fire, the ground gradually changes
into a wasteland of dry and fragmented rock covered in
a thick layer of ash. A bright, blistering orange glow can
be seen on the eastern horizon, but it is thickly clouded
with smoke and cannot be seen completely. A rolling
cloud of gray smoke obscures most of the sky above, with
a sporadic hellish glow peeking through every once in a
while. Thick clouds of gray or black gases and smoke roll
across the plain at random intervals.

Moving closer to the conjunction of the Elemental
Plane, the haze grows thick, burning the air from the lungs
of creatures not accustomed or immune to it. Closer still,
and flesh and bone begin to spontaneously ignite. The
transition from the Plane of Molten Skies to the Elemental
Plane of Fire is a subtle one for non-elemental creatures.
[t is also a change very few survive.

At times, some say, the fiery borderland seems to be a
sentient being. Many an efreeti and janni has attempted to
build a castle or citadel inside its barriers, but always to no
avail. Something seems to destroy such structures shortly
after construction is completed. One academic living in
the City of Brass reportedly saw an army of 10,000 marids
lay waste to one such fortress. (How this is could even
remotely be possible is anyone’s guess.) Strangely, natives
to the Elemental Plane of Fire seem to have immunity to
whatever force guides the destructions of efreeti citadels,
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their own lairs floating safely in the flaming curtain they
call the Phlogiston.

effectzaf the blastea lama

The Blasted Land is the derivation of elemental fire and
elemental air burning and sweeping across the landscape.
The ground isscorching hot to the touch dealing 1d3 points
of fire damage per round to any unprotected character
touching it or walking upon its surface. (An unprotected
character is one with light or no armor or a natural armor
bonusof +6 or less.) Protected characters or those resistant
to or immune to fire take no damage.

Further, a character must make a Fortitude save once
every 10 minutes (DC 15, +1 for each previous check)
or take 1d4 points of nonlethal damage from the heat.
Characters wearing heavy clothing or armor of any sort
take a —4 penalty on their saves. A character with the
Survival skill may receive a bonus on this saving throw
and may be able to apply this bonus to other characters as
well. Characters reduced to unconsciousness begin taking
lethal damage (1d4 points per each 10-minute period).

A character who takes any nonlethal damage from heat
exposure now suffers from heatstroke and is fatigued. These
penalties end when the character recovers the nonlethal
damage she took from the heat.

Superheated Ash Cloud: A superheated ash cloud is a
mixtureof thick, billowingsmoke andsuperheated atmospheric
gases. An ash cloud is gray or black in color and occasionally
bursts with an orange glow as it rolls across the ground. Such a
cloud is typically 50 feet across and moves in a random direc-
tion across the ground at a speed of 30 feet. Creatures caught
in or entering a superheated ash cloud must make a DC 20
Fortitude save each round they remain in its confines or take
1d10 points of fire damage and 1d6 points of Constitution
damage from the choking ash.
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Hot Spot: A hot spot is formed in an area where a
blast of elemental fire has detonated. The superheated
gases and resulting fire intermingle to actually liquefy
the ground in the area. As it cools, the ground hardens
again, but remains superheated for a time. A typical hot
spot covers a 20-foot radius and deals 3d10 points of fire
damage per round to creatures contacting it.

ereaturez of the blastzd lana

Efreet from the City of Brass often come here to hunt
in large boisterous groups, immensely enjoying the sport
of hunting the endangered flame-spawned rocs (which
they call ruknar). Further encounters in this area are with
efreeti, burning dervishes, and various flame-spawned
creatures. (Flame-spawned is a new template detailed in
the Appendix.)

o phiegatn

A shimmering, psychedelic curtain of fire separates the
Plane of Molten Skies from the Elemental Plane of Fire.
This barrier, called the Phlogiston, appears to onlookers
as a rolling sheet of flames, a slow-moving waterfall of
liquid fire that inexorably reaches into the boiling sky.
Creatures foolish enough to wander too close, or actu-
ally enter the Phlogiston, sustain fire damage from the
scorching elemental fire.

effecteat the phisgiztan

Within 100 feet of the Phlogiston, a character takes
3d10 points of fire damage each round (no save). Within
30 feet of the Phlogiston, a character not only takes fire
damage, but also must succeed on a DC 20 Reflex save
each round or catch fire. A character coming into contact
with the Phlogiston takes 20d10 points of fire damage
and must succeed on a DC 20 Reflex save or catch fire.

Fire resistance offers protection against the effects of the
Phlogiston, while characters immune to fire are completely
unharmed.

creaturegof the phiogieton

The area around the Phlogiston is home to fire el-
ementals, magmoids, fire and magma mephits, rast,
salamanders (who often build floating fortresses on the
fringes), efreet (who often build outposts near the Phlo-
giston), and many other fire creatures.

T eitadeof the fire thane
(zurturethans) (8132)

Rising mirage-like from the shattered lands of the Blasted
Land stands this cyclopean fortress of charred iron. Called
the Citadel of the Fire Thane, it serves as outpost to one
of Surtur’s trusted lieutenants upon the Plane of Molten
Skies. Surtur is the main god in fire giant culture, and the
patron lord of all fire, flame, smoke, and ash.

A large force of fierce fire giants, who typically hire
themselves out as mercenaries to the Sultan in order
to bolster his army and city watch, occupies the fortress
and the lands around it. They also frequently work as
bodyguards to the various amirs, beys, and pashas who
comprise the ruling class of the City of Brass.

The smiths of the great forge in the bowels of the Citadel
work day and night, hammering out huge weapons and
armor for trade within the Bazaar of Arms in the City
of Brass.

Thane Brihnda rules the Citadel. Devastatingly beauti-
ful and unimaginably cruel, she is a daughter of Surtur.
Thane Brihnda serves the purposes of her immortal father
by ingratiating her servants into the good graces of the
Sultan of the City of Brass. Surtur seeks to eventually
topple the Sultan, thus furthering his dominion beyond

]

the table below.

Id20  Encounter

I 1dé+4 magmin

2 I magmoid*

3 1d6+4 fire or magma mephits
4. | greater fire elemental

5. 1d4+2 rasts

6 1d4+1 Large fire elementals
7 | elder fire elemental

8. | ten-headed pyrohydra

9 1d4+2 efreeti

*See the New Monster Appendix.

:||
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the phicgigton encotnters

Roll 1d20 for every hour spent traveling in this area and consult

of Fire.

