Things to Know About Drow
Decadent Overlords of the Under Dark
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Drow

Ages past, when the elven folk were but new to the face of the earth, their number was torn by discord.  Those of the sunlight world came into deadly conflict with their drow cousins.  Warfare between the two divisions of elvenkind continues, with an uneasy division of the sunlight world for the elves and faeries and the Under Dark held by the drow.  The subterranean area between these realms remains an inhospitable no-mans land.  The dark elves have sought the safety and security in the realm of the underworld.  Here, in lightless caverns and endless warrens of twisting passages and caves hung with icicles of stone, the dark elven folk – the drow – find both refuge and comfort.  Over the centuries they grew strong once again and schooled themselves in arcane arts.  And though they were strong enough to face and perhaps defeat their former brethren in battle, the drow no longer see advantage in walking upon the green lands under the sun and stars.  They do not desire a life in the upper world, being content with the gloomy fairyland beneath the earth that they had made their own.  Yet they neither forgave nor forgot, and even now, above all else, they bear enmity for all of their distant kin – elves and faeries – who opposed them so long ago both down beneath the earth and in the meadows and dells of the bright world.  Though they are seldom if ever seen by any human or demi-human, the drow still persist, occasionally entering the subterranean world and consorting with other creatures towards their own ends.  

Regardless of the number of drow appearing, there will always be one of higher level than the main body. Drow males are all at least 2nd level fighters – some are as high as 7th level in fighting ability.  Males can also be magic users, some as high as 12th level. Female drow are also at least 2nd level fighters and some have attained 9th level as fighters.  Most drow clerics are female, and no upper limit to their level of ability is known; however no male drow cleric has been known to be higher than 4th level.

Drow wear a fine mesh armor of exquisite workmanship.  It is made of an alloy of steel containing adamantite.  Even the lowliest fighters have in effect +1 chain mail, with higher-level drow having +2, +3, or +4 or even +5 chain mail.  Small bucklers are also used –shields of unusual shape. Those of greater experience level and importance in drow society have bucklers fashioned of adamantite so as to be +1, +2 or even +3 value.

As will be described later, all drow move silently and with graceful speed, even when wearing their black mesh of armor.  Each drow carries a small amount of personal wealth in a soft leather bag worn around the neck beneath the mail.  In additional they arm themselves with a long dagger and short sword of adamantite alloy (+1 to as high as +3 or even +4 borne by noble folk); 50% or more carry small crossbows, which are held in one hand (6” range light crossbow) and shoot darts coated with poison which renders the victim unconscious.  These darts also inflict 1-3 points of damage on a victim.  A few drow also carry adamantite maces (+1 to +5) and/or small javelins (also poisoned with the same substance as the darts) with atlatis (9” range, +3/+2/+1 to hit at short/medium/long range).

The black boots and cloaks that drow wear are similar to cloaks and boots of elvenkind, except that the wearer’s own skill in moving undetected is the cause of their silence allowing them a 75% chance of surprising enemies or blending into shadows.  The material will not cut easily and they are virtually indestructible in normal or even combat use, though they can be destroyed if the possessor applies effort. However, any alteration to the cloak has a 75% change of unraveling the material and making it useless.

Drow sleep poison decays instantly in sunlight and will lose its effectiveness after 60 days in any event after being exposed to air. Unopened packets of the poison will remain potent for up to one year.

Drow are also both intelligent and highly coordinated, being able to use either or both hands/arms for attack and defense. 

Drow are able to speak the subterranean trade language common to most intelligent dwellers in the underworld, the common tongue, gnome, elvish, and their own language in addition to the other tongues, which their level of intelligence allows.  Many know the languages of the various races, which speak and dwell underground.  All of the dark elves have a silent language composed of hand movements, and this means of communication is highly sophisticated, being able to convey much information to a considerable degree of complexity.  When drow are within 30’ of each other, they use facial and body expression, movement and posture; these latter means of communication alone are capable of conveying considerable information, and when coupled with hand/finger movements the whole is as erudite as any spoken language.

If more than 10 drow are encountered there will be in addition a male who is a fighter/magic-user of at least 3rd level.  If more than 20 are encountered, there will be a female fighter/cleric of at least 6th level clerical ability in addition to the male fighter/magic-user.  If more than 30 drow are encountered, 11-16 will be females, the leader will be a female cleric/fighter of at least 8th/7th level ability level, the male fighter/magic-user will be of at least 5th/4th ability level and each will have an assistant of level as previously indicated for the smaller party sizes.

Somewhere deep beneath the earth there are rumored to be vast caverns which house whole cities of these creatures, cities of natural and carved stone and minerals, places of weird and fantastic beauty, metropolises of the dark elves, which are filled with precious metals and jewels delved from the very core of the earth.  But these delicate crystalline cities are also said to be the haunt of such monsters as the dreaded mind flayer and other subterranean horrors.  It is told that demons walk freely amongst the drow for the dark elves regard them as benefactors and friends and so actually consort with them gladly.

Abilities:  Extended senses (provides sensory input sufficient for optimal operations in the Under Dark, at 120’ range; sunlight or the equivalent impairs vision;); NWP Move Silently 75%; NWP Hide In Shadows (75%); Minor Phantasm; Minor Delusion; NWP Magic Lore++; NWP Etiquette++; Surprise 75%; Survival Under Dark

Because of their intimate knowledge of the Under Dark, drow:

Detect grade or slope in passage, upwards or downwards

75%

Detect new construction or passage/tunnel



75%

Detect sliding or shifting walls or rooms



66.67%

Detect traps involving pits, falling blocks and other stonework
50%

Determine approximate depth underground



50%

Secret or concealed doors are difficult to hide from drow.  Merely passing within 10’ of the latter makes a drow character 16.67% likely to notice it.  If actively searching for such doors, drow characters are 33.33% likely to find a secret door and 50% likely to discover a concealed portal.

