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INTRODUCTION

“Infinity is too large a concept for most to grasp. And, when added
to the complexity of a philosophical mapping of existence itself,
most people’s brains simply cannot process the sheer scope. It's
endless. It’s vast. It's ... well, infinite. We few who have chosen

to dedicate our lives to the study of the infinite in terms of the
planes of existence may seem like we know a lot, but rest assured,
this is simply an act. The Codex of the Infinite Planes is a mystery,
even to us, and though we know a lot and have added our words
to that collected tome, there is so much more the book holds.
There are always more pages to be turned and more mysteries to
discover. Infinitely more, it seems.”

Astromarchus the Sage

Your world is about to get much bigger. Infinitely bigger,
specifically.

Codex of the Infinite Planes is a Dungeons &

Dragons supplement expanding upon the various

planes of existence. The planes have been a presence in
Dungeons & Dragons since the earliest days of the game,
with multiple sourcebooks (and even an entire setting)
dedicated to describing the fantastic worlds that exist
beyond the Material Plane.

Most of these previously released sourcebooks are
constrained in scope and content by serving multiple
purposes. Codex of the Infinite Planes is dedicated to
detailing exciting and usable content centered around
the known planes of existence for the purpose of using in
memorable adventures. The known planes of existence,
in this case, includes the four elemental Inner Planes and
their intersections, the two transitive planes, three echo
planes, and sixteen Outer Planes.

Each plane receives a detailed description, including
game mechanics handling hazards and phenomena, notes
on traveling to and within the plane, a look at the powerful
people and organizations operating on the plane, a review
of the monstrous inhabitants, a host of interesting sites
and treasures, random encounter tables for each plane,
and adventure hooks providing examples of using the
plane in a scenario. The information is largely aimed at
Dungeon Masters looking to craft exciting adventures
utilizing the planes, but the information is valuable to
players looking to create characters tied to the greater
multiverse of the campaign setting,.

Other releases in the Infinite Planes series provide
content useful in different ways. Monsters of the Infinite
Planes provides creature statistics for over 200 monsters
inhabiting the planes along with helpful generic statistics
for planar NPCs. Heroes of the Infinite Planes includes
new subclass options for each class along with new feats,
spells, and magical items. Look for these releases on the
DMs Guild!

CODEX OF THE INFINITE PLANES

This book provides information for the Dungeon Master
helpful to utilizing the known planes of existence in

their campaign settings. Alternately, it can be used as

a complete campaign setting in itself! The contents of

the book are roughly defined as follows. Much of the
information is meant to supplement the content in the
Dungeon Master’s Guide, specifically Chapter 2: Creating
a Multiverse.

Chapter 1 Essence of the Infinite Planes outlines the
general principals of the planes of existence as they exist
within Dungeons & Dragons, along with definitions for
common terms used throughout the book.

Chapter 2 Using the Infinite Planes provides tips and
suggestions on how to use the planes of existence in your
campaign, along with details on traveling through them
and a glossary of keywords that can be helpful to find
useful information in the book.

Chapter 3 Gazetteer of the Infinite Planes forms the
bulk of the book and includes detailed descriptions of 26
planes of existence.

Chapter 4 The Codex and Its Keepers describes the
Codex of the Infinite Planes itself, along with the planar
sages dedicated to studying its mysteries.

Chapter 5 Toolbox provides information for crafting
new planes of existence. It includes a master list of all
hazards and phenomena from Chapter 3 along with
suggestions on how to build new planes of existence.
They're not known as the Infinite Planes for nothing!




ESSENCE OF THE INFINITE PLANES

“Those of us who have dedicated our lives to studying the

Codex have strived to organize the planes of existence into
understandable components. It’s not particularly useful from a
traveling standpoint I'll admit — it won’t matter that the Abyss is
considered a Plane of Chaos when you're being hunted by a pack
of slavering demons, for example. But as an esoteric thought
exercise, it helps us better understand the nature of existence

to try and classify the qualities of the planes. Our goal is not just
academic here, as we believe by finding the core of the multiverse
we can understand the mystery of creation itself. ”

Lillandri the Moon Mage

Most adventurers travel the length and breadth of their
land, facing an array of challenges from a variety of
sources, such as monsters, dastardly villains, corrupt
organizations, and even the perils of the landscape

itself. These challenges, though daunting and difficult at
times, are nonetheless rooted in the reality of the land
around them. Magic can twist and distort to add an extra
dimension to the challenges, but the scope of such power
is necessarily limited by the hands that wield it.

These are all but a tiny fraction of the whole picture,
however. They occur on the Material Plane, a sort of
conjunction of extraplanar powers governed by invisible
forces beyond the vision or even understanding of most
people in the Material Plane. Beyond the boundaries of the
Material Plane, what most accept as “reality,” the wider
multiverse opens with an infinite array of options that
stretches the boundaries of what’s possible — or breaks it
entirely.

Beyond the Material Plane, a multiverse of adventure
awaits — and the Codex of the Infinite Planes offers a
guide to that adventure for those willing to travel beyond
the shackles of “reality” and experience the truly fantastic
and wondrous places that exist beyond.

WHAT 1S A PLANE?

In the context of this book, a plane is broadly defined

as any reality separated by metaphysical borders. They
could be infinite or finite in size, but each plane is a
self-contained dimension with its own laws governing
existence. They usually cannot be accessed by physical
means, though exceptions exist. Most of the known planes
of existence are not inherently hostile to life, though again
exceptions exist.

DEFINITIONS

The following terms are used frequently throughout this
book.

Codex of the Infinite Planes. An enormous book that
contains information on all of the planes of existence. The
original book is an artifact of supreme but uncontrollable
power that not only contains information about the planes
of existence, but can be used as a gate to them! A group
of planar sages have dedicated themselves to studying the
wonders of the Codex and have created mundane copies
of the original that contains their notes and theories
regarding the nature of the multiverse and the known
planes of existence.

Demiplane. A pocket dimension of finite size created
from the raw protomatter of the Ethereal Plane. Certain
spells can create demiplanes, usually as temporary
locations, and some magical items access demiplanes
as part of their enchantment. Many demiplanes can be
accessed directly through a portion of the Ethereal Plane
known as the Deep Ethereal but others are locked except
through specific portals or gates.

Echo Plane. A reality “adjacent” to the Material Plane
that includes some parallel aspects of the Material Plane,
but usually not all. Each of these planes are an “echo”
of the Material Plane that most planar sages believe are
under the effect of a powerful exterior force. The Plane
of Shadow is connected to the Negative Energy Plane
while the Plane of Faerie is connected to the Positive
Energy Plane. The other known echo plane is the Plane
of Dreams, which contains a distorted version of the
Material Plane affected by the dreaming minds of sentient
creatures. The Ethereal Plane consists of two regions,
the Border and Deep, and the Border Ethereal can be
considered an echo plane as well.

Energy Plane. A plane that consists wholly or partially
of pure energy. The two known Energy Planes are the
Positive and Negative Energy Planes, which contain the
source of radiant and necrotic energy respectively. These
planes are hostile to life though accessible pockets exist.
The Energy Planes touch the Inner Planes and Material
Planes, creating regions of mixed aspect that generally can
be visited.