The Sultan, of course, has his own
designs and seeks instead to dominate
Thane Brihnda’s heart and mind, hop-
ing touse her ashis meansfor ensnaring
L and destroying Surtur and claiming the
divine mantle of fire for himself as well

his kingdom in the Elemental Plane
L

as extending his domain deep into the
Elemental Plane of Fire. These decep-
tions and machinations are very far
9 reaching, so it would not be surprising
10 in the least if they somehow reached
T the characters.

T If the characters can impress Thane

O NNNMmMm

_ 12 Brihnda with their martial prowess, she
10. | adult red dragon or mature adult brass dragon 15 may give them a writ of passage, using
1 Yo o them to do her dirty work in remov-

ing the Sultan from the throne of the
City of Brass. On the other hand, if

27



chapter 3: plane ot the @olten skiee

they catch the Sultan’s attention (and even survive the
experience), he may decide to send them against the fire
giants as distraction while he quietly prepares his army for
a full-fledged invasion (though he must first rid himself of
the fire giants patrolling the streets of his City...).

Citadel Fire Giants (32): CR 10; hp 142.

Thane Brihnda, Female Fire Giant Demigoddess
Bbn7/Sor7: CR 20; hp 274; see Appendix 1.

Treasure: 20,000 gp, 300 pp, sapphire pendant on
platinum chain (1,000 gp), 3 brass and platinum goblets
with ruby inlay (3,000 gp each), brass idol of Surtur
(7,000 gp).

. gfrestioutpost (el varies)

Against the basked landscape rises a spiraling fortress of
basalt and brass. This fortress serves as an outpost for the
efreeti of the City of Brass. The ground floors serve as a
feasting hall, kitchen, servants’ quarters, and stables. The
upper floors house the guard barracks and commanders’
quarters. Beneath each tower is a catacomb of passages
and chambers that serve as detention areas, armories, and
smithies (where djinni slaves forge weapons and armor
for the outpost’s troops and commanders).

Each outpost is more or less identical in size, structure,
and force size. An outpost houses about 30 efreeti troops
and a single malik that acts as the outpost commander.
Each malik reports to his regional commander (an amir).
One amir controls the northern regions of the Plane of
Molten Skies while the other controls the southern region
of the Plane. The amirs are usually found residing at one
of the fortress outposts within the area they control.

Most efreeti patrols on the Plane of Molten Skies
originate from one of these fortresses.

All djinni slaves are fitted with a brass collar (see Ap-
pendix 4).

Djinni Slaves (4d10+40): CR 5; hp 30.

Efreeti Soldiers (2d10+20), Male Efreeti: CR 8; hp
75; see Appendix 1.

Malik, Male Efreeti Ftr5: CR 13; hp 110; see Ap-
pendix 1.

Amir, Male Noble Efreeti Ftr5: CR 16; hp 152; see
Appendix 1.

) AN
Tix;gla xaltaz,

fertrezzsf theil (&lm)

The xill maintain this fortress on the mud flats just beyond
the Black Plain, an effort on their part to covertly observe
the activities of the various forces who vie for dominion of
the Plane’s resources and eldritch qualities. The pod-shaped
fortress, called Xigla Xaltazinxill'srumblinglanguage, isheavily
shielded from the intense heat of the Plane of Molten Skies
by various magical protections of xill origin. The fortress has
no apparent opening as the xill who dwell within it simply
use their planewalk ability to enter and leave it. Bands of xill

hunters often ambush small groups of travelers from the Ethe-
real plane, killing most whom they encounter in this manner.
They occasionally take prisoners to Xigla Xaltaz for torture,
for food, or to be used as slaves.

Fifty xill hunters reside in the fortress. They travel the
Plane of Molten Skies in hunting gangs of five. These
hunting bands are comprised of 4 normal xill and one
powerful leader. Xilyat Xaygon Xill, a large brute of a
specimen, commands the fortress with an iron will. He is
prone to having his soldiers gather on the plane outside
the fortress on a daily basis to listen to him lecture about
the xill’s manifest destiny. As the months wear on, it is
becoming increasingly obvious that Xilyat is insane. He
demands more prisoners, hoping to pump them for any
and all information on the hated City of Brass. His other
primary enemy is Than Brihnda and her clan of smelly,
sulfur-stinking giants, but he is less worried about her than
the Sultan. Xilyatdoesn’t yet know about the Ash-Grinder
Arcology on the opposite side of the plane. If he did, he
would probably lose his mind entirely. A three-sided war
is one with which he cannot cope at this time.

One prisoner recently captured by the fortress’ hunters is
Hasan bin Hamani, aburning dervish merchant whoworked
for house Quahari. The xill captured Hasan and murdered
all his bodyguards as they journeyed back to the City of Brass
from the Elemental Plane of Earth. His writ of passage, which
allowed Hasan and any persons in his company admittance
to house Quahari, is currently in the fortress treasury. If
provided with the opportunity, Hasan tells the characters
that house Quahari are willing to offer 10,000 brass pieces
as a reward for his rescue. Other slaves and prisoners inside
the fortress are of various races and character classes. The
DM should feel free to add any NPCs he feels appropriate,
or use xill prisoners as replacement characters for any player
characters that have died.

Xills (40): CR 6; hp 32.

Xill Leaders, Advanced Xills (10): CR 8; hp 65; see
Appendix 1.

Xilyat Xaygon Xill, Male Xill Clr10: CR 16; hp 97;
see Appendix 1.

Hasan bin Hamani, Male Burning Dervish Ftr5: CR
12; hp 81 (currently 30); see Appendix 1.

Hasan bin Hamani does not have any of his possessions
(theywere confiscated by the xill when they captured him).
His +1 falchion and +1 leather armor lay in the treasure
chamber with the xill’s hoard. Hasan is fitted with a pair
of xill inhibitor bands (clasp around his wrists) that sup-
press his spell-like abilities, plane shift ability, and ability
to assume flame form. The bands are constructed of an
unknown metal (hardness 10, hp 20).

Treasure: 13,000 gp, 12 smoky quartz (60 gp each)), wand of
owl’s wisdom (19 charges), cloak of displacement (minor).

@ thalana 2 lavaguiter (217)

Mournful singing rings through the air long before a
person see the beautiful maiden who appears to be made
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of smoke and fire sitting atop a steaming stone in the
midst of the lava pool. Oily, smoldering tears mar her
enchanting face as she sings a sad lament.