Immunities:  Drow are only surprise 12.5% of the time; -2hp/die for saves-vs-HPS or from magic damage; 

In addition, Drow females have; Restore; supernatural senses; NWP Persuasion++; NWP Interrogation; 

Description:  

Drow are slight of build and have long, delicate fingers and toes.  Their features are somewhat sharp and ears are pointed and large, but this does not make them unhandsome.  Their eyes are very large being all iris and pupil.  Male drow are thin build, about 5’ tall and the irises of their eyes are orange to orange-yellow.  Females are slender and shapely, about 5.5’ tall.  The eyes of female drow are amber, though a few are said to possess irises of lambent violet.

||Fiend Folio; Cleaned up verbiage; NWP Move Silently 75% & Hide In Shadows 75% to replace “elven boots”; Minor Phantasm replaces faerie fire; minor illusion replaces dancing lights; Minor Delusion replaces Darkness; Detect magic once per day for 4th level or higher replaced with NWP Magic Lore++ as a racial tendency and which may be more refined with experience; Know alignment once per day for 4th level or higher replaced with NWP Etiquette++- as a racial tendency and which may be more refined with experience; detect lie replaced by NWP interrogation++; dispel magic replaced by restore; suggestion replaced by NWP Persuasion++; Levitate once per day for 4th level or higher replaced with Movement //0” Fly Class B; supernatural senses replaces clairvoyance; Survival Under Dark since that is their native realm; gave them 50% magic resistance and –2 hp/die for saves-vs-HPs or damage from magic to adjust for variable Magic resistance ; cleaned up description of the affect of bright light; as magic armor and weapons derive their properties from the material they are created from in FL I have edited the damage which drow equipment suffers when exposed to sunlight;

Terrain 

At one with depths of the earth, drow are masters of the Under Dark and permanent communities of drow will seldom be found elsewhere.  They are comfortable with subterranean environs and can successfully dwell here for periods of time.  Virtually all aspects of the sunlight realm above the ground are alien to the drow who maintain the same superstitious fears of the surface world that many surface dwellers have towards the Under Dark.

Weather 

Dwelling in the Under Dark, drow are immune to the considerations of weather.

Disasters 

Few naturally occurring disasters occur in the Under Dark and so this is not generally a consideration for the drow.

Government 

While not adhering to a strict form of government, drow culture is permeated with matriarchical dominance.  This is a hold over aspect of the devastation from the elvish schism.  During this war both elves and the drow took significant causalities.  Between the long lifespan of the surface elves and their relatively defensive posture, the surface elves have re-established their numbers, though they have lost much of their former territory.  The drow, fought for countless centuries following the schism.  Their relatively shorter lives, continuous struggle to maintain their dominance over the Under Dark, and the corresponding need to replenish their numbers have evolved a near worshipful treatment of drow females, the sole source of the most valuable commodity to the collective survival of the drow, in other words, young.  

Rather than a government per se, drow live in a kind of deadly game, where she (or he) who has the most toys wins, or at least is currently leading the unending game.  Although drow are perfectly able to maintain a stable societal infrastructure to meet their needs of food, water, shelter, and security enough is never enough.  This has lead the drow to continual strive to acquire lavish excess and to demonstrate it through extravagant public demonstrations of decadence.  Extravagance in a world of want is considered the ultimate symbol of status, and the drow consume far more than they absolutely need.  This is not limited to food, water, or even material goods but can even include the wanton destruction of animals, monsters, and (non-drow) manpower in frivolous but elaborately public ways.

Population & Demographics 

Drow are most numerous in large caverns where they join together in order to more conveniently demonstrate who has the most wealth and power.  After all what is the good of putting on a good show if there are witnesses to the event.

These caverns typically constitute a city and have a proportional population, about 10,000-20,000 drow.  Outside these cities live many of the lowest ranking drow seeking the means to flaunt their successes.  They may be engaged on campaign, extending or protecting drow territory or occupying garrisons or outlying colonies established for the acquisition of mineral wealth.

It is common for drow to have a high proportion of non-drow in their communities.  Large numbers of individuals from other races and many intelligent monsters find serving or at least catering to the excesses of the drow far out way any risk.  Drow in turn find the employment of professional forces of other races to be highly practical as well as a potential demonstration of the range of power and influence they possess.  Third party groups see no advantage in “biting the hand that feeds them” and are often more loyal to their employers than drow troops could ever be trusted to be.  

Males tend to outnumber females two to one.  Young typically represent 50% of the female population.

Female drow conduct virtually all aspects of interaction with their goddess Lolth and typically arbitrate or coordinate any activity requiring group effort or at least ensuring noninterference to activities when necessary.  

Males focus on the arcane arts, commerce, and alchemy.  

Both females and males naturally excel in the arts of stealth and combat.

Capital & Commodities

As virtually unchallenged rulers of the Under Dark, drow possess the untold wealth of the earth.  Gems, precious metals, ferrous metals, and a relatively high quantity of magical metals all are possessed in over abundance. 

They receive tribute from all the diverse groups inhabiting the Under Dark.  This tribute is often in manpower though special deals are common if a group has something special to offer.

Drow craftsman and other skilled laborers working under them produce some of the most unearthly realistic and beautiful/horrific art, weapons, and structures made by mortal hands.

Hard currency is common among the drow, and their extensive commercial activities could not exist without it.  Drow coins are frequently the standard currency of any Under Dark community.  

Food and water are abundant, but common fare shunned by all but the lowliest of drow.  Rare vintages of wines and imported delicacies of every imaginable type are commonly found on the table of even moderately prosperous drow.  A matriarch of prominent standing may have extended orgies of epicurean delights where hundreds dine, taking only the choicest portions and discarding the rest.

Entertainments of all sorts are also common forms of commodities in drow culture.  

Technology (stone/bronze/iron/steel/mithral) 

Technology like everything else in drow society is pursued in excess.  Positioned as they are in the Under Dark drow have access to the richest sources of magical metal goods and have learned how to produce adamantium items to a fine art.

Their association with Lolth has taught them to work with spiders to form magnificent items of spider silk cloth, which is not only ornamental but also resistant to most damage as well as providing a level of protection in and of itself (i.e., cloaks of protection, elven cloaks and boots, etc…).  Drow have also mastered techniques of converting spider silk strands into mithral and admantite, forming intricately woven items of nearly indestructible metal.  Whether this process truly converts the spider silk to this metal through transmutation or if it is some form of gift of Lolth is currently unknown by any but high priestesses of Lolth.

Drow engineering skill is such that they are able to convert entire caverns into magical faerie lands incorporating significant magical efforts side by side with breath taking engineering feats.

Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/high-level/artifact) 

Magic is as common to the drow as are the most basic necessities of life.  Most drow cultures exhibit fairly common use of unique magical items (spider silk/adamanite cloaks, boots, and “chain mail” for instance).  Though other uniquely drow crafted magic is similarly common to all but the most wretched and outcast drow.  

High-level magic casting however is not unheard of however.  Drow commonly make advantageous pacts with magically potent races.  Drow’s natural magic resistance makes it quite difficult for a race specializing in magical talent to be of significant threat regardless of the closeness of their association.  Mind flayers, beholders, least/minor/even major demons commonly associate with the drow.  

Offensive Tactics

When fielding drow units in combat, drow use Special Forces style units strongly armed with magic, missiles, magic, and sword.  Drow however prefer to make widespread use of mercenary forces and monsters whenever possible.  Drow are exceeding intelligent, tactically and strategically aware, and flexible.  All told the only universally true statement about drow tactics is that they are deadly and imaginative.  