Inner Plane. A plane that contains the source of one
of the four basic elements of existence — air, earth, fire, or
water. These are referred to as the Inner Planes because
they form the nucleus of the multiverse itself, and on a
metaphysical level are believed to be the core of all known
reality. Each element is held within its own infinite plane,
but the Inner Planes also “bleed” together, creating border
elemental planes with non-opposing elements. Where air
and fire meet, the Plane of Ash exists; where air and water
meet, the Plane of Ice exists, and so on.



Great Wheel. The most commonly understood grouping
of the planes understood by planar sages. Wheels, spheres,
and circles are a common theme found amongst the planes
of existence, so planar sages have connected the greater
multiverse to the idea of the Great Wheel. At the center of
the Great Wheel is the Material Plane, surrounded by the
Inner Planes, and then orbiting around them are the Outer
Planes. This is just one theory of the multiverse, however,
and others exist that may be just as valid.

Layer: A subset of a plane of existence defined by
different physical or metaphysical traits. Many of the
known planes contain multiple layers, which function
largely as separate planes themselves but connected to the
broader plane by easier accessed portals and gates.

Material Plane. The plane of existence that sits at the
conjunction of all the other planes. Also known as the
Prime Material Plane, each Material Plane is comprised of
elements from all the other planes, in varying degrees and
amounts. They are infinite in size and scope and as varied
as the rest of the multiverse, but they form the core of what
most inhabitants call “reality.”

Multiverse. A generic term used to describe all of the
known planes of existence. There are multiple theories
of how the multiverse is connected together; the most
common is the Great Wheel cosmology, but others exist as
well.

Outer Plane. A plane of existence defined by a broad
philosophical force. Most planar sages identify sixteen
Outer Planes as part of the Great Wheel that correspond
roughly to the intersections of good/ evil and law/chaos.
An Outer Plane in this sense contains strong philosophical
influence along these spectrums, which can include its
absence as well. Mechanus, for example, is the plane of
ultimate law devoid of good or evil, while the Abyss is
the plane of ultimate evil and chaos. Some Outer Planes,
especially the ones at the extreme, help those that align
with it philosophically but rarely are they directly hostile to
non-aligned travelers.

Planar Sages. A sage that specializes in planar
knowledge. In the context of this book, the planar sages
include Astromarchus the Sage, Emirikol the Chaotic,
Issilda the Unbreakable, Llllandri the Moon Mage, and
Malakara the Warden. They provide the intros for each
chapter and gazetteer, and their full descriptions can be
found in Chapter 5.

Transitive Plane. A plane that exists primarily as a
means to an end. There are two known Transitive Planes —
the Astral Plane and Ethereal Plane. The Astral Plane is a
strange realm where time functions differently and serves
as the connective “tissue” between all of the other planes
of existence. The Ethereal Plane is considered a Transitive
Plane as well though it only directly connects to the Inner
and Material Planes.




USING THE INFINITE PLANES

“What's the point of knowing so much about the planes? For me,
it's not just theory and philosophy — I want to understand how the
planes feel, in my bones and my spirit. | read and write about their
traits, yes, but this is based on the visceral experiences | have had
by actually traveling to these places, talking with the inhabitants,
and facing the dangers. Some of my colleagues who study the
Codex are content to simply read about these experiences and

to generalize what it must be like. For me though? It has to be
experienced to be real, and when you've experienced as much
about the planes as | have, it helps to write it down to remember
it.”

Emirikol the Chaotic

The planes of existence can be daunting to tackle from

a Dungeon Master’s perspective. The sheer amount of
information out there, content both new and existing
across multiple editions of the game, makes finding a good
place to start difficult. This book covers a vast amount of
detail spread out across 26 planes of existence.

This chapter is designed to be that starting point. The
information here is to help the Dungeon Master create
stories featuring the planes, whether they are fully realized
adventure sites or simply influencing the core campaign
setting already established. Chapter 3 provides the
gazetteer information for the known planes of existence
with helpful guides on powerful and influential NPCs
and organizations, notes on monsters, rules for hazards
and phenomena, a list of mysterious sites and treasures,
adventure seeds, and random encounter tables. All of that
information is fun to read and digest, but it doesn’t help if
you don't have an idea of how you're going to use any of it.

CAMPAIGN USE

Taken either individually or as a whole, the planes of
existence provide a rich backdrop for adventures and
stories of an infinite variety. There are multiple ways they
can be used in a campaign setting, whether the setting is
based on a Material Plane or not.

PLANAR CAMPAIGN FRAMEWORKS

There are as many ways to use the planes in a campaign
as there are planes in existence (i.€., infinite), but they can
be roughly categorized into four campaign frameworks
depending on how they are used and introduced. The
frameworks outlined here are Planar Influence, Temporary
Visit, Focused Plane, and Across the Planes.

PLANAR INFLUENCE

The planes of existence contain powerful forces, and
these forces can directly influence the Material Plane in
profound or subtle ways. Campaigns that focus on a single
Material Plane can still feature influences from the other
planes. These often take the form of confluences — places
or times in the setting that have a strong connection to
one of the other planes of existence. In these situations,
you can use the hazards and phenomena described under
the selected plane in Chapter 3 as a feature of the region,
perhaps in a lesser degree as necessary.

A planar confluence from Hades could leech the color
out of the area, leaving only gray, while a cave under the
influence of Pandemonium may have light-devouring
darkness. The descriptions of the various hazards and
phenomena in Chapter 6 can be helpful in finding the right
influence for the story you're looking to tell.

TEMPORARY VISIT

A group of characters may need to visit one of the planes of
existence for a specific purpose. Perhaps the villain behind
the campaign has a fortress in the Outer Planes that needs
to be destroyed, or perhaps the villain originated from one
of the Outer Planes and the party needs to travel there to
learn more about their foe or to retrieve an item helpful in
defeating them.

The Glossary of Interest in this chapter includes points
of interest related to keywords that can be helpful in
finding the right location based on the nature of the need.
Need a prison? Carceri is known as the prison plane for
a reason, but other places exist, such as the fourth layer
of Pandemonium, Agathion. Want to know some major
deserts, or the key metropolises? Look to the Glossary of
Interest to help guide you through the infinite planes.

Focusep PLANE

For a major change of pace the entire campaign could

be focused on one of the planes other than the Material
Plane. Each plane of existence has enough mystery,
danger, and excitement to fuel an entire campaign without
having to rely upon the standard tropes. The planes with
major metropolises, such as the City of Glass on the Plane
of Water or Mithrendain the Autumn City on the Plane of
Faerie, could easily support this type of campaign, serving
as the backdrop for thrilling urban adventures with a
unique planar twist.

ACROSS THE PLANES

In a multiverse of infinite planes, why limit yourself to just
a few? Why not encompass the entirety of the multiverse as
the setting? The incredibly varied content available across
the planes, from the Inner Planes to the Outer Planes

to everything in between, is enough to sustain multiple
campaigns of many different types. A key component

in a campaign of this nature is the feasibility of travel.
Characters would need to use portals or gates frequently,
but it may be useful for them to have access to a resource
that allows them to move around with relative ease.






A vast array of options are available in this situation.
One of the easiest to use is the concept of a plane traveling
ship or vessel. The Demonwing is a ship known in the
Abyss that has the capability of sailing on the planes, but
even a regular boat traveling down the River Styx or River
Oceanus would make for thrilling adventures. The roots of
Yggdrasil could easily provide access to the planes as well.