Thalana is a fire nymph. She is singularly uninterested in
combat as she has much more important problems occupying
herthoughtsat the moment. Wyrthil, an elemental fire dragon,
kidnappedhersister Yisminarecently. If the charactersapproach
Thalana peacefully, she begs them to rescue her sister. Should
they accept her entreaty, she gives them 3 potions of resist ele-
ments (fore), and a +3 icy burst glaive. If they take her treasures
and do not return with her sister within 4 days, she goes out
in search of them. If the PCs cheat her, and she suspects it or
knows it for sure, she enlists the aid of a huge fire elemental
to get her things back.

Unbeknownst to Thalana, Wyrthil has already sold her
sister to the owners of the Purple Veil in the City of Brass.
If the characters return to Thalana with this news, she
implores them to rescue Yismina and gives the characters
aring of minor fire resistance as additional payment. Should
the PCssucceed inreturning Yismina, Thalana gives them
a necklace of frost (see Appendix 4 for details).

Thalana the Fire Nymph: CR 4; hp 11; see Appendix 2.

Huge Fire Elemental: CR 7; hp 136.

& the gpire of
Yazraa the @ad (2 55)

This extinct volcanic cone is home to Abul al’Hazrad,
known more commonly as the Mad Wizard. AI'Hazrad can
seldom be found within his fortress, however, as he often
wanders the Elemental Plane of Fire in other guises, or is off
traveling the planes gathering the secrets of the universe.
There is a 20% chance that he is actually in the spire.

Dangerous magical and mechanical traps designed to
ensnare or destroy outsiders protect Hazrad’s spire (DMs
should determine the exact type and number of traps); he
isquite paranoid, deathly afraid that demonic and infernal
lords, and every servant under their command, is stalking
him. He has already captured several of these demonic
assassins. They are bound by his obscenely powerful magic
and set to the task of guarding his abode at all times.
Although al’Hazrad is not really evil, he is truly insane.
If he is at home, he may invite the characters in only to
murder them under suspicion of being spies for the demon
lords. Or, he may just deny them admittance altogether,
preoccupied as he is by a horse of a different color.

Al'Hazrad keeps a secret tome hidden within his inner
sanctum sanctorum. It contains all arcane summoning
and abjuration spells known. The book is affected by a
horrible curse that requires all who read from it to make
a DC 20 Will save or be struck permanently mad as by
an insanity spell (caster level 18th).

Velech, Male Balor (bound): CR 20; hp 290.

Azinor, Male Glabrezu (bound): CR 13; hp 174.

Abul al’Hazrad the Mad Wizard, Male Human Wiz20:
CR 20; hp 70; see Appendix 1.
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Treasure: 20,000 gp, 3 yellow topaz (500 gp each), 14
red garnets (100 gp each), 1 black emerald (1,200 gp).

T\ L T
& GIgrLhil 3 & (&l=3)

Wyrthil the elemental fire dragon lives within the
bowels of a great volcano known as the Ghoul’s Mountain.
The volcano is active, vomiting forth smoke, ash and fire
atregular intervals (20% per hour that an eruption occurs).
See the description under Features, earlier in the chapter,
for details on what happens when characters are caught
out in the open during a volcanic eruption.

Wyrthil is a vicious predator, often hunting nomadic bands
of jann, and small bands of travelers. He has been known to
capture important-looking individuals and ransom them back
to their families or sell them into slavery. Characters seeking
Wyrthil in order to rescue the fire nymph Yismina from his
clutches may learn that she was sold into slavery at the Purple
Veil in the City of Brass if they parlay with him.

Mechanical traps guard the dragon’s lair, the most
common being covered pit traps and chutes that drop
characters into deep pools of red hot magma. Twenty
lava children serve Wyrthil. They dive deep into the
molten stone beneath his volcanic fortress to pull up
the elemental diamonds he covets so much. The dragon
spends much time wallowing in his impressive hoard,
enamored by their inherent magic. Elemental diamonds
are fully detailed Appendix 4.

Covered Pit Trap (Magma Pool): CR 10; mechanical;
location trigger; manual reset; hidden lock bypass (Search
DC25,0pen Lock DC30); DC20Reflex save avoids; 50ft.
deep (5d6, fall); multiple targets (first target in each of two
adjacent 5-ft. squares); filled with lava (20d6 fire damage
per round and 10d6 fire damage 1d3 rounds after exposure
ceases); Search DC 16; Disable Device DC 25.

Wyrthil the Fire Elemental Dragon: CR 22; hp 300;
see Appendix 2.

Lava Children (20): CR 3; hp 22; see Appendix 2.

Treasure: 27,000 gp, 14 elemental diamonds (see the Ap-
pendix), +4 flaming longsword, +3 chainmail of fire resistance
(fire vesistance 10) , wand of fear (19 charges), gem of seeing,
bracers of armor +5, staff of fire (40 charges), potion of aid,
potion of delay poison, potion of remove paralysis.

77 the eatswander warren (21 56)

A craggy outcropping of rocks and lava tubes functions
as the basis for this outpost of fiery salamanders. They
despise the efreet and their ilk, mainly because the efreet
are so annoyingly arrogant and bloodthirsty. Their Sultan’s
mad lust to wage war against the King of Salamanders,
who rules his own section of the Elemental Plane of Fire,
disturbs them greatly. After all, their plane is practically
infinite in scope, so they cannot fathom why the Sultan
wants their particular piece of territory.

Prince Asmyr is the master of this salamander listen-
ing post on the borderland between the Elemental Plane
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a competent Sorcerer. Roll 1d20 for every hour spent traveling in this area and consult the table below.
Five other noble sala-

manders serve beneath 1d20  Encounter EL
him. Each of one of l. 1d3+2 common cobalt vipers 6
them has a squad of 2. | giant cobalt viper 6
10 salamander sol- 3. | elder xorn 8
diers, whom they use 4, 2 bulette 9
to scout the plane. 5. | greater earth elemental 9
Thesalamanders avoid 6. 1d3+2 average xorn 9
direct confrontation 7. 1d12+4 gargoyles 10
with the Sultan’s forces 8. Id4+1 Large earth elementals 10
and his various teams 9. | elder earth elemental I
of dervish assassins. 10. Fandir hunting party (2 swordsmen, 2 archers, | spellcaster) 14
Other creatures are I | adult blue dragon 14
fair game, however, [2-20. No encounter

and the salamanders

think nothing of cap- *See the New Monster Appendix.

turing and slaying any

L
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they catch snooping
around their base. Hid-
den within the base is a portal that opens directly onto
the Salamander King’s court on the Plane of Fire, and
another portal that leads to Level 10: The Lava Pit in
Rappan Athuk 3. Both are well-hidden and trapped with
an array of runes and spells (they deal no damage to the
salamanders).