Defenses (none/militia/warrior/fort/castle) 

Drow defenses generally are made of up numerous small, extremely defensible positions placed in a deep perimeter (i.e., tens of miles) from major cities.  The passages between these outposts are well patrolled as well.

Actual drow outposts and cities typically have no single defensive point but literally thousands of locations capable of concealing or protecting enough firepower in magical, mundane, or demonic might to challenge a legendary hero or possibly just a goblin.  The terror of possibilities can stall any intelligent threat.  Once engaged and forced to consider every step a potential threat, anyone attempting to attack such a location will undoubtedly face several, perhaps dozens, of separate factions or groups each seeking the glory of the kill and the rewards of such a victory.  Each of these groups will be mobile, flexible in attack posture, and effectively lead by “Napoleons” or “Caesars” with hundreds of years of experience.  

Taxes, Tariffs & Tithes

Overlords of the Under Dark, drow tax their subjects, though are immune to taxes upon themselves.  Taxes and tribute from conquered lands provides the enormous wealth which drow both strive for and take for granted.

Being overlords of the Under Dark, the drow place tariffs and tolls upon their subjects.  Movement of goods or migration of people being strictly accounted for and appropriate fees forwarded to the local tax collector.  This is local representation of whatever faction currently maintains dominance over the region.

Drow do tithe to Lolth, their goddess.  These tithes are commonly made in the form of largess towards their less prosperous fellows.  Public games, entertainments, public works, subsidized luxuries all being fairly normal.

Cycle of activity (day, night, anytime)

Day or night, mean little to drow as they mean little to any member of the Under Dark.

Food

Drow are omnivorous, and although they can survive on a diet comparable to that of a goblin the average drow eats like the royalty of most races.  Fresh fish, meat, fowl, and insects form rich delicacies.  Wines and ambrosia of the highest quality are served.  Vegetables and fruit likewise are grown or given in tribute.

Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

Females are considered inherently higher in status then males.  Due to significant pressure to increase their numbers or even to replace losses from endless engagements, drow see the reproductive capability of females as making them more valuable to the drow race then males.  Within the ranks of females, as has been stated above, the amount of waste a drow can sustain is the means of determining who is the most successful and therefore highest ranking drow.

Within drow culture males seek to acquire the status by the mating partners they are able to acquire.  The more prominent the female, the more numerous the females mated with, or the exclusiveness of the mating privileges the male has acquired translate more or less directly into a males status in drow society.  Males attract females by the level of wealth they can contribute to her coffers or the luxuries they can bring to her home, there by providing the bounty for those females to squander.

Young drow are considered a commodity to be traded or used by established drow as pawns in their life long games.  Many male drow remain in this position as societal pawns all their lives.  Females develop significantly more status upon reaching puberty, or at least when they can prove to the established adults that they will likely survive to maturity.  

Allied monsters and mercenaries typically have a place in drow society equivalent to adult male drow, though their status is measured in the uniqueness of their service, skills, depth of loyalty to their employer, or simply the pleasure which drow take of their company.

Regardless of how drow may treat other drow, it is almost always tremendously better than they treat their subjugated races.  Subjugated peoples have no value to the drow beyond the value of the products and services they can provide.

Marriage and Family

Female matriarchs form the head of drow households.  The level of wealth and power they have at their disposal generally influencing the number of subordinate females in the family seeking their patronage.  

Drow male curry favor with their females.  It is common for a matriarch to have a fair sized harem of males, though seldom is the bond exclusive.  A very successful male may very well gain exclusive mating privileges with a female of average status or possibly more.  Less successful males must make do with sharing the affections and attentions of their Lady or Ladies, and must wait their respective turns.

Females make the decisions as to whom and how many males they allow to mate with them.  The decision usually involves weighing the value of what a male can provide against what competitive suitors can provide for relative shares of the females time.  Thus stands the basis of drow mating partnerships.

Civilization (barbaric, tribal, nomadic,...) 

Drow society is civilized and very advanced, generally extending throughout all the Under Dark.

Law (anarchy/.../martial) & Crime rate (% chance of being victim) 

Law in a drow society is fully dependent upon the might available to enforce it.  Trial by combat, general by either group combat or with champions, is typical.  

Certain taboos and cultural laws do exist backed up by the will of Lolth, which also is a power to be contended with should she be angered.  Most of these religious laws involve harming spiders, killing female drow, or damaging the ecology of the Under Dark.  The last is a selfish gesture of course.  Without the Under Dark, drow would not be the species they are, and without the drow, Lolth would receive little tribute.

Alignment (lawful/neutral/chaotic, good/neutral/evil) 

Drow are strongly Chaotic Evil in view.  They bow to no one but seek advantage from others.  Were it not for the immense talent and ability of even the least drow, the individual pride selfishness of the race would have doomed itself millennium ago.  As it stands, they truly have earned the right to be conceited.

Neighbors

Depending on one’s perspective drow make relatively positive neighbors, though only as overlords.  Subjected peoples find that once they willingly submit to drow rule, peace and prosperity often follow.  For races, which are and wish to remain free, drow make dangerously deadly neighbors.  Even if no open hostilities exist, it is only because the drow do not see the advantage to themselves in attempting to dominate the culture at the time.  Woe unto unsuspecting neighbors of the drow when this is no longer true.

Non-Weapon Proficiencies

Drow are born with a number of basic instinctual skills that are a natural part of their being.  Innate skills involve understanding of magic, Under Dark, and stealth.

Drow naturally excel (+ or ++) at skills involving social skills, military tactics and strategy, combat skills, and communication and interaction with other races.  

Males also seem to excel at commerce and alchemy.

Drow have little ability with skills used aboveground.

 Appendix A:  

MMI, FF, MMII or issue as appropriate with stats and info

	Frequency:
	Very Rare

	No. Appearing:
	5-50

	Armor Class:
	4

	Move:
	12''(males) 15”(females)

	Hit Dice:
	2(males) 3(females)

	% in Lair:
	Nil

	Treasure Type:
	Individuals N(x5), Q(x2)

	No. of Attacks:
	1 or 2

	Damage/Attack:
	By Weapon Type

	Special Attacks:
	Nil

	Special Defenses:
	-2hp/die for saves-vs-HPs and from magic damage

	Magic Resistance:
	50%

	Intelligence:
	High

	Alignment:
	Chaotic Evil

	Size:
	M (5' + Tall)

	Psionic Ability:
	Nil FF


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	14/4
	No
	9/7
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	No/12
	Unlimited
	Unlimited

	Listed limitations may be used in place of listed information for 'leaders' or other 'special' individuals typical of this culture if the individuals are determined by the DM to be advanceable.