SCALE AND SCOPE

It's not uncommon for some campaigns to move to the
planes once the characters achieve a high enough level,
generally 11" level and higher. The party has enough
resources at their disposal to deal with most threats,
environmental and monsters, but there is still room to
challenge them. The planes often have the benefit of
expanding the scope of adventures as well — other heroes
may deal with threats facing the Material Plane, but
characters that move about the planes deal with threats to
the multiverse itself!

There is nothing wrong with this mentality, and there
certainly are extraplanar powers and threats that could
easily scale to such a level if you wanted to go down that
route. However, this is not the only way to use the planes.
Like anywhere else in the multiverse, not every threat on
the planes is a cosmic one that has the potential to tear
down reality itself.

The Adventure Hooks section of each planar entry in
Chapter 3 provides story ideas on how to utilize elements
of the plane in smaller adventures. Many of these can
easily be expanded upon to fit with the ongoing campaign
or just as a one shot, and they are designed to highlight the
nature of the plane in a usable format. They can be used
as a springboard to get the party into the plane, or to bring
the element of the plane to the party wherever they may be.

RoLE oF GoDs

Historically, the planes of existence have been known
primarily as the realm of the gods. For the purposes of
this volume, that presence has been reduced, largely
because most of the related content is already mapped
out in previous products. The Deities & Demigods books
are good resources on utilizing the gods and their homes
across the planes.

How much of a presence the gods have in your campaign
is up to you, but for planar campaigns this should be a
consideration more than most typical Material Plane
campaigns. Perhaps the gods have a greater reliance on
worship with fluctuating power based on the number of
mortal worshippers they have; the rules for Piety in Mythic
Odysseys of Theros can be helpful in crafting such a
campaign.

The default assumption in this book is that the gods exist
but their power and stature put them largely above the
struggles of lesser beings. They are aloof and inscrutable,
though many of their planar sanctuaries hold priests and
other devotees who are more than interested in engaging
with “lesser” beings, being lesser beings themselves.

TRAVELING THE PLANES

Each plane exists as its own self-contained reality, with
separate laws governing how time, magic, and energy
interact. As part of the larger multiverse, though, each
plane is connected through a convoluted series of invisible
pathways that crisscross the dimensions in varied and
surprising ways. A campaign that starts out on the Material
Plane needs to have a means of accessing the rest of the
multiverse just as much as a planar based campaign,

so the information outlined here can be useful in many
scenarios.

It should be noted that these definitions are simply
suggestions. Feel free to mix and match the rules as you
see fit — with infinite planes, there’s an infinite variety of
options available!

PoRrRTAL

Portals are the most common way to access other planes
of existence. Simply put, a portal is an invisible locked
doorway that directly connects two stationary points on
different planes. To pass through a portal, a traveler needs
to have the correct key. Certain spells known to planar
sages allow for the close examination of a portal in order
to ascertain the nature of the key which could be anything
— an object, a phrase, a motion, or anything else.

The nature of the key is usually related to the destination
of the portal. For example, a portal to the Plane of Air may
be a feather, while a portal to Acheron may be a small
iron cube. A portal to Nishrek, the home of the Horde of
Gruumsh on Acheron, may be an iron cube inscribed with
the Orc word for “war.” Portals typically remain open for
1 minute before closing, though certain conditions and
portals may extend or shorten this. The information found
in the Getting There section of each plane in Chapter 3
provides some examples of portal keys.

Once opened, most portals show the destination point
as clearly as though a viewer were on the same plane, so
it can be easier to ascertain the nature of the destination
once the portal is opened. This isn’t a universal truth,
however; some portals are opaque, revealing nothing about
their destination, while others are simply swirls of vapor,
perhaps colored in the same way as a color pool (see
below). Most portals are the size of a typical door, requiring
larger creatures to squeeze, but other sizes exist as well.
And some stretch to fit the size of the creature passing
through it!

Typically, portals that lead from one layer of a specific
plane to another layer are easier to open, and most
function as simple gates.

GATE

A gate is very similar to a portal with one primary
difference — using a gate doesn’t require a key. Some gates
are open constantly, creating a permanent link between
two planes, while others are based on time, opening or
closing based around seasons, the phase of a moon, or
other external factors.

On a plane, access between layers is usually through
open gates. For example, the Abyss and its infinite number



of layers are all theoretically accessible through the Plain
of Infinite Portals, the first layer. Gates there appear as
vast yawning pits with no clear way of determining which
one leads to where.

Like portals, open gates typically appear as windows
with full view to their destinations, though this does vary.
The size of a gate also varies more than a portal, and the
typical gate is large enough for a Huge creature to go
through without having to squeeze.

Two special types of gates exist in the transitive planes
that make them unique. The Astral Plane consists of
an infinite number of color pools, which function just
like gates but are color-coded to their destination. For
example, all color pools to Mount Celestia are gold, while
color pools leading to Carceri are olive colored. The exact
destination is obscured but fixed, so finding a specific color
pool is as hard to find as anything else on the Astral Plane.

The Ethereal Plane holds a special type of gate called
an ethereal curtain that separates its two broad regions,
known as the Border Ethereal and the Deep Ethereal. The
Border Ethereal functions similarly as an Echo Plane and
overlaps the Material and Inner Planes, while the Deep
Ethereal is a soupy mix of protomatter where demiplanes
are born. Ethereal curtains separate the two. A creature
moving from the Border Ethereal to the Deep Ethereal
passes through the curtain without noticing it, but from
the other side the curtains are colored based on their
destinations. They do not require keys and are always
available.

VORTEX

A vortex is a special type of gate that leads to one of the
Inner Planes. They usually appear naturally as part of a
particularly powerful or supercharged weather event, such
as a storm, earthquake, tornado, or typhoon. They typically
last only a minute or so at the apex of the event, but the
elemental denizens on the other side have an innate sense
of their appearance and often swarm through them to
spread their influence across as many planes as possible.

CONDUIT

The Astral Plane is considered by many to be the
“backstage” of the entire multiverse. One of the reasons for
this thought are the conduits — nearly invisible tubes that
connect two points in the multiverse, like a gate or portal,

but do so through a long channel that uses the Astral Plane

as a “bridge.” Accessing a conduit may require a key or not
and they stretch to fit any size creature passing through it.

The journey is not as instantaneous as a gate or portal, and

traveling through some conduits may take minutes or even
hours.

On the Astral Plane, conduits can be seen but usually
only faintly and at a distance. They twist in the silver void,
largely invisible, and mostly indestructible. Some planar
sages believe conduits exist to transmit the souls of the
dead to their final resting place, and that mortal creatures
can use them is an accident.

MAGICAL TRANSPORTATION

Powerful magical spells can be used to transport creatures
across the planes as well. Most of these are the purview of
elder archmages and learned spellcasters, but for the right
price a party of adventurers may be able to convince the
spellcaster to weave the necessary spell.

Astral projection allows for instant access to the Astral
Plane, which functions as the “hub” of the multiverse in
many ways. Plane shift can take a party to a specific named
location as well, and gate is the more powerful (expensive)
variant. The etherealness spell takes the party directly to
the Ethereal Plane which can be useful in accessing the
Inner Planes or the Deep Ethereal with its multitude of
demiplanes.