The prince makes contact with another group of in-
surgent salamanders embedded inside the City of Brass
called the Samaghar. They hail from a different clan,
one with a grudge against the Sultan that is even deeper
than the one his king bears. The Samaghar have proven
themselves time and time again, and so he trusts their
leaders implicitly.

Soldiers, Average Salamanders (50): CR 6; hp 58.

Lieutenants, Male Noble Salamanders (5): CR 10;
hp 223.

Prince Asmyr, Male Noble Salamander Sor9: CR 19;
hp 161; see Appendix 1.

Treasure: 14,000 gp, 500 pp, 17 fire opals (600 gp
each).

& thestzal garol\sn (el variee)

Acrid plumes descend from skies above the plain, burn-
ing paths through the flame-drenched sky. Light sputters
in mute roars consumed immediately upon issuance by
the fury of the sky fires. A canopy of mercurial clouds and
fumes of caustic haze drapes over this great metal forest,
a dazzling canvas of turgid colors and swirling infernos.
The volcanoes scattered throughout the steel jungle erupt
continually to contest the anger of the sky. Dragons and
other awe-inspiring magical beasts inhabit these burnt
skies, soaring through the noxious vapors and wading
through the macabre silvered trees, mighty trees whose
leaves are made of ultra-fine growing metal, leaves that
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blow in the fetid breeze and rust in the autumn, swaying
trees that lurch up in the inhospitable environment,
thriving off the heat and stagnant air.

This is the Steel Garden, and a secretive tribe of fandir
(steel elves) known as the Qadir Nizar rules it. By all ac-
counts, the Nizar are regarded as little more than bandits
by the efreet Sultan, who covets the living metal growing
in this bizarre jungle. Those who enter the garden find the
eyes of the Qadir Nizar are always watching them, awaiting
some subtle cue from their Steel Mistress to strike with a
primal ferocity born of this harsh climate.

Besides the Nizar, several other creatures are indigenous
to the Steel Garden, bulettes, gargoyles, and poisonous
snakes known as cobalt vipers with eyes that mirror that
of the roiling sky above and whose venom is so deadly
that just being in proximity to it can cause death. They
slither through the rusted underbrush, carefully stalking
their prey. Brass vines tug at leather armor, iron-brush
scrapes gashes in boots, and intermittent pathways twist
and weave through the dark heart of the forest.

A typical Nizar hunting party consists of 2 archers, 2
swordsmen, and 1 spellcaster (usually a druid). They use
the cover of the steel forest to conceal their approach, and
if their queen orders the death of those trespassing in her
metal paradise, they strike swiftly and mercilessly.

The Qadir Nizar number nearly 200 individuals. They
are led by the Steel Queen, Sunthelia, who it is said is
a living embodiment of the twisted metal jungle, and as
such isimmortal for as long as it stands. The Sultan’s forces
have found it impossible to dislodge the Qadir Nizar from
their home, as every raiding party and assault force sent
to invade the jungle has been destroyed utterly.

Sunthelia’s animal companion is a dire tiger named
Steelfang. He is by her side at all times.

Qadir Nizar Archer, Male or Female Fandir, Rgr10:
CR 10; hp 65; see Appendix 1.
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Qadir Nizar Swordsman, Male or Female Fandir Ftr10:
CR 10; hp 75; see Appendix 1.

Qadir Nizar Spellcaster, Male or Female Fandir Drd10:
CR 10; hp 55; see Appendix 1.

Qadir Nizar Steel Queen, Sunthelia, Female Fandir
Drd20: CR 20; hp 130; see Appendix 1.

Steelfang, Male Dire Tiger: CR 8; hp 135; see Ap-
pendix 1.

®. thezeasffire

The Sea of Fire is an inland sea, except unlike those
found on any of the material planes this one is a blast-
ing, roaring, inferno of boiling oil and fire. A portion
of it extends into the Plane of Molten Skies, while the
majority of it is actually found on the Elemental Plane of
Fire. The City of Brass floats upon the Sea of Fire in its
great brass bowl and is anchored to the Plane of Molten
Skies by an obsidian bridge.

Much of the time, the Sea of Fire is a roiling maelstrom
of liquid fire. At other times, it is a calm sea of boiling oil
with demi-flames dancing across its surface just waiting
to ignite the entire lake. Hundreds of different species
of creatures make their home beneath the waves, while
other beings make their living plying this vast burning
sea gathering raw materials from the Elemental Plane of
Fire, or bringing trade and piracy to the other demi-planes
touched by the sea. The most powerful of the beings sail-
ing its surface are the Fire Sea Corsairs, a band of roving
efreet pirates, reavers, and ne’er-do-wells.

Likewise, salamander raiders also dwell deep within the
Sea of Fire. They lay waiting in ambush to attack the cogs
and caravels of merchants bearing loot-laden cargos to the
City of Brass. The salamander raiders take particular delight
in hampering or hindering the Fire Sea Corsairs.

effectzof the zeasffire

A creature making physical contact with liquid fire
takes 6d10 points of fire damage and must succeed on a
DC 15 Reflex save or catch fire (see Catching on Fire in
the DMQG). A creature foolish enough to submerge himself
in liquid flame or swim in liquid fire takes 20d10 points of
fire damage for each round of contact. Magical protection
reduces the damage and creatures immune to fire do not
take damage, but can still drown if they sink beneath the
surface (see the Drowning rules in the DMG).

Creatures swimming in areas where the oils of the Sea
of Fire are unlit take 5d6 points of damage per round if
completely submerged or 1d6 points of damage from being
splashed with the boiling oil.

the fire seacoraaire

The Fire Sea Corsairs sail in brass plated galleys across
the rolling flames and burning oils of the Sea of Fire.
Most of their ships possess some sort of magical shielding
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Roll 1d20 for every hour spent traveling in this area
and consult the table below.

1d20 Encounter EL

| 1d4+1 azer fishermen 5

2 | greater fire elemental 9

3 | fire whale* 10

4. 1d4+1 oil sharks* 10

5. 1d4+1 Large fire elementals 10

6 I elder fire elemental Il

7 | young adult red dragon 13

8. Salamander pirates I5

9 1d4+1 volcano giant* fishermen |7
10. Salamander traders varies
Il Fire sea corsairs varies
12-20. No encounter

*See the New Monster Appendix.

Fire Sea Corsairs: An average sized fleet consists
of 2d4 galleys, 3d4 oil skimmers, and 1 warship. The
crew consists of burning dervishes who oversee the
enslaved rowers. All answer to the captain of each
ship (an efreeti with maximum hit points).