	Exceptional or unique figures, equaling <1% of a population, are not restricted to these limitations.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Drow (female/male)
	9-14/7-12
	13-18/11-18
	9-18/9-12
	6-16
	14-20
	11-18/9-16


Drow have an average/normal range of ability scores as follows (female/male):

· Strength:  average 13/9, with a normal range of 9-14/7-12.

· Intelligence:  average 15, with a normal range of 15-16.

· Wisdom:  average 14/10, with a normal range of 13-16/9-12.

· Constitution: average of 11, with a normal range of 11-12.

· Dexterity:  average of 17, with a normal range of 15-19.

· Charisma:  average of 15/12, with a normal range of 15-16/11-14.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Drow
	54"
	1-4
	1-6
	60"
	1-4
	1-6


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Drow
	80 lbs
	1-10
	2-12
	100 lbs
	1-10
	1-20


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Drow
	50-100
	101-400
	401-600
	601-800
	801-1000


Appendix B:  THE GODS OF THE DROW

LOLTH 

(DEMON QUEEN OF SPIDERS)

Lesser Goddess

ARMOR CLASS: -10 (-2)

MOVE: 1”*9”
(15”)

HIT POINTS: 66

NO. OF ATTACKS: 1 and 1
(1)

DAMAGE/ATTACK: 4-16 and webs  (by weapon type)

SPECIAL ATTACKS: Poison

SPECIAL DEFENSES: See below
MAGIC RESISTANCE: 70%

SIZE: L  (M)
ALIGNMENT: Chaotic Evil

WORSHIPER’S ALIGN: Chaotic Evil (drow)

SYMBOL: Spider

PLANE: Abyss

CLERIC/DRUID: Nil (16th level cleric)

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil
(14th level magic user)
THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil  (16th level of ability All/All; 3 minor disciplines; 4 major disciplines)

S: 21 (+4 +9) I: 21 W: 16 D: 21 C: 21 CH: 3 (23) 
The dark elves worship demon lords from the Abyss.  The best known example is the worship of the Demon Queen Lolth.  Drow sacrifice both blood (of others) and riches to her.  (For particulars, see AD&D Module D3, the Vault of the Drow and Q1, Queen of the Demonweb Pits).  Femal drow with wisdoms of 18 can progress as high as the 14th level of clerical ability.

The demoness Lolth is a very powerful and feared demon Lord.  She usually takes the form of a giant black widow spider when she is on the Prime Material Plane, and sometimes assumes the form of on her own plane as well, but she also enjoys appearing as an exquisitely beautiful female dark elf (the statistics for this form are given in parenthesis). Little is known about her aims, and only the fact that the Drow worship of Lolth causes her to assume form on the earth permits compilation of any substantial information whatsoever.

Lolth enjoys the company of spiders of all sorts – giant species while in her arachnid shape, those of normal, large and even huge species while in her humanoid form.  She is able to converse with all kinds of spiders, and they understand and obey her unquestioningly.

Although the Queen of Spiders has but 66 hit points, her high armor class prevents most damage, and she is able to heal herself at will, up to thrice/day.  As Lolth enjoys roving about in one form or another, she will seldom be encountered in her lair no matter what the plane, unless worshippers have invoked her to some special shrine or temple.

In the form of a giant spider, Lolth is able to cast web strands 30’ long from her abdominal spinnerets which are equal to a web spell, with the addition of 1-4 points of damage per round accruing to webbed victims from a poisonous excretion upon the strands; and during the same melee round she is able to deliver a vicious biting attack for 4-16 hit points of damage plus death if the victim fails to make his, her, or its saving throw versus poison at –4.  In her humanoid form, Lolth will use weapons common to Drow.

As a giant spider, the demoness can use any one of the following powers, one per melee round, at will:  comprehend languages, confusion (creature looked at only), darkness (10’ radius), dispel magic; once per day gate in a type I (45%), type II (35%), type III (20%) demon (with 66% chance of success), summon 9-16 lark (20%), 7-12 huge (30%), 2-8 giant (40%) or 1-4 phase (10% spiders, teleport with no error, tongues, true seeing; twice per day use phase door, read magic, and shape change.  In her humanoid shape, Lolth is a 16 level cleric/14 level magic user with commensurate abilities.  However, in spider form she is unable to wear armor of any sort, and her psionic powers are lost (see below).

Weapons, which are not magical, do not affect Lolth, silver does her no harm (unless magicked to at least +1), and cold, electrical and gas attack forms cause only one-half damage.  Acid, magic missiles (if her magic resistance fails her, of course), and poison affect the demoness normally.  Lolth is especially susceptible to holy water, taking 6 points of damage from a splash and 6-21 points from a direct hit.

The visual range of the demoness extends into the infrared and ultraviolet spectrums to a normal distance of 120’.  Lolth has limited telepathic communication ability as do demons in general.

Lolth’s psionic disciplines are the minor devotions of body equilibrium, clairvoyance, domination, and the major sciences of dimension walking, mind bar, molecular rearrangement, and probability travel.  These disciplines (as well as her magical powers) are performed at 16th level ability).

Eilistraee

The Dark Maiden, Lady of the Dance, Lady Silverhair

Song, beauty, dance, sword work, hunting, moonlight

Lesser Deity
ARMOR CLASS: -2

MOVE: 15”/18”

HIT POINTS: 165

NO. OF ATTACKS:  7/2 

DAMAGE/ATTACK: 1d8+12/1d8+12 (singing sword of dancing +3 x2, +7 STR,

+2 spec. bonus in all swords)

SPECIAL ATTACKS: See Below
SPECIAL DEFENSES: See Below
MAGIC RESISTANCE: 50%

SIZE: L (9’ tall)
ALIGNMENT: Chaotic Good
WORSHIPER’S ALIGN: Chaotic Good (Drow)

SYMBOL: A silver long sword outlined against a silver moon, with silvery filaments (Eilistraee's hair) around all, in a nimbus
PLANE: Arvandor

CLERIC/DRUID: 24th Cleric
FIGHTER: 21st Fighter; 21st Ranger
MAGIC-USER/ILLUSIONIST: 15th Magic User
THIEF/ASSASSIN: Nil
MONK/BARD: 29th level Bard
PSIONIC ABILITY: 