MAPPING THE PLANES

Maps of the planes tend to be unreliable at best. Some
aspect of the infinite nature of the multiverse twists space
in constant and unusual ways. Certain smaller regions
can have reliable maps, especially on planes with a strong
lawful influence, but largely most planar sages don’t
bother with them. An entire organization called the Planar
Cartographic Society exists to dispute this fact, though
their claims of authenticity ring a bit false in more places
than not.




GREAT PLANAR PATHS

Gates and portals are great ways to navigate the planes,
but finding and accessing them can be tricky or unreliable
at times. There are three “great planar paths” that run like
an undercurrent through the multiverse, making travel in
specific regions much easier. They are the River Oceanus,
which links several of the Upper Planes; the River Styx,
linking most of the Lower Planes; and Yggdrasil the World
Tree, a vast planar tree on Ysgard with roots and branches
that extend across the planes.

A fourth planar path, known as the Infinite Staircase,
exists as well, but its properties are not well documented
by the planar sages that study the Codex of the Infinite
Planes.

RIVvER OCEANUS

A sparkling river of deep blue water, the River Oceanus
runs a revitalizing, gentle course through several of the
Upper Planes. It's meandering course both starts and ends
on the vast sparkling ocean of Thalasia, the fourth layer

of Elysium. From there, it winds up the layers of Elysium,
crossing into Krigala on the Beastlands and winding
through Arvandor and Aquallor on Arborea.

The path of the River Oceanus is not as straightforward
as one might expect. There’s no direct current directing
its flow from one plane to another — it curves, twists, and
doubles back on itself an infinite number of times. Passing
between the planes and layers generally requires sailing
down the river for 1d6 x 12 hours and making a DC 10
Wisdom check; users with proficiency in navigator’s tools
can add their proficiency modifier to the roll. A success
puts the sailing vessel in the desired plane, while a failure
results in no change of plane.

No river routes exist that jump layers, and transport
from one plane to another requires sailing from the top
layer of the plane. For example, a boat sailing on the River
Oceanus on Thalasia can only move to Belierin, and from
there to Eronia, and then to Amoria; once on Amoria it can
sail to Krigala on the Beastlands or Arvandor on Arborea.

RANDOM ENCOUNTERS

Most of the encounters along the River Oceanus are with
friendly travelers or river-dwelling beasts who wish to be
left alone. Sometimes, however, a stranger thing happens.
You can use the below table to add some randomness to a
trip down the River Oceanus. It is recommended not to roll
on this table more than once per traveling day.

1D100 RivER OcEANUS ENCOUNTER
01-05 A pod of playful dolphins
06-10 Group of lizardfolk hunters on the banks

11-15 A sea elf princess and retinue traveling to a
remote location

16-20 A curious octopus near the surface

21-25 The song of a school of nearby delphons

A merchant barge sailing towards a river
town

26-30
31-35 A small boat with mysterious mercenaries
36-40 The territory of a giant crocodile

41-45 A vibrant cloud of sunflies from Elysium
46-50 A pair of lupinal guardianals on patrol
51-55 A hungry plesiosaurus from the Beastlands
56-60 The pleasure barge of a storm giant

A swarm of quippers scavenging the bones
from a large fish

66-70 A triton knight on a small vessel

61-65

An intelligent hulking crab curious about

e the world around them
76-80 Giant toads croaking from the riverbank

A rotten gar swimming in an expanding
pool of filth

The beastwraith of a dead dolphin haunting
the area

81-85

86-90

91-95 A pack of hunting gar from Arborea
96-99 A scylla serpent on the hunt from Aquallor

An adult gold dragon submerged amongst
reeds

00



RIVER STYX

The River Styx is a dark, malevolent watercourse that
winds through the Lower Planes. Its waters are oily

and wine red, churning with dark bubbles and filled

with unidentifiable refuse and flotsam. The waters are
dangerous, capable of robbing creatures of their memories
temporarily or permanently, though fiends and the native
Styxian monsters are immune to this effect. In the planes
it flows through the River Styx creates a flash point of
activity, especially in places like Carceri which make travel
out difficult for those sentenced to the plane.

A creature that touches or drinks from the River Styx
must succeed on a DC 15 Intelligence saving throw. On
a failure, they suffer the effects of the feeblemind spell.
Fiends and native creatures to the River Styx are immune
to this effect. Creatures that become fully submerged have
disadvantage on this saving throw, and there are rumors
that certain areas of the River Styx permanently steal
memories.

The River Styx flows through the top layers of Acheron,
the Nine Hells, Gehenna, Hades, Carceri, the Abyss, and
Pandemonium. It’s not a straight line, however, and it
winds up and down through the planes in a confusing,
meandering path. Traveling along the River Styx is more
difficult than the River Oceanus. To travel from one plane
to another along its bloodred waters, a navigator must
succeed on a DC 15 Wisdom check after 1d6 x 12 hours.
On a success, the vessel successfully passes into the
destination plane of choice, but it must be the top layer.
On a failure, the vessel makes no progress, and likely
something bad happens (it is suggested to roll on the
random encounter table below or for the corresponding
plane).

A special type of yugoloth called a merrenoloth are
renown for sailing the River Styx. These cruel and greedy
fiends are willing to take on passengers for the right price,
and they do not need to make checks to pass between the
planes along the River Styx (though the time requirement
remains the same).

RANDOM ENCOUNTERS

The River Styx has a well-earned reputation for foul
creatures of all kinds. The fiends that swim in its blood-
red waters are immune to the effects of the river and
actively seek to cause mayhem and mischief to any traveler.
You can use the below table to randomly determine an
encounter while characters sail on the River Styx. Like the
River Oceanus, it is not recommended to roll on this table
more than once per travel day.

1D100 RIVER STYXx ENCOUNTER

A group of hungry vrocks looking for an
easy meal

06-10 A fiendish giant shark on the prowl

01-05

11-15 Sahuagin raiders on their way home
16-20 A hydroloth waiting in the water

A pool of fetid corruption with a wastrilith
at its center

21-25

A boat piloted by a merrenoloth with no
passengers

26-30

31-35 The remnants of a wrecked ship

A swarm of vargouilles picking at a fresh

36-40 il

41.45 Acolyte servants of a demon lord in a boat
on a mission

46.50 A pack of hell hounds patrolling the
riverbank

51.55 A boat piloted by a merrenoloth with
suspicious passengers

56.60 A seemingly abandoned ferry floating down

the river
61-65 A deviously curious imp watching invisibly

A flat-bottomed barge filled with larvae

ot piloted by a night hag
Vast abyssal chicken flock flaps angrily in a
71-75
shallow pool
76.80 The decadent pleasure vessel of a rakshasa
lord
Swarms of fiendish quippers churn the
81-85
waters

86-90 Several bloodbloats drifting in the water
91-95 A Stygian ice serpent up from Stygia