Burning Dervish Crewmen: CR 7; hp 49; see
Appendix 2.

Efreeti Captain: CR 8; hp 100.

Salamander Pirates: A roving band of pirates in a
seized corsair galley. The crew consists of 5d4+10 sala-
manders led by their captain (a noble salamander).

Salamander Pirates (5d4+10): CR 6; hp 58.

Salamander Captain: CR 10; hp 112.

Salamander Traders: A smallfleet of galleys hauling
goods and slaves. Each galley has 10 crewmen (sala-
manders), a retinue of slaves that function as rowers,
and a noble salamander captain.

Salamander Crewmen (10 per ship): CR 6; hp 58.

Salamander Captain: CR 10; hp 112.

1 I
to protect their rowers, hulls, and sails from the intense
heat emanating off the water. Corsairs frequently make
forays into the Elemental Plane of Fire to hunt the King
of the Salamanders’ privateers and trade ships. Corsair
captains often purchase foreign slaves from the Slave
Bazaar in the City of Brass to row their great vessels. Life
is short aboard these vessels as the brutal efreeti captains
and their burning dervish crewmen achieve all new levels
of cruelty and contempt.

The Corsairs are separated into three distinct types,
each of which is responsible for different tasks:

The Corsairs of Transport: These are used to trans-
port slaves and living brass collected on missions on the
Sea of Fire. These monstrous vessels can carry up to 150
tons of cargo over large distances, primarily because of
strong magical enhancements placed on the hull by the
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This sidebar details the various ships used by the
Fire Sea Corsairs.

Corsair

Vessel AC Hardness Hp* MPH
Galley 30 10 300 4 miles
Warship 32 15 350 2-1/2 miles
Skimmer 25 10 100 6 miles

*Hit points are per |10-foot section. Galleys and
warships have self-repairing hulls that automati-
cally heal 1d4 points of damage per hour.

1 I

Sultan’s wizards. If the need arises, these galleys can be
used to transport up to 200 men with enough provisions
to last one month.

A full galley crew consists of one captain, 10 overseers,
and as many as 50 oarsmen. The oarsmen are generally
azer slaves who are made to row until they drop from
fatigue, at which point they are replaced by a backup and
allowed one hour to rest. Many azer slaves have rowed
themselves to death on journeys that were meant to col-
lect more slaves.

The Corsairs of Travel: Their small sizes and unique
hulls allow them to travel swiftly over the fiery sea. The
skimmers also perform as scouts, and there is usually a
patrol group of ten traveling in a pre-determined route in
order to keep an eye out for invaders. If such an invasion
occurs then the skimmers first notify the commanders of
the Corsairs of Arms. Each skimmer is equipped with a
ballista.

The Corsairs of Arms: This is the Sultan’s fleet of war-
ships. They remain docked most of the time unless called
upon to defend the city against attacks from the Sultan’s
numerous enemies. Each warship is nearly 150-feet long,
has a single gargantuan mast, and is propelled by up to
250 oarsmen. The bow of each warship boasts a heavy
catapult that can take aim at any target in front of the
ship. There are two ballistae on the port and starboard
sides of the ship, each of which can take aim at any target
on their respective sides. A typical crew consists of one
captain, 3 burning dervish wizards, 6 lieutenants, and 250
oarsmen. These vessels can, if the need arises, carry up to
50 additional soldiers, but only with enough provisions
for one week.

The hulls of the warships and galleys are composed of
living brass, making them not only resistant to the heat of
the Sea of Fire, but also capable of self-repair to a limited
extent. The hulls of these ships can essentially “heal”
themselves at the rate of 1d4 hp per hour.

5. halt of the volean lordz (81 53)

Deep within the recesses of an active volcano located
near the shores of the Sea of Fire, a network of interwoven
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tunnels and subterranean caves houses a tribe of volcano
giants. The tribe consists of 15 adult males and 5 adult
females. A powerful warrior chieftain lords over them.

The volcano giants spend their leisurely time fishing
on the banks of the Fire Sea. On occasion, small hunting
bands use fireproof canoes to maneuver across the sea in
order to find the best fishing spots. Other activities include
hurling volcanic rocks at ships or creatures in or on the
Sea of Fire (though they do not hurl such rocks at the
Fire Sea Corsairs or other efreet for fear of incurring the
wrath of the Sultan).

The giants despise the salamander raiders that live in the
sea, as they have lost more than one canoe and hunting
party to their trickery and evil. Volcano giants attack the
salamanders in the Sea of Fire on sight. Those that are
slain are carried back to the giants’ lair, where their hides
are used to make clothes or household decorations.

Volcano Giants (Male and Female) (20): CR 14; hp
178; see Appendix 2.

AhiMau Haka, Chieftain, Male Volcano Giant Ftr10:
CR 24; hp 293; see Appendix 1.

Treasure: 19,000 gp, 1,100 pp, 22 rose quartz (70 gp
each), 5 star rubies (1,000 gp each).
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See Chapter 4 for information on the Bazaar of Beg-
gars.

5. CEVErTE 81 abduahihab
(&l varies)

The cracked ground in this area covers a well-hidden trapdoor
(Search DC 30) that opens to a set of blackened stairs winding
down. The stairs end in a large chamber of blackened rock with
hallways venturing off to the north and south. The hallways in
turn lead to many interconnected and underground passages and
chambers. Most all of the passages and rooms are coated (walls,
ceilings, and floors) with a 6-inch layer of molten brass to prevent
trespassers not immune to fire from wandering around down here.
The entire complex is hot and PCs spending any time down here
are subjected to the effects of extreme heat (see Heat Dangers in
the DMG). Touching the walls, ceilings, or floors deals 2d6 points
of fire damage per round of contact.

Thisunderground network of passagesand roomsserveasthe
base of operationsfor the Abdul-Shihab, the Servants of Flame.
The cultis relatively new (in elemental terms) and consists of
many like-minded individuals of varying races who all have
one thing in common—their dislike of non-fire creatures,
particularly creatures from the various Material Planes. To
Abdul-Shihab, such creatures are trespassers and interlopers
and are unwelcome for they jeopardize the balance of the
planes and the way of life of the denizens of the Plane of Fire.
Likewise, creatures aiding or befriending such interlopers are
despised as well, perhaps even more. Abdul-Shihab’s ultimate
goal is to close all portals leading to the other elemental planes



aity of brase

blackened tongue from the last chunk of
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solid earth upon the Plane of Molten Skies

towards a burnished brass bowl floating

Roll 1d20 every 5 minutes spent in the passages and chambers. upon a sea of boiling oil off in the horizon.