STR 19, DEX 20, CON 16, INT 21, Wis 22, CHA 23

Eilistraee (EEL-iss-TRAY-yee) is the goddess of the good drow those rare dark elves who yearn for a return to life on the surface Realms, existence akin to that enjoyed by elves of the woodlands, left behind by the drow long ago. She is a goddess of song and beauty, goodness and light, worshiped through song and dance-preferably in the surface world, under the stars of a moonlit night. Eilistraee aids her faithful in hunting and sword craft, and worship of her is usually accompanied by a feast. Eilistraee is usually seen only from afar, but her song (of unearthly beauty, driving many to tears) is heard whenever she appears.
Eilistraee is a melancholy, moody drow female, a lover of beauty and peace. The evil of most drow banks a burning anger within her, and when her faithful are harmed, that anger is apt to spill out into wild action. It is not her way to act openly, but she often aids creatures she favors (whether they worship her or not) in small, immediately practical ways. Eilistraee is happiest when she looks on bards singing or composing, craftsmen at work, lovers, or acts of kindness.
Among the elven powers, Eilistraee is only close with Erevan Ilesere, and she has only recently worked out an uneasy truce with Shevarash. Eilistraee is unusually close with the human goddess of magic, Mystra; Qilue Veladorn, seventh of the Seven Sisters, serves both goddesses as Chosen of Mystra and as Chosen of Eilistraee. The Dark Maiden hates the corruption and unredeemable evil that both Lolth and Ghaunadaur represent, and she mourns her brother's enduring cruelty and selfishness.
Eilistraee appears as an unclad, glossy-skinned female drow. She is 9 feet in height with ankle-length, sweeping hair of glowing silver. Her hair and wandering silvery radiances cloak her body in a smoothly, continuously moving array of beauty. 

Eilistraee can call on all spheres and schools of magic, but favors spells from the spheres of animal, creation, healing, and plant and the enchantment/charm school.
Eilistraee wields twin singing swords of dancing +3, each with all of the powers of a bastard sword of dancing (but with a fixed attack and damage bonus) and of a singing sword (see below). When she wishes to appear clothed, the Dark Maiden is garbed in a set of deep brown leather boots with all the powers of boots of elvenkind, boots of varied tracks, and boots of the north that allow her to pass without trace and move in total silence at will. She also wears a dappled green cloak that shifts its colors to match the foliage around it, providing concealment similar to that of a cloak of elvenkind and a ring of chameleon power, but always providing 100% invisibility in natural surroundings. 
Eilistraee has true seeing (continuous, but otherwise functions as the priest spell) and can unleash nine silvery magic missiles per round in addition to her normal melee combat and spell casting attacks for a round. These missiles unerringly inflict 2d4 points of damage each to all creatures except evil beings and undead creatures, who suffer 4d4 damage per missile.

Once per turn, Eilistraee can employ spell turning as the ring, but the effect works against all magic directed against her in that round. This replaces her magic missile attack for the round. Once per turn, the avatar can also regenerate damage to herself, restoring even lost limbs without a system shock roll and healing ld4+l points of damage per round. (This process can continue for 4 continuous rounds and precludes spell casting, but not other activities or combat.)
At will, the Dark Maiden can create moonfire (see the Eilistraee's moonfire spell below), silvery light, or dancing lights; cause harp, horn (a far-off horn is her sign), or flute music to sound; and sing. At will, her song can affect undead and evil creatures of 3 Hit Dice or less as a repulsion spell; can stun any one being (saving throw vs. spell at -2 to avoid) for 1 round; or can act as a knock spell (as if cast by an 11th-level wizard). She can also levitate at will (self only, horizontal move of up to 160 feet per round). She can only be struck by +1 or better magical weapons.

Other Manifestations

The Dark Maiden seldom takes a direct hand in the affairs of mortals, but she sometimes appears in the midst of a dance in her honor, leaping amid the flames of the feast unharmed. She also appears, radiance dimmed and clad in a plain, cowled cloak, at the campfires of wayfarers in the woodlands by night to test their kindness.

Most worshipers see Eilistraee only from afar, perched on a hillock or battlement, silver hair streaming out behind her. She appears to show her favor or blessing and often rallies or heartens creatures by causing a high, far-off hunting horn call to be heard. (On several occasions, this has frightened off brigands or orc raiders, who thought aid for their quarry was on the way.) When Eilistraee's hunting horn is heard but no foes are present, her followers interpret it as a sign that someone nearby needs their aid.

Eilistraee's most used manifestations are a silvery radiance, sometimes accompanied by a wordless snatch of song or a few echoing harp notes. If the radiance surrounds an item (almost always a sword or other bladed weapon), that item typically gains the following two powers for 6 rounds: full possible damage (maximum roll, plus all bonuses) and immunity to breakage or other damage (automatic success of all item saving throws). If the radiance envelops a being, Eilistraee's favor typically gives any or all of the following three aids for 4 rounds; the ability to strike first in any round, an increase in Armor Class of 2 points, and a bonus of +4 to all attack rolls, including the ability to strike creatures normally affected only by magical weapons of a +2 or greater bonus.

Eilistraee sometimes manifests to a worshiper or non-worshiper who honors her with a solitary dance as a silver radiance that transforms the recipient's hair into a mane of silver fire for a month or even permanently. Eilistraee has also been known to aid her worshipers by providing a faint silvery radiance when they need to find something dropped in darkness, or follow an unknown trail by night through dark woods, or when childbirth occurs in darkness. She sometimes sends a flutter of silvery swallow-tailed moths to show her favor, join in a dance, or lead her faithful that have become lost or need some indication of the best direction to take.

In rare circumstances, males who worship Eilistraee - or beings without any priest powers who work to further Eilistraee's aims and need her visible blessing and support (or just some light) - will temporarily manifest moonfire (see Eitistroee's moonfire below). Such manifestations are at the will of the goddess; the lucky recipient has no control over the duration, intensity, and location of the radiance.

Priesthood
Clerics of Eilistraee can turn but not command undead.