A screamwraith rising from a nearby

96-99
wreckage

A fiendish adult red dragon looking to
cause mayhem

00



YGGDRASIL THE WORLD TREE

The plane of Ysgard is a realm of heroic proportions,
where everything takes on a bigger and grander scale.
The best example of this is Yggdrasil the World Tree,
an enormous tree that sits on one of the plane’s floating
earthbergs. It's branches extend out into the very fabric
of Ysgard, allowing quick transportation between the
earthbergs. Similarly, it’s roots stretch out to encompass
the lower Ysgardian realms of Muspelheim and Nidavellir
— and beyond. Yggdrasil’s roots actually penetrate the
weave of the multiverse, creating a maze-like system of
root tunnels that allow for access to many planes.
Yggdrasil’s roots path link up to existing trees in
mysterious ways. The older the tree, the better the chance
of it holding a secret entrance into Yggdrasil's roots. The
best known planes with World Tree connections include
Arborea, the Plane of Faerie, the Beastlands, Bytopia,
Hades, and the Material Plane, but any place with an
ancient forest could have a connection to Yggdrasil.
Accessing Yggdrasil’s roots requires a key, similar to a
portal, though the key is always related to some aspect of
the entrance tree. The entrance usually sits in a hollow
part of the tree or possibly below ground in the roots, and
it smells distinctly like sticky sap. Inside, the root appears
as a tunnel made of gnarled, twisted wood, immune to
any damage, that leads into darkness. Travelers seeking
an exit along the root path to another destination must
succeed on a DC 15 Wisdom (Survival) group check after
traveling for 1d4 days. There'’s no sense of time in the
maze, and branching tunnels constantly break off leading
to other places. On a successful check, the party arrives at
their destination, but a failure puts them at a different exit
entirely.

RANDOM ENCOUNTERS

The roots of Yggdrasil are weird and wild, and numerous
beasts and plants roam through the hollow tunnels. Most
are simply looking for food, but more than a few are
sinister creatures that would cause problems for a group
of travelers. You can roll on the below table to randomly
determine an encounter while the characters travel
through the roots of the World Tree. It is not recommended
to roll more than once per root travel instance unless the
characters were actively lost or seeking a hidden location
within Yggdrasil itself.

1D100 YGGDRASIL ENCOUNTER

A patch of assassin vines clinging to the

01-05 -
ceiling

A gas spore floating menacingly through the

06-10
tunnel

11-15 An adjacent cave holding a corpse flower

16-20 The luring sweet smell of a nearby mantrap

21-25 A swarm of needle blights

26-30 A wounded dryad looking to return home

31-35 Wandering berserkers from Ysgard

Meenlocks causing fear and mayhem from

i) the Plane of Faerie
41-45 A storm mole digging at a root wall

A shambling mound following its instincts

el to food

A garden of shriekers tended by a mad
druid

56-60 Tribe of vegepygmies on the hunt

51-55

The skeleton of a traveler watched over by a

L) wood woad
66-70 A crave horror stumbling through the dark

Seeds of a demonic tree that lead to a

e Zrintor walker
76-80 Colony of myconids trying to live in peace

81.85 A ranger leading a mysterious group to

Ysgard

A procession of fey creatures commanded
86-90 .

by an autumn eladrin
91.95 A swarm of bleak rats that broke in from

Hades
96-99 A yellow musk creeper clinging to the wall

00 An adult green dragon out for a walk



GLOSSARY OF INTEREST

The planes of existence are vast, and there are countless
fantastic and interesting places hidden all over the
multiverse. Each plane described in Chapter 3 includes a
description of at least a dozen sites and treasures that can
be found on there! The sheer volume of content can be
overwhelming especially if you have an idea of what you're
looking for but are uncertain where to start.

This section lists a glossary of keywords associated with
Dungeons & Dragons along with a brief information on
how it might fit into the planes as described in this book.
This is by no means an exhaustive list, and part of the fun
of a planar campaign is upturning these kind of general
expectations. Use the information here as a springboard
for your imagination, or as a reference guide to help build
interesting adventures and stories for your game.

Aberrations. The source for many aberrations can be
traced to the Far Realm, and there are several key planes
that have been the focus for incursions from that alien
plane. The Plane of Dreams, specifically the Moonscape,
sees a lot of activity from aberrations, and the Windswept
Depths of Pandemonium contains ruins that suggest Far
Realm influence. The Astral Plane was the home of a
vast mind flayer empire at one point, and many of their
experiments still roam the Silver Void. The Glass God is a
alien entity trying to penetrate the vast logic of Mechanus.

Arcane. Arcane magic is a powerful force in the
multiverse, and its influence spreads across many planes.
On Arcadia, magical law is governed and enforced by
Nomos Prime, and its practitioners — nomomancers — seek
out the truth of arcane magic wherever it may lie. The
elves of the Arrathalass Conclave on Arborea practice
ancient traditions of supremely powerful high magic.

Arctic. The Plane of Ice, also known as the Frostfell, is a
vast realm of desolate cold that sits between the elemental
Planes of Water and Air. The fifth layer of the Nine Hells,
Stygia, is a frozen wasteland amidst a black sea where the
River Styx flows unimpeded.

Beasts. Each plane is inhabited by a wide variety
of creatures, many of which fall under the category of
beasts. They often develop unique traits suited to their
environment, but the creatures of the Beastlands are
unique among all the planes. They are intelligent, and
many of them have developed into powerful servants of the
Animal Lords that rule the vast wilderness.

Celestials. The powerful embodiment of the Upper
Planes are the celestials, who come in a wide variety of
forms. A few subtypes have emerged in the multiverse as
true embodiments of their individual planes. On Mount
Celestia, the archons are powerful warriors of truth and
justice; the guardinals of Elysium are hunters and wardens
of evil wherever it may hide; and the jotuns of Ysgard are
giant-like beings with a wide variety of dispositions who
change forms based on their strong emotions.

Chaos. Chaos is a powerful primeval force in the
multiverse. The planes that closely align with it include
Arborea, Ysgard, Limbo, Pandemonium, and the Abyss.
They are wild unpredictable places.

Cities. There are numerous cities in the multiverse
that rise to planar metropolis status. The City of Brass on
the Plane of Fire is run by greedy, cruel efreet, but they

welcome trade from all over the planes. Conversely, the
City of Glass on the Plane of Water is one of the most
cosmopolitan locations in all the planes. Mithrendain the
Autumn City on the Plane of Faerie is a neutral location
where elves and fey of all kind come to mingle and discuss
politics. The Plane of Dreams’ Dylath-Leen is a strange city
of dreams and nightmares with a sprawling, bewildering
architecture that defies all sense of style and form.
Ravnica, City of Guilds, is perhaps the largest city in the
multiverse and serves as the hub for ten powerful guilds
with machinations that stretch out across the planes.

Constructs. A construct can be found anywhere in
the multiverse, serving whatever purpose it was built
for, but special attention should be paid to Mechanus. In
that realm of vast gears and cogs, constructs are native
inhabitants, and many simply coalesce out of the unending
machinery of the plane. Mechanus is the home to
inevitables and modrons, two construct species that have
become fully sentient on their own.

Darkness. Light and darkness can be found all over
the multiverse. In Pandemonium, the darkness takes on a
more sinister feel, and it actually eats light brought into its
windswept tunnels.

Desert. The layer of Mithardir on Arborea is a vast
desert of unusual white sand, while the third layer of
Carceri, Minethys, is filled with crimson sand and buried
mysteries. The Cinder Wastes that comprise the bulk of
the Plane of Fire is an endless ash-covered desert.