Towering over the lip of the brass bowl,

1d20  Encounter EL gleaming minarets and glittering jeweled

l. 2d4+2 azers U domes appear to shimmer like a mirage
2. 2d4 azers, plus salamander 8 upon the horizon.

3-4. 1d4+2 average salamanders 10 Here, the sky appears to have almost

3. |d4 salamanders plus | noble H a greenish tinge to it, as if alchemical

6 2d4 e'free.t 12 fire licks the very edges of the sky with

7 1d4 fire giants 12 their curious light. An almost endless

8. Sabir Qudamah plus 2-4 average salamanders 18 stream of travelers makes its way to and

9-20.  No encounter from the Obsidian Bridge, many appear

5

from thin air in front of the bridge itself

and the Material Planes, thereby sealing the planes to outsiders
(defined as any creature not of the Plane of Fire).

Abdul-Shihab’s members consist of azers, salamanders,
afew fire giants, some efreet (including one or more noble
houses of the City of Brass), and various other fire races.
Flame-spawned and cheitans (see Appendix 2 for these
creatures) are not accepted as members; both are consid-
ered an abomination and are killed whenever possible.
Likewise, burning dervishes are shunned for their racial
heritage and their beliefs (most of them anyway).

The Abdul-Shihab despises the Sultan of the Efreet and
would like to see him killed. Accordingly, while enmity exists
between this cult and the burning dervishes, they sometimes
work together to accelerate the downfall and destruction of
the Sultan. Such alliances are extremely short-lived at best.
Other alliances with like-minded earth and air elementals
exist, but they too are generally short-lived. Abdul-Shihab
never associates with creatures of elemental water.

To the general populace of the City of Brass and the sur-
rounding planes, the Abdul-Shihab is relatively unknown.
They would like to change this in the near future. Recent
activities have seen members waylaying travelers, killing and
robbing them; the kidnapping of a prestigious member of a
noble house of the City of Brass (the noble was eventually
ransomed back to the family); and the burning down of various
tents within the Bazaar of Beggars. As their numbers grow
and expand, their activities are likely to increase as well.

The current leader of the Abdul-Shihab is Sabir Qu-
damah, a noble salamander of great strength and evil.

Characters wandering the halls here are very likely to
encounter several members of Abdul-Shihab.

For all encounters, other than Sabir Qudamabh, use the
statistics in the MM.

Sabir Qudamah, Male Noble Salamander Ftr8: CR
18; hp 180; see Appendix 1.

s ) v)
23. |f|5€ gbgidian bridge
o I L | \
(kobrial azie)
The Obsidian Bridge, or Kubri al Azim, is a massive 20
mile long bridge of solid obsidian that stretches out like a
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before turning towards the brass bowl and
determinedly making their Hajj to the city of wonders,
flame and death.

Wealthy petitioners usually cross the bridge riding in
ornate sedans as large as houses. They are so large, in fact,
that they require the services of the enigmatic tusk lords to
carry them. The tusk lords are towering, intelligent elephants
that hail originally from a world destroyed ages ago. There
are only a dozen of these creatures left in all the realms of
existence: Six work the eastern end of the bridge; the other
six work the western end. As they carry petitioners on their
backs to City of Brass, they chant in an unknown language,
their voices deep and rumbling. Their reasons for their
service here are unknown. Perhaps they owe a great debt
to the residents of the Plane of Molten Skies. Or, as some
people speculate, they are the last of Aspsis’s hierophants.
Whatever the case maybe, one thing is certain: Everyone,
including the Sultan, leaves them alone.

Wealthy petitioners pay a nominal fee of 2,000 gp per
person for the privilege of jumping ahead in line. An
efreeti ‘tax’ collector stationed at the entrance of the
bridge receives the gold. The fee for riding on the tusker
sedans is another 3,000 gp per person.

The tusk lords treasure whale songs. If one can present a
tusker with a reasonable facsimile or reproduction of one,
it grants the person who gives it to them a single wish.
Only one wish will ever be granted to a single character
in its lifetime.

As the characters approach the City of Brass, the im-
mensity of its structures undoubtedly fills them with asense
of awe, wonderment and dread—it affects everyone that
way, even the exalted gods. As they see its shining towers
and demonic gates reach high into the molten sky. The
line before them seems choked with visitors and diplomats
cut from every cloth and description. Strangely formed
denizens of the lower planes here on the official business of
their Arch Duke or Demon Lord travel the same bridge as
powerful arch mages and high priests. Turbaned janni and
burning dervish merchants drive throngs of porters and
bearers hauling goods from a dozen planes for trade and
barter amongst the City’s many bazaars. Most that travel
this bridge walk its long expanse. Others are borne upon
exquisite sedan chairs hauled by a dozen slaves.
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The throngs of slaves and prisoners to be offered
to the Sultan are driven before their masters with
the lash or by some unseen command. Plodding ever
closer to the gargantuan spires and leering gates of
the city of the efreet, a great rasping moan like that
rising from split lips and parched throats, can be
heard on the wind.

Once across the Kubri al Azim, petitioners stand
before the Bab Al Baquarra (or Great Gatehouse).

Tusk Lords (12): CR 18; hp 429; see Appendix 2.

7. the biackened range

Againstall odds, thisarm of earth extends from the
Elemental Plane of Earth straight into the Plane of
Molten Skies, where incredible fires blast its surface
but to no avail. In fact, neither scorching flames nor
shuddering earthquakes can bring it down. Moreover,
because the range has an extremely high carbon
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Roll 1d20 every hour spent in this area.

d20  Encounter

1d3+1 average xorn

1d3 bone devils

| greater earth elemental

Id4+1 Large earth elementals

1d8+4 gargoyles

1d3+2 average xorn plus | elder xorn
| elder earth elemental

1d4+1 stone giants

1d4 fire giants

| adult blue dragon or copper dragon
No encounter
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content, it is uniformly colored an unusual silvery-black
and many of its boulders are roughshod plated with a form

of naturally occurring chrome.

The Blackened Range possesses few natural types of
flora or fauna, and most encounters are with creatures of

the earth subtype.