Eilistraee is served by silver-striped tabby cats or normal-looking animals with solid silver-colored eyes. She demonstrates her favor through the discovery of mithral, moonbars, moonstones, and silver, and the sudden inspiration to write a beautiful song or poem or the skilled to craft a gorgeous sword. Eilistraee indicates her displeasure with the sudden rising of a cold breeze, the disfavored ones hands or feet growing chilled, a sudden lack of inspiration for or capability in any artistic endeavor, or the inability to catch anything while hunting.
All clerics (including multi-classed clerics), and specialty priests (including multi-classed specialty priests) of Eilistraee receive religion (drow), religion (elven), and reading/writing (drowic) as bonus non-weapon proficiencies. All clergy of Eilistraee must be female. 
The followers of Eilistraee are figures of legend in both the Underdark and the Lands of Light. They are the subject of superstitions and wildly inaccurate mistruths, held by surface dwellers to be the evil vanguard of the Spider Goddess's plot to plunge all of Faerun into darkness under her rule and held by those drow who follow the Way of Lolth (or other evil gods) to be faerie (surface elf) invaders masquerading as dark elves in preparation for the coming war of annihilation. Rare is the individual - dark elf or not - who appreciates that Eilistraee is forging her own path, one that welcomes beings of all races who revel in life and the free form expression of all that entails.
The clergy of Eilistraee are collectively known as Dark Ladies, although individual temples often have a unique collective name for the Dark Maiden's priests. Acolytes and aspirants to the clergy who wish to join a temple or who have not yet attained full priesthood are known as Maids.
The titles of individual priests vary widely-and at some temples are personally selected during a private Flame Song-but some common examples include Moon Dancer, Moon Singer, Dark Huntress, Argent Maid, Living Sword, Unsheathed Blade, Sword Smith, Bright Edge of Darkness, and Ghost of the Moonstruck Night. Specialty priests of the Dark Maiden are known as sword dancers and, including multi-classed specialty priests, make up the vast majority (90%) other clergy. The fraction of clerics (including multi-classed clerics) in Eilistraee's service (6%) has always been small and is continuing to shrink. 
Temples of the Dark Maiden are typically established in the mouths of dark caverns and in dim forests on the surface world from which her priests can venture forth at night to brave the moonlight. It is rare for clergy of Eilistraee to found a temple below the surface, even one so close to the world above as the Promenade (see below). Eilistraee's places of worship are chosen and developed in a manner similar to those of the surface elves dedicated to the Seldarine. The Dark Maiden's clergy seek out pristine, natural sites that need little modification. Temple complexes typically include a glade in which to dance and from which the view of the moon is unobstructed, a dark place removed from the light of day, a thick tree canopy, a lively fresh water stream that playfully dances and sings, a forge and smithy for Grafting swords, an access tunnel to the Underdark, and a vein of iron or some other metal suitable for the Crafting of swords. However, the simplest shrine of the Dark Maiden requires naught but a moonlit glade and a song (audible or imagined) that draws one into a dance. 

Dogma: Aid the weak, strong, grateful, and churlish alike; be always kind, save in battle with evil. Encourage happiness everywhere; lift hearts with kind words, jests, songs, and merriment. Learn how to cook game and how best to hunt it. Learn new songs, dances, and ways with weapons, and spices, and recipes, and pass this learning on whenever possible. Learn how to play, make, and repair musical instruments. Practice music and sword-work. Defend and aid all folk, promoting harmony between the races. Strangers are your friends. The homeless must be given shelter from storms, under your own roof if need be. Repay rudeness with kindness. Repay violence with swift violence, that the fewest may be hurt and danger fast removed from the land. The faithful must aid drow who are in distress. If the distressed are fighting with other drow, the combat is to be stopped with as little bloodshed as possible. So long as the drow met with are not working evil on others, they are to be aided and given the message of Eilistraee: "A rightful place awaits you in the Realms Above, in the Land of the Great Light. Come in peace, and live beneath the sun again, where trees and flowers grow."

Priests of the goddess are allowed to keep and accumulate money given them as offerings - with the understanding that this wealth is to be used to buy food, musical instruments, and other tools (such as good swords) to serve the will of the goddess. Priests of Eilistraee are allowed to go adventuring, so long as they feed, aid, and defend the needy along the way. They are encouraged to aid adventuring parties, with the price of their aid to be provision of some sort of beneficial magical armor they can use (or failing that, an enchanted sword of some sort). Faithful of Eilistraee are encouraged to give food to others in need with a prayer to the goddess, to act with kindness, and to give food and money they can spare to their priests. Priests are to feed themselves by their own gardening and hunting skills as much as possible and to try to convert at least one stranger per moon to the worship of Eilistraee. Leading a convert in a prayer to the Dark Maiden is itself an offering to the goddess, who often (68%) manifests as a sign to the convert. When priests of the goddess must fight evil, they are to bum the bodies of the evil creatures they slay as an offering to the goddess-unless such creatures are edible and non-sentient, and there are hungry folk near.
Any hungry travelers met with, who offer no threats, are to be fed by the faithful of Eilistraee. While traveling, priests are to carry food with them for this purpose at all times. Where food cannot be purchased or received, it must be gathered or hunted for. Faithful of Eilistraee are to set aside food and give it as often as possible to strangers in need, particularly outcasts and those of other races. If food yet remains, it is to be given to the priests of Eilistraee, that they may do the same, and none shall go hungry. In times of plenty, store food for lean times ahead. In harsh winters, patrol the lands about to find and take in the lost, the hurt, and those caught in the teeth of the cold.  Whenever possible, food should be eaten with the accompaniment of song. Except for properly sad occasions, a feast should be accompanied by merriment; the faithful of the Dark Maiden are commanded to promote happiness and gaiety whenever possible. When faithful and allies of a priest fall in battle, any priest present must, if possible, provide burial, a funeral song, and comfort to the bereaved.

Day-to-Day Activities: Whenever and wherever possible, faithful of Eilistraee encourage drow to return to the surface world and work to promote harmony between drow and surface-dwelling races in order to establish the drow as rightful, non-evil inhabitants of the upper world. They nurture beauty, music, the craft of making musical instruments, and song wherever they find it, assist hunters and hunting, and help others in acts of kindness whenever they see ways to do so. Priests must be skilled in the playing of at least one of the Dark Maiden's favored instruments-horn, flute, or harp; be adequate singers; and be fit, graceful dancers. They gather songs and musical knowledge constantly and acquire training in the use of the sword when they can.
Holy Days/Important Ceremonies: The customary worship to the Dark Maiden is a hunt, followed by a feast and dancing, and a Circle of Song, in which the worshipers sit and dance by turns in a circle, each one in succession leading a song. If possible, this is done out of doors, in a wooded area, on a moonlit night. Daily prayers are sung whenever possible, and priests try to lead others in a song or two every evening, even if no formal ritual is held.

Worshipers of Eilistraee try to let out all of the gathered emotions of the day with an 'evensong'. An evensong is a personal thing, often wordless and done in private. Priests of the Dark Maiden who have the coins to do so are expected to hire any strange minstrel or bard they meet for a song or two; lay worshipers are encouraged to do so. Whenever a sword is finished or first taken into use by a worshiper of the Dark Maiden, a priest tries to call down the blessing of the goddess upon it. This is done by planting the blade point-down in the ground, out of doors and by night, and dancing. The Sword Dance circles the blade and involves the priest drawing blood from each of her limbs by dancing momentarily against the blade. If successful (45% chance, per night attempted), the blade glows with a silvery radiance. For three months, it does not break or rust (if a drow weapon, it is also made immune to sun and removal from radiation damage for the same period), and though lacking a bonus or dweomer, can strike creatures normally hit only by magical weapons.