Dragons. Due to their long life and knack for magic,
dragons are among the most powerful creatures in all
the multiverse. There are ten greater “planar” dragons
identified by the sages who study the Codex; these include
Ignashendre on the Abyss, Voldrethass the Sleepless on
the Plane of Dreams, and Fimbulvinter on the Plane of Ice.

Dungeons. There are countless sprawling complexes
that count as dungeons in the multiverse, including the
Salt Dungeons of the Great Khan on the Plane of Earth
and the Blood Maze of the Charred Horn beneath a rocky
slope of Gehenna. The Labyrinth of Baroness Razza
in Limbo holds a great number of surprises within its
twisting halls, and for those seeking fey secrets the ruins of
Cendriane, City of Fallen Stars, sits in the Onyx Woods of
the Feywild.

Dwarves. The realm of Erackinor on Mount Celestia
is the greatest center of dwarven civilization in all the
planes and serves as the home for most of their deities.
Mount Clangeddin on Arcadia is another notable dwarven
stronghold, and the Library of Dumathoin in the Plane of
Earth holds much of their secret knowledge.

Elementals. The Inner Planes are the home of the
elementals in the multiverse, from the mephits to the
incredibly powerful elemental lords that rule over the
regions. Each Inner Plane hosts a specific type of genie
as well — efreet on the Plane of Fire, dao on the Plane of
Earth, marid on the Plane of Water, and djinn on the Plane
of Air. They consider themselves the undisputed masters of
the elemental planes.

Elves. Many legends tell different versions of the origin
of elves, but the realm of Nasselaithess on Arborea hosts
the majority of their gods so most believe they originated
there. Elves have a strong presence on the Plane of Faerie
where the eladrin developed, while the elves of Ysgard tap
into their wilder nature.



Evil. The malicious power of evil is well represented
in the Outer Planes in the array known as the Lower
Planes — Abyss, Acheron, Carceri, Gehenna, Hades, and
Pandemonium.

Fey. Frey creatures have a strong otherworldly feel that
puts them at home in many planes. Their strongest bastion
is the Plane of Faerie, also known as the Feywild, but they
are also well represented in the Twin Paradises of Bytopia.
The Queen of Air and Darkness, a malevolent fey ruler cast
out of the Feywild, resides in the caves of Pandemonium.

Fiends. Fiends are the native inhabitants of the Lower
Planes, and they represent evil, wickedness, and cruelty
in all their forms. There are three key subraces of fiends
that have designs on the larger multiverse: the devils of the
Nine Hells, the demons of the Abyss, and the yugoloths of
Gehenna (though the yugoloths have a strong presence on
Hades as well). Fiendish creatures swim through the River
Styx and prowl through all of the Lower Planes.

Forest. Many vast forests can be found in the multiverse.
Some of the most noteworthy include Arvandor, the top
layer of Arborea, which is perhaps the largest forest in
all the planes; all of the layers of the Beastlands, each a
primeval jungle stuck forever in day, twilight, or night; the
Viper Forest of Zrintor on the Abyss, which serves as the
home of Graz’zt; and the crimson jungle of Cathrys on
Carceri with its acidic air that eats away at material things.

Giants. Giants have a strong elemental connection so
many of their fortresses and colonies can be found in the
Inner Planes, such as fire giant strongholds on the Plane
of Fire and frost giant camps on the Plane of Ice. They can
also be found on Ysgard, working with or even worshipping
the jotun celestials of that plane, and trolls can be found in
abundance in the chilly pine forests of Hades’ second layer,
Niflheim.

Gnomes. Gnomes are a surprisingly industrious people
who have managed to insert themselves into many places
across the planes. Their strongest presence is on Bytopia,
where their sprawling families have formed clanns
that operate massive industry that spreads across the
multiverse.

Goblinoids. Goblins, hobgoblins, and bugbears can
be found in any climate on any plane at any time, usually
surviving as raiders or soldiers of greater powers. Their
roots stretch back to the iron cubes of Acheron, where
mighty goblinoid armies march and wage war in an eternal
conflict at the behest of their bloodthirsty gods.

Good. As a philosophical idea, the force of good is
embodies in the range of Outer Planes known as the
Upper Planes —Arborea, Arcadia, Bytopia, Elysium,
Mount Celestia, and Ysgard. These planes are the home
to celestials of all kinds and the inhabitants generally care
about the wellbeing of other creatures.

Grassland. Gentle grasslands of all kinds can be found
across the planes. The Greenway is a snaking “river” of
grassland that cuts through the forest of Krigala, the first
layer of the Beastlands, and hosts vast tribes of centaurs.
On Arborea, the Golden Plains of Kanidis are an isolated
realm given wholly over to the leonin who fiercely guard
their territory.

Halflings. The typical halfling is a lover of comfort
and home, and they've managed to carve these places
out of the multiverse just as easily as the Material Plane.
Yondalla, chief goddess of the halflings, lives in the Green
Fields on Mount Celestia along with countless families in
comfortable burrows. They can also be found as travelers
and merchants, aiding the Great Guildclanns of Bytopia in
ventures across the multiverse.



Hill. The gentle hills of Elysium sweep across the
landscape, while the Mud Hills on the Plane of Earth close
to the Plane of Ooze is a muck-filled realm of slippery
slopes. Many earthbergs floating in the skies of Ysgard
hold rocky hills as well, though the most famous of all are
the Golden Hills of Dothion on Bytopia where the gnome
gods dwell.

Justice. As an idea, the punishment of criminal activity is
strong across many of the planes of law. The Court Castles
of the Lex on Arcadia are a vast, sprawling complex of
fortresses and strongholds, all built to uphold the laws of
Arcadia, known to be some of the most strict and esoteric.
On Mechanus, the Word of Law is an entity that uses liquid
metal agents to bring justice to lawbreakers across the
plane, while inevitables are concerned with the higher laws
of the multiverse — cheating death too many times is bound
to bring one of them around to your door!

Law. The force of law, constantly in an unseen struggle
with chaos, is dominant in a swath of Outer Planes.

These planes include Acheron, Arcadia, the Nine Hells,
Mechanus, and Mount Celestia, and each adheres to the
rigid power of order in different ways.

Libraries. Many open and hidden repositories of lore
can be found scattered across the multiverse. The Library
of Dumathoin sits somewhere in the Stony Expanse of the
Plane of Earth, holding untold mysteries of the dwarven
god of secrets, while the Golden Library of the Great
Wyrm on Mount Celestia is open to all seeking knowledge
— that can stand to deal with Semrassa the Ancient, the
ancient gold dragon who keeps the library safe. The Tower
Arcane in Gehenna holds a record of every contract signed
by any yugoloth, and the arcanaloths that live there keep
their secrets safe for prying eyes.

Madness. The very nature of the multiverse is enough to
drive anyone mad if they think too much about its infinite
scope, but there are special strains of madness that can
be found as well. The howling winds of Pandemonium are
enough to drive any traveler into the arms of wholesale
madness, and the few cities there are filled with paranoid
inhabitants each suffering from their own form of insanity.
The copper dragon Menndryntaerth is a unique case — his
mind has been fractured into three distinct personalities,
and he wanders the Astral Plane as a lost soul.

Mercenaries. Where there's war, there’s a need for
soldiers of fortune, and there’s no better place than
Acheron to find and recruit such a force. The Nameless
Legion is one of the most renown mainly because
they recruit monsters of all types to join their ranks.