) ) \
55 the 2ulfur &ountains

This squat range of mountains consists mostly of active
volcanoes. They constantly belch forth sepia-colored sulfur
vapors, roiling black clouds of ash, and bright burning lava.
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Roll 1d20 every hour spent in this area.

d20  Encounter

1d2 magmoids*

1d3 ash spectres

1d3+3 lava children*

I greater fire elemental
1d4+1 Large fire elementals
1d4+3 burning dervishes
| elder fire elemental
1d2+2 hawanar genies*
1d4 fire giants

I adult red dragon

No encounter
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Traveling through the Sulfur Mountains is an extremely
risky endeavor. The land never stands still for instant.
At any given time, at least one volcano is in the process
of erupting. If the quakes don’t kill travelers, then the
ash and lava undoubtedly will. For all the dangers these
mountains are fraught with, they are home to a variety of
monsters, including fire elementals, magmoids, fire giants,
ash spectres (creatures killed in the Sulfur Mountains
by ash or volcanic activity; use the stats for the common
spectre in the MM), red dragons, lava children, and a
multitude of other ash and fire creatures.

3. hecate g fatho®
Eons ago, a vast expanse of water populated with

all manner of fertile life covered this part of the
Plane. Though it was an insignificant outcropping

better than to take his ship across it. Yet, there
were always those captains who thought they could
outrun Hecate’s wrath, pressing their luck despite
the horror stories and sailing across the Fathom in
vain attempts to beat their competition to port. Few
ever made it out alive, and those who did rarely did
so with their sanity intact.

No one knows when or how the sea dried up. Today,
this landscape is as harsh and as inhospitable as it is dry,
populated only by roving bands of undead (those who
drowned in the Fathom) and by priests from the Seekers
of the Ebony Moon.

The Seekers of the Ebony Moon who now claim these
lands believe Hecate drowned Marduk at the bottom of the
Fathom, hiding hisbody in an impossibly deep canyon where
none would ever find it again. The story goes on to describe
how Enki banished Hecate to the moon and then swallowed
the sea as he sought for his son’s body. Only dusty-robed
desert sages and nomad storytellers remember the tale at
all, and even then most do not take it too seriously. The
ship graveyard buried at the center of the desert, however,
is a testament to its veracity. The Seekers maintains a
single fortress of rock and stone located somewhere in the
heart of this wasteland. From here, they await the return
of Hecate and during the full moon make blood sacrifices
to her (believing such sacrifices will hasten her return).
Hellhounds, being the favored animals of Hecate, freely
roam the grounds of the Seeker’s fortress temple. The high
priest is a mysterious figure of unknown power who never
ventures forth from the temple. His lesser priests and agents
often journey to the Bazaar of Beggars or City of Brass.

Hecate’s Fathom lay safely buried under the sand until
recently, when a massive sandstorm uncovered a small
part of it. The skeletal remains of hundreds of ships jut
from the sand, and the undead of everyone who drowned
in that part of the Fathom haunt it. Desert wanderers and
itinerant adventurers often find themselves in the midst
of the Fathom before they realize they were somehow
pulled off course.

from the Elemental Plane of
Water, it was highly regarded JJ

as one of the few truly tranquil . \ .

places on the Plane of Molten mm randoc encounters

Skies. One of the few exceptions o

to this seemingly preternatural Roll 1d20 every hour spent in this area.

tranquility was an area known as 1d20  Encounter EL
“Hecate’s Fathom,” a stretch of | 10 zombies 4
water notorious for swallowing 2: Id4+1 wights 6
ships in their entirety, never to 3. 1d2 ghasts plus 1d6+6 ghouls 7
be seen again. It lay at the heart 4. | greater shadow 8
of the most heavily traversed 5 1d6+5 shadows 9
sea-lane. Storm clouds often 6. 1d2+2 spectres 9
occluded its skies; monstrous 7 1d6+4 mummies 10
sea creatures assaulted many an 8. Id4 Seekers of the Ebony Moon plus 1d4 hellhounds 10
incautious ship; and indecipher- 9. 1d6+5 wraiths 1
able, infernal magic often played 10. Id2+2 mohrgs 1
havoc with local reality. In short, T, [N o e

it was a devil’s playground and

=

any sailor worth his salt knew
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= hecate (the goddezz of wagic; L
the waon Zoddezs,

Zoddezz of the crogarosds)

Alignment: Lawful evil.

Domains: Evil, Knowledge, Magic, Travel.

Typical Worshippers: Assassins, evil clerics,
lycanthropes, rogues, wizards, sorcerers.

Favored Weapon: Dagger.

Hecate the Goddess of Magic and the Goddess of
the Crossroads is patron to dark priests, muqarribun,
travelers, and others who deal with the dark arts.
Some lycanthropic cults also pray to her. Her fol-
lowers appease her by making blood sacrifices on her
holy days (usually the nights of the fullmoon). Blood
sacrifices come from either animals or humanoids,
depending on the cult or priesthood.

Hecate is depicted as having three heads: one of
adog, one of a snake, and one of a horse, with each
looking in a different direction. For this fact, she
is regarded as the Goddess of the Crossroads. She
is also regarded as the mother of the Empusae (a
vampiric and demonic band of goddesses).

Hecate priests have a special connection with
hellhounds. Such creatures will never attack a cleric
of Hecate unless attacked first (by the cleric or an

ally of the cleric).
_—|| ||__

Seeker of the Ebony Moon, Male Human Clr5/Wiz3
(Hecate): CR 8; hp 45; see Appendix 1.
Hellhounds: CR 3; hp 22.

37 queen ol the
gerpent |os:0|o\|s (&)

One thousand years ago the serpent people who lived in
this area went insane. Their queen, a beautiful serpentine
humanoid named Liithkii, built an army the likes of which
rivaled that of the City of Brass. Rather than invade the
efreeti home as many expected, she instead opened a magic
portal inside a continent-sized fortress on a remote plane
ruled by arcane-warriors. Her snakeman warriors were
charged with finding the lord of the realm, a pale, straw-
haired man known only as the Wicker King. The battle
between her people and his lasted exactly seven hours.
The Wicker King’s high mages sent a minor artifact back
through the portal. It exploded, completely destroying the
serpent people’s lands. Reverberations from the explosion
were felt across the entire Plane. When the Sultan learned
what had happened, he sent three platoons of his most elite
troops into the Wicker King’s lands, permanently sealing
the portal behind them. While he never bore any love
for the Serpent Queen or her people’s disturbing preoc-
cupation with the chemical arts, he could not tolerate
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the existence of an enemy people capable of damaging
his world with such impudence and ease. Six weeks after
his troops entered the enemy world, the Wicker King and
the walls fortifying his continent fell.