The High Hunt is celebrated at least once in each of the four seasons: a night-time hunt of a dangerous beast or monster, led by priests of Eilistraee. By tradition, the hunters may use any bladed weapons, and wear anything-except the priests, who go naked, carrying only a single sword. If the quarry is slain, a chanted prayer and circle dance to the goddess is held. At least once a year, priests of Eilistraee undertake a Run. All priests boil certain leaves and berries to make their hair silvery, and go wandering (on the surface world). (Hostile drow say their silver hair indicates that the brains within the head are addled, though many drow who do not worship Eilistraee have silver hair.) Trusting to their music, kind ways, and sword skills to keep them from being slain as drow, priests of the Dark Maiden go where they are strangers, making an effort to seek out elven communities and bring them game, kindness, and helping hands. They try to learn new songs, music, and sword ways, and do not come to preach their faith or make a mark for themselves.
In the end, all priests who do not die in battle hold their greatest ritual: the Last Dance. In old age, Eilistraee's priests hear the goddess singing to them by night, calling them to her. When the song feels right, they go out unclad under the moonlit sky and dance - never to be seen again. Those who have observed such dances say that the goddess comes and sings overhead, and the aged priest begins to dance more effortlessly, looking younger and younger. Her hair begins to glow with the same radiance as the Dark Maiden's, and then she becomes slowly translucent, fading away as the dance goes on. In the end, only a silvery radiance is heard, with two voices-the goddess and her priest-raised together in melancholy, tender song. 

Daily activities in the temple include food-growing, temple building chores, patrolling the temple caverns and passages, and practicing diplomacy beyond the immediate temple area. The Chosen of Eilistraee work tirelessly to further the Lady's aims toward the peaceful coexistence of drow with other races of the Realms and to fulfill her commandments about preventing the return of Ghaunadaur.

Priestly Vestments: Priests of Eilistraee wear their hair long, and dress practically for whatever they are currently doing. For rituals, they wear as little as possible. Otherwise, they tend to wear soft leathers for hunting, aprons while cooking, and - when battle is expected - armor. When relaxing, they favor silvery, diaphanous gowns. The holy symbol of the faith is a silver sword pendant the length of a Dark Lady's hand. Such symbols are typically worn as pins or hung around the neck on a slender silver or mithral chain.
Adventuring Garb: Eilistraee's clergy must garb themselves in either magical armor or armor of drow make. Whenever possible, priests of the Dark Maiden must use swords in battle. If no swords are at hand but other bladed weapons are available, they must be used in preference to other weapons. Long bows and silver-tipped arrows are also commonly employed as secondary weapons.

Singing Swords

XP Value: 1,600 GP Value: 10,000

The favored weapons of priests of Eilistraee are singing swords. Some are sentient and aligned to chaotic good, but most can be wielded by any being capable of lifting them. A singing sword is a silver bastard sword +3 that sings constantly and loudly when unsheathed. When and if silenced, the weapon loses its attack and damage bonuses. Its song makes its wielder more confident, so she need never make any morale checks while using the singing sword. The sword also renders its wielder immune to charm, command, confusion, fear, friends, repulsion, scare, and suggestion. If emotion is cast on the wielder, the only result is rage directed at the caster of the emotion spell. The sword's song also negates the songs of harpies, stills shriekers, and can entrance creatures of 2 Hit Dice or less (except undead beings or creatures from other planes). Such creatures must succeed at a saving throw vs. spell whenever they are within 60 feet of the song or be subject to an automatically successful suggestion from the sword wielder. This suggestion ability functions as the spell of the same name. Note that the sword wielder can enact a different suggestion on each creature affected. Also note that a bard can easily negate this latter power of the blade by singing a counter song.
Specialty Priests Sword Dancers

REQUIREMENTS: Dexterity 16, Wisdom 9

PRIME REQ.: Dexterity, Wisdom

ALIGNMENT: LG, NG, CG

WEAPONS: Any (swords preferred)

ARMOR: Only magical or drow armor (of any kind)

MAJOR SPHERES: All, combat, creation, elemental, guardian, healing, necromantic, protection, sun, wards

MINOR SPHERES: Animal, charm, divination, summoning, travelers, weather

MAGICAL ITEMS: Same as clerics

REQ. PROFS; Ancient or local history, artistic ability, hunting

BONUS PROFS: Dancing, musical instrument (horn, flute, or harp), singing
• Sword dancers must be female.

• Sword dancers can multi-class as a sword dancer/fighter or as a sword dancer/ranger provided that their race is allowed to multi-class as a cleric/fighter or cleric/ranger, respectively. 

• Sword dancers can use a sword of dancing to great effect. On any round in which the blade's plus is not a 1 (for example, round 2, 3, 4, 6, 7, 8, etc.), a sword dancer can release the sword of dancing. At 5th level, sword dancers can release the weapon on any round after the first round; the sword of dancing fights on its own for a number of rounds equal to the priest's level before returning for 1 round. (The cycle of pluses continues unaffected by when the priest actually grasps the blade.)

• Sword dancers can cast Eilistraee's moonfire at will, once per day for every level of experience they possess.

• At 5th level, sword dancers can cast magic missile (as the 1st-level wizard spell, four missiles per spell), or they can temporarily enchant an edged slashing weapon to ignite with a fiery blue-white glow visible to all and strike with a +3 attack bonus (but not a damage bonus) in the next round (in addition to any other bonuses it has). They can either cast magic missile twice in one day, enchant a weapon twice in one day, or use each ability once in one day.

• At 7th level, sword dancers can cast enchanted weapon (as the 4th-level wizard spell) three times per day by touch on any bladed weapons. Blades so enchanted glow with a silvery radiance and exhibit a +2 attack and damage bonus for 7 rounds, regardless of how many attacks they land or how many dispel magic spells are launched against them.

• At 10th level, sword dancers can cast spell turning (as the 7th-level wizard spell) once per day.

• At 13th level, sword dancers can cast commune or true seeing (as the 5th-level priest spells) once per day.

• At 15th level, sword dancers can cast stone tell (as the 6th level priest spell) or plane shift (as the 5th-level priest spell) once per day.
Eilistraean Spells

Two unique spells widely employed by the Dark Maiden's followers are lesser spellsong and spellsong. The use of these spells has given the clergy of Eilistraee the name spellsingers in the North. Sword dancers should not be confused with spellsinger wizards who cast spells in the same way, but who worship Mystra and other gods, with other aims. (Spellsinger wizards are detailed in 'Wizards and Rogues of the Realms'.) In addition to the spells listed below, priests of the Dark Maiden can cast the 2nd-level priest spell 'stalk', detailed in Faiths & Avatars in the section on Mielikki.