Clann Fennid on Bytopia is a unique type of mercenary
group that independently patrols much of the realm for
troublemakers, and have been known to travel across the
planes in their quest for justice.

Merchants. Trade and commerce are powerful forces,
and there are many planar merchant companies that work
to bring goods from one plane to another. The City of Glass
on the Plane of Water is one of the greatest mercantile
hubs in the multiverse and it sees merchant traffic selling
everything from weapons and armor to jewels and
magic. The Great Guildclanns of Bytopia are merchant
superpowers, dominating trade within their specific
purview, with knowledge and resources that make them
nearly indispensable in some planes.

Monstrosities. The monsters that don’t quite fit nicely
into other categories can be found in abundance across the
planes. Nearly every plane features a native monstrosity,
including the astral dreadnoughts of the Astral Plane,
the dangerous xill of the Ethereal Plane, and the wild
flavabeek of Limbo.

Mountain. Mount Celestia is the tallest mountain in the
multiverse, though it is so vast as to stretch the definition
of mountain considerably. Mount Olympus on Arborea is
a mysterious place where powerful gods once ruled, but
it is now cloaked in mist and difficult to climb. The Void
Peaks of the Plane of Earth are fit for no traveler but can
be used to access the Negative Energy Plane if no other
route could be found. Elysium’s second layer, Eronia, is a
mountainous paradise with countless channels of the River
Oceanus running through rapids and great canyons.

Oozes. Primeval sludges and jellies can be found in
dark places throughout the planes. Prismatic clouds float
through the Plane of Air studied by the wizards of the
Prismatic Order, while oil jellies squeeze through the
machinery of Mechanus and naturally lubricate the plane’s
gears to keep things running smoothly. On the Plane of
Ooze between the elemental Planes of Water and Earth,
hidden tombs of ancient Slime Lords await discovery by
explorers and adventurers.

Plants. Weird and wondrous vegetation grows under
the unusual conditions found in the planes of existence.
The Beastlands sees the most extreme versions, with
dangerous flora fill the jungles of the lair, while Cathrys,
the second layer of Carceri, uses plants as a means to keep
prisoners on the plane.

Prisons. Carceri is the most famous prison in all the
multiverse, and with good reason. Powerful beings from
both the Upper and Lower Planes have used the seven
layers of Carceri to keep monsters and criminals locked
away from the rest of the planes. A lesser known though
no less effective prison is Agathion, the fourth layer of
Pandemonium, where creatures are kept in sealed vaults
completed separated from each other and the rest of the
plane.

Prophecies. Prophecies are key currencies with many
diviners and seers. The Ivory Oracles on Arborea are
said to hold secret knowledge of the past and future,
and for those willing to brave the slopes of Mungoth on
Gehenna, the hag Laughing Jane in her Hut of Eyes can
grant any traveler a glimpse of what’s to come for the right
price. Hhallashaa the Great Jellyfish, in a vast trench on
Elysium’s ocean of Thalasia, keeps an otherworldly eye on
the goings on across the multiverse as well.

Psionics. Creatures and beings that harness the
power of their minds are active in many places across
the planes. The Astral Plane, which once served as the
seat of a vast mind flayer empire, still boasts the largest
number of psychically active creatures, though few are as
renown as the githyanki. Their counterparts, the githzerai,
have managed to stabilize their own realms in the Ever-
Changing Chaos of Limbo.



Storehouses. Demiplanes are regularly used to
store items of all kinds, and the Etherfarer Society in
the Ethereal Plane are among the most learned sages
regarding demiplanes in all the multiverse. On the Astral
Plane, the Midnight Prison is a special storehouse
dedicated to keeping cursed artifacts and magical items
from wreaking havoc.

Swamp. A number of noteworthy swamps can be
found in the planes. The Plane of Ooze is also known as
the Swamp of Oblivion, and with good reason, and orbs
of Othrys, the first layer of Carceri, are filled with bleak
swamps beneath a crimson sky. Minauros, the third layer
of the Nine Hells, is a fetid marsh ruled over by Mammon,
the devil prince of greed.

Undead. Undead are creatures inherently fueled by a
connection to the Negative Energy Plane. The Plane of
Shadow is a realm with close ties to that Energy Plane,
and undead of all kind flourish across the length and
breadth of the Shadowfell. Powerful undead creatures can
be found elsewhere as well, such as Mellifleur the Lich-
Lord on Gehenna, and ghosts are frequently encountered
in the Ethereal Plane. Bleakmore is known as the Castle of
Ghosts with good reason.

Underground. Endless realms forever locked away
from natural light can be found all across the multiverse.
The largest is the Plane of Earth with its twisting series
of tunnels inhabited by elementals and goliaths, but other
notable underground realms exist as well. Pandemonium’s
dark tunnels are filled with howling madness while
Nidavellir, the third layer of Ysgard, is an isolated
underground place of strangely undulating stone.

Underwater. The Plane of Water is the largest body of
water in the multiverse, and many believe it is the source
of all water in the planes. Other aquatic realms include
Aquallor, the second layer of Arborea, and Thalasia, the
fourth layer of Elysium and source of the River Oceanus.
The River Styx flows through the Lower Planes and pools
largely on Stygia, the iceberg-riddled fourth layer of the
Nine Hells filled with a sea of insidious black water.

Volcano. Great volcanoes fill the Fountains of Creation
on the Plane of Fire and extend into the Plane of Magma.
Few volcanoes compare to the plane of Gehenna, which
is also known as the Fourfold Furnaces — each of its
four layers is an enormous volcano floating in a void of
darkness, whether active (Khalas) or dead (Krangath).

War: The greatest conflict in the multiverse is the Blood
War, a never-ending feud between the demons of the Abyss
and the devils of the Nine Hells. The devils see themselves
as the only force keeping the slavering demonic horde
from overwhelming all of the multiverse, while the demons
engage for the sheer joy of slaughter.




GAZETTEER OF THE INFINITE PLANES

“The bulk of the Codex of the Infinite Planes is a deep review of
the planes of existence, or at least as deep a review as one can
expect considering the sheer enormity of the task. They’re not
referred to as the ‘infinite planes’ for nothing, and most quite
literally encompass a space that is incalculable in scale and scope.
We scholars who have dedicated our lives to the study of the
Codex have dedicated our lives to furthering the knowledge of
the multiverse and sharing it with others, but even our vision is
limited by mere mortal vision. Use this information as a guide
but understand also that the planes have an endless appetite for
surprise and mystery.”

Malakara the Warden

Each of the planes of existence in the Great Wheel gets
an overview and thorough review. This includes the four
Inner Planes along with their intersections in the Border
Elemental Planes; the Astral Plane and Ethereal Plane;
the echo planes, consisting of the Plane of Shadow, the
Plane of Faerie, and the Plane of Dreams; and the sixteen
Outer Planes. The Outer Planes are listed alphabetically.

READING THE GAZETTEER

Each plane presented in this chapter follows a similar
formatting. A description of each subsection is provided
below.

OVERVIEW

The opening of each entry provides an overview of the
plane, highlighting key functions or purposes.

HicHLIGHTS & IMPRESSIONS

This section provides some features of the plane that a
character may note upon arriving and traveling around the
plane.