These days, all that’s left of the serpent people’s once
impressive empire is a horribly scarred, magic-blasted
plain. Standing at its exact center is the petrified form
of the Serpent Queen. The Sultan resurrected her and
transformed her into a monument, a reminder to him and
others. The twisted, winding statue stands 500 feet high.
The queen’sbody isapproximately 100 feet thick. Over the
centuries, many creatures and peoples have covertly dug
homes from her stone flesh, cave dwellings camouflaged
from casual sight with canvas and wood. Serpent folk
from other worlds (primarily benign, good-hearted serpent
fairies) who have heard the story of the Queen’s dead
empire often make pilgrimages to the statue to pay their
respects. No less than six temples can be found inside the
stone queen’s various hollowed-out appendages. A small
temple populated by gem-encrusted gargoyles inhabits
the queen’s head. The gargoyles are mendicant priests,
strangely enough, who devote their lives to sustaining
the One Song of Existence (a droning chant they can
never let stop, for they fear that if they do so Existence
will end altogether).

Gargoyles (30): CR 4; hp 27.

5% the plaing of kugh (2l variez)

On the western side of the Plane of Molten Skies, bands
of roaming horse lords reign. They are a tribe of grim-
faced, steely-eyed humans, allegedly descendants of the
great King Kush who was destroyed during his foolish war
with Sulymon. The horse lord’s ancestors were the only
surviving refugees of the slaughter. As the centuries fell by
the wayside, they built a new civilization for themselves.
Many powerful beings on the Plane, namely Ilgomaxag
the Dust Wyrm, still have long memories regarding King
Kush, and have stopped at nothing to hunt down his
progeny. As a result, Kush society became nomadic. They
are always one the move, always one step ahead of their
enemies. Their powerful, muscular horses transformed
gradually over the generations into the tall, proud, noble
beasts they are today, the kathlin. This special breed of
the 6-legged horse possesses immunity to fire. The kathlin
of the horse lords are so renowned across the multiple
layers of the splintered universe now that traders come
from all over just to purchase them from the horse lords.
(Horse lord traders typically sell a kathlin mount for
2,400 gp or more.)

The Plains of Kush are covered with a fine, hairy coat
of ashen wheat, the grain that sustains the horse lords and
their steeds. It is dry and deep jet black in appearance.
Though it might seem brittle to the touch, ashen wheat
is difficult to free from its earth moorings much less cut.
Stone stele that mark the territories of individual horse
lordsrise intermittently from the hazy, wavering landscape.
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The nomads are quite unforgiving of trespassers. Only
those with permission of one of the horse lords may cross
the plains here. Trespassing usually receives an immediate
death sentence. Few clever individuals have managed to
talk their way out of such punishment.

Horse lord encampments are constantly on the move.
While they don’t usually wage war against one another,
when the oases begin drying up, the pressure for decent
watering holes grows too great and they cannot help it.
The horse lords are a patriarchal society. Women are ex-
pected to serve and be utterly obedient. Any transgression
is enough to warrant death at the hands of a Kush male.
The Kush trade hides and meat of the plains animals they
hunt to the Splinter-Rock clan of stone giants for steel
and granite.

Typical Kush nomads have heat resistance which grants
them a +4 bonus on Fortitude saves to avoid nonlethal
damage from heat dangers. Survival is also a class skill re-
gardless of the nomad’s actual class. Otherwise, they follow
the rules for normal humans as detailed in the PH.

Random encounters on the plains are with Kush no-
mads and horse lords. These warriors keep their lands well
patrolled and clear of monsters.

Kush Horse Lord, Male Human Ftr6: CR 6; hp 45;
see Appendix 1.

Kush Nomad, Male Human War3: CR 2; hp 22; see
Appendix 1.

Kush Kathlin: CR 3; hp 34; see Appendix 2.
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Thisrange of jagged and sharp mountains stretches across
the landscape resembling upward-curved stone daggers in
many places. The northern portion of the mountains is
dotted with portals and gates connecting to the Plane of
Elemental Earth. There is no natural flora or fauna found
in the Gulgomak Mountains, but random encounters with
denizens from the Plane of Earth are not uncommon.
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This tablet was constructed and engraved by
ancient priests who served Grashnak. The tablet
measures 10incheswide, 15 inchestall,and 2 inches
thick. Covering its surface are runes inscribed in
Terran. A character deciphering and reading the
runes (taking 1 minute to fully read them all)
gains a permanent +4 bonus on all Strength-based
checks and Craft (stonemasonry) checks, and on
Charisma-based checks made to influence earth
creatures (creatures with the earth subtype).

Strong transmutation; CL 16th; weight 8 lb.
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Within a secluded cave (DC 20 Spot check to notice
the entrance) dwells a group of 4 stone maidens, beautiful
female elementalsformed of living rock. Their features are
exquisite and well-defined, seemingly carved by delicate
hands. The cave in which the stone maidens dwell is an
ancient shrine dedicated to one of the Elemental Earth
Lords, Grashnak. The stone maidens remain here acting
as guardians and protectors (even though the temple isno
longerin use). The shrine itself is a large multi-chambered
series of caves carved into the mountains. The largest
chamber houses the main worship area and is dominated
by a crumbling stone altar. Upon the altar lies a stone
tablet, flanked on either side by a stone candelabrum. See
the sidebar for a description of the stone tablet.

The stone maidens jealously guard this temple. Any
creature entering this areaand paying homage to Grashnak
is unmolested. Creatures defiling the area or touching the
stone tablet are immediately attacked.

Stone Maidens (4): CR 8; hp 85; see Appendix 2.
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Roll 1d20 every hour spent in this area.

Encounter

1d3+1 average xorn

1d3 bone devils

| greater earth elemental

Id4+1 Large earth elementals

1d8+4 gargoyles

1d3+2 average xorn plus | elder xorn
| elder earth elemental

1d4+1 stone giants

| adult blue dragon or copper dragon
No encounter
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of rocks and debris isarotted leather sack containing
600 gp and 3 amethysts (150 gp each). Near the sack
is a wand of magic missile (CL 3rd, 26 charges).

36, plaing of g@oke

This area is a blackened plain of soot and earth. It isa
bleak, flat, featureless land. Puffs of smoke rise from the
ground at random intervals and blacken the sky above.
Overall, this area is dark, clouded, and the sky above
is thick with smoke. As a traveler nears the east, the
smoke begins to clear and gives way to a shearing wall

Treasure: Behind the crumbling altar, underapile

of elemental fire. Travelers journeying southwest find
the smoke turns to wisps of fog and eventually dissipates
all together. The ground likewise gives way to air as one
near