2nd Level

Eilistraee's Moonfire

(Pr 2; Alteration)

Sphere: Sun

Range: Variable

Components: V,S

Duration: 1 round/level

Casting Time: 1 round

Area of Effect: Up to 1 cubic foot/level

Saving Throw: None

By means of this spell, the caster can conjure controlled moonfire. Moonfire can range from a faint glow to a clear, bright (but not blinding) light, varying in hue as desired: blue-white, soft green, white, and silver. It serves as a source of light for reading, finding one's way, and attracting others to a desired location. Moonfire is the same as the strongest moonlight for all purposes. Eiiistraee's moonfire lasts for one round per level of the caster. Concentration is not required to maintain it, but it can be ended at will by the summoner, by a successful dispel magic spell, or by any darkness spell cast against it for this purpose (which the Eihsrraee's moonfire negates during its own destruction). 

3rd Level

Bladedance

(Pr3; Conjuration/Summoning)

Sphere: Combat

Range: Touch

Components: V,S,M

Duration: 1 round/level

Casting Time: 6

Area of Effect: 1 bladed weapon

Saving Throw: None

Moonfire always appears to emanate from some part of the body of the priest casting the spell, but it can move about as the user wills. Priests of 4th level or higher can cause moonfire to move away from their bodies altogether, drifting about in the manner akin to dancing tights. Moonfire moves about the caster's body as rapidly as desired, but when no longer in contact with the caster it can drift in any direction (and through the tiniest openings) at a rate of up to 40 feet per round. Moonfire can fill as large or small an area as the priest desires, up to the volume limits of one cubic foot per level. 

This spell enables a single bladed melee weapon touched by the caster to animate and attack a chosen creature. The spell confers only the ability to move and fight; it does not confer any other magical abilities or properties. If at any time the caster and the weapon are separated by more than 60 feet, the spell ends and the weapon falls to the ground.
Any time after the spell is cast, the bladed weapon can be cast into the air by the priest and commanded to attack. The weapon flies toward the target creature by the most direct route. It attacks any creature that tries to block its way. If left to itself, it will fight its way to the intended target through all opposition; however, the caster can, at will, take direct control of its flight, its positioning, and its attack. Doing so requires full concentration on the weapon for the entire round; otherwise, the blade attacks on its own.

The weapon attacks once per round, as if wielded by the caster. If bladedance is cast on a magical weapon that has powers activated by a wielder (such as the radiance effect of a sun blade), the caster must concentrate on the blade in order to use them. The dancing weapon does not take normal melee damage, but any attack that might destroy the weapon under normal circumstances can affect it, and of course the bladedance is subject to dispelling. If the weapon is engaged in non-lethal combat, it defends as if it was the caster. While the blade is acting on its own, the caster can take any other actions: resting, discharging missiles, spellcasting, melee, and so on.
At 5th level, a priest can cast bladedance on any size S bladed melee weapon. At 7th level, she or he can cast the spell on any size S or M bladed melee weapon, and at 9th, a size S, M, or L bladed melee weapon can be affected.

The material component is the priest's holy symbol, which is touched to the weapon.
Lesser Spellsong

(Pr 3; Evocation)

Sphere: Creation

Range: As spell created

Components: V, S

Duration: As spell created

Casting Time: 1 round, or variable depending on the value of the material components used in the spell created

Area of Effect: As spell created

Saving Throw: None

This spell enables the caster, by song and supplication to Eilistraee, to cause an effect equivalent to almost any desired priest spell of 3rd level or less, in effect casting the spell with normal effects, range, duration, saving throws, and so on, but without the usual gestures or (most often) material components. However, spells that require material components in excess of 100 gp in value require an additional round of singing to be added to the casting time for each 100 gp of value or fraction thereof of the material component. Spells that specify that the material component cannot be eliminated or substituted for cannot be created with lesser spellsong. The caster must be able to move (hands and shoulders at least) and sing free of magical silencing. Priests of Eilistraee are trained to sing when in pain and can sing while dodging about in combat.

6th Level

Spellsong

(Pr 6; Evocation)

Sphere: Creation

Range: Special

Components: V, S

Duration: Special

Casting Time: 1 round, or variable depending on the value of the material components used in the spell created

Area of Effect: Special

Saving Throw: None

This spell enables the caster, by song and supplication to Eilistraee, to cause one of several effects. If other priests of Eilistraee are present, the options for the possible effects this spell can produce increase. The caster and any additional choral participants must be able to move about freely to dance and sing free of magical silencing. Priests of Eilistraee are trained to sing when in pain and may sing while dodging about in combat. Choral work by multiple priests involves a circular dance around the person to be aided, a fire, or other focal point. Failing anything else, a long sword driven point-down into the ground or a tripod of sticks surmounted by the holy symbol of the caster can be used.
This spell can perform one of the following functions:

(1) Spellsong can cause an effect equivalent to almost any desired priest spell of 4th level or less, in effect casting the spell with normal effects, range, duration, saving throws, and so on, but without the usual gestures or (most often) material components. However, spells that require material components in excess of 100 gp in value require an additional round of singing to be added to the casting time for each 100 gp of value or fraction thereof of the material component. Spells that specify that the material component cannot be eliminated or substituted for cannot be created with spellsong.
(2)Alternatively, a spellsong may be used to recall to memory and the immediate ability to cast any one spell of 4th level or less cast by the spellsong caster earlier in the last 48 hours, not including any spells cast from scrolls.

(3) It can also, with different wording, bestow spell immunity. If a spellsong is cast when more than one priest of Eilistraee is present, the other priest or priests can join in the song without using a spell themselves. In this case the spell immunity is not only applicable for a spell known to the caster by casting or by the experience of having it cast on or against her, but also can be applied from any spell known to others in the choral group by casting or having it cast upon or against one of them. 

(4) A differently worded spellsong can heal 1d4+1 points of damage to the caster or to any creature touched. Each additional singing priest who touches the injured creature while the spellsong continues heals 1d4 more points of damage. (This choral addition can he used only for healing points of damage, not in other healing uses of the spell.)

(5) If seven or more priests of Eilistraee are present, they can work a cure blindness, slow poison, or cure disease instead of curing points of damage if they will it so and sing together.

(6) If nine or more priests are present, a dispel magic, remove curse, neutralise poison can be worked. Dispel magic or remove curse take effect at the level of the highest choral participant. 

(7) If 12 or more priests are present, a regeneration can be worked instead or an experience level lost within the last day restored.
|Demihuman Deities;

Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.

None available