LAY OF THE LAND

Most planes are comprised of layers, and this section
provides a detailed look at each layer along with
information on the plane’s cycle of time, such as whether
or not there is a sun, and notes on threats to survival.

GETTING THERE

Each plane is connected to the rest through various gates
and portals, and general notes on what those gates may
look like can be found in this section.

TRAVELING AROUND

Once the characters are on the plane, this section provides
an overview of travel considerations, including any
difficulties in moving between layers.

POWERFUL & MIGHTY

The planes play host to a wide variety of powerful
creatures and organizations. The most noteworthy on the
plane can be found in this section.

CREATURES & DENIZENS

Monsters and creatures of all sorts populate the planes.
New monsters are detailed in the Monsters of the Infinite
Plane book, but this section highlights monsters by type
that can be commonly encountered on the plane. It also
includes suggestions for humanoid races native to the
plane for insights into available character options.

HAzZARDS & PHENOMENA

The game mechanics around each plane’s features can
be found here, such as wilderness hazards and constant
effects.

SITES & TREASURES

This section provides a dozen or more interesting sites
and treasures to be found on the plane. Each can be used
as the basis for an adventure or as a way to highlight the
wonders of the plane.

ADVENTURE HOOKS

Adventure abounds across the infinite planes, and this
section provides five adventure seeds the DM can use to
utilize the plane in question, either directly or indirectly in
their campaigns.

RANDOM ENCOUNTER TABLES

A unique random encounter table is provided for each
plane, and many have multiple tables covering the
regions or layers of that particular plane. Use these as
springboards for adventures or elements to note during
travel on the plane.



PLANE OF AIR

“Of all the Inner Planes, the Plane of Air is easily the most
pleasant. Endless azure skies punctuated by multicolored clouds
above and below with absolutely no end in sight — it truly is a
sight to behold. Islands of earth and ice float through the air and
provide enough stable ground for travelers to put their feet down
every once and a while, but the real joy comes in soaring across
the boundless blue. And if you can avoid the nosy djinn or the life-
threatening storms of colossal size, all the better.”

Astromarchus the Sage

The Plane of Air is the most hospitable of all the Inner
Planes, and because of that sees the most traveler traffic
from across the multiverse. All manner of creatures visit,
sometimes without even realizing it — perhaps as a result
of the increased traffic, more natural portals and vortexes
exist to the Plane of Air than almost any other plane.
Flying creatures of all variety seek out the endless azure
skies of this realm, but that doesn’t mean it’s without its
dangers.

Navigating the plane requires the power of flight, but
contrary to most rumors falling is not really a problem.
Where is there to fall to? If a creature or object in flight
loses its ability to fly while in the air, it simply hovers or is
picked up by one of the strong wind gusts that permeate
the never-ending sky. Larger objects, such as the various
earth motes that dot the azure landscape or even a sailing
ship, generate their own gravity, but escaping those bounds
can be deceptively easy. Being stranded and caught in one
of the dangerous storms that pepper the plane in regular
intervals is the real danger.

Because of its relative safeness, the Plane of Air is
home to a large variety of creatures. Many Material Plane
natives with the ability to fly can be found around, but
the true masters of the realm are the djinn. They keep
magnificent castles built upon solid clouds, and most can
be depended upon to do the right thing when pressed — but
not all. Navigating the Labyrinth Winds without a guide
can be frustrating for travelers, but only by doing so can
such wondrous sites be visited, such as the cloud city of
Calypso, the Citadel of Ice and Steel that serves as the
home to the Great Caliph of the Djinn, the realm of Aaqa
and its aarakocra guardians, the massive Storm of Chaos,
or the mysterious Borealis Radiance.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the nature
of the Plane of Air as characters explore and travel through
it. These are suggestions of elements that can be used

in descriptions of the landscape and denizens with the

goal of actualizing the “outside” nature of the multiverse
beyond the Material Plane. Use them to incorporate into
encounters and adventures on the Plane of Air.

Never-Ending Sky. The most obvious and pertinent
feature of the Plane of Air is its lack of ground and
sun. The brilliant azure sky is everywhere at all times,
and unimpeded a visitor could see for miles and miles.
Multicolored clouds drift through the space, creating a
brilliant prismatic panoramic view in some views, but the
absence of a ground or ceiling is disorientating for non-
natives.

Constant Wind. Wind constantly blows in all directions
across the Plane of Air, creating updrafts and downdrafts
within the blink of an eye. It is omnipresent, and
sometimes its howling can make conversations difficult.
Skyship sailors have learned to “feel” different breezes
differently, so that a particularly experienced sailor can tell
when the wind is going to shift directions before it does. Or
so they claim, at least.

Everything Flies. In order to survive on the Plane of
Air, a creature has to possess the ability to fly. The native
species of the plane include numerous birds of all kinds,
along with insects and winged beasts, but flying through
the region are other unusual creatures. Schools of winged
fish maneuver through the Labyrinth Winds, and some
cloudstone islands hold tribes of winged apes.

LLAY OF THE LAND

The Plane of Air is an endless boundless sky, but it does
have broadly defined regions defined largely by their
proximity to neighboring Inner Planes.

LABYRINTH WINDS

The vast majority of the Plane of Air is comprised of a
complex maze of wind gusts and air streams known as
the Labyrinth Winds. This creates invisible paths that
push and pull travelers and natives alike along certain
courses, and the canny flyer knows to use the currents
as a propellant rather than trying to move against them.
Finding the right channel and then following its gale is a
difficult skill for non-native creatures to master, but with
a combination of magic, training, and luck, the Labyrinth
Winds can be navigated.

The Labyrinth Winds holds various independent realms,
such as Aaqa, the Confederation of Calypso, and various
djinn citadels and strongholds. Many of these realms are
hidden away from view by magic and the natural properties
of the plane, requiring specific actions or magic to reach.
Great clouds of all color, from blue to purple to red and
orange, dot the never-ending landscape of boundless blue,
and behind some of them lurk treasures and dangers of all
sorts.



MIiSTRAL REACH

Where the Plane of Air nears the Plane of Water, the azure
sky grows colder and the earth motes are joined by large
ice chunks. This region is known as the Mistral Reach and
is infrequently traveled — the snowstorms and blizzards
that occur with only a moment’s notice are dangerous

for flying creatures and vessels to handle. Beyond the
Mistral Reach a traveler can eventually arrive at the border
between the planes of Air and Water known as the Place
of Ice.

SIROCCO STRAITS

At the opposite end of the endless plane, the Plane of Fire
heats up the air and creates an area known as the Sirocco
Straits. Hot gusts whip sand and grit around, polishing the
earth motes that dot the region, but it is a favorite staging
ground for gargoyles and the Elemental Lords of Earth to
mount attacks on their sworn flying enemies. The Grand
Sultan of the Efreet is known to have a remote palace in
the Sirocco Straits. The Plane of Ash, with its continual
lightning storms and ash-choked sky, rests beyond the
Sirocco Straits, and native creatures avoid getting to close
to it.

CYCLE OF TIME

The Plane of Air has no cycles of day and night, which
can be unnerving for travelers that are used to the regular
setting and rising of a sun. Some natural aspect of the
plane keeps the skies deep blue at all times and all
around as well — up, down, left, right, in all directions an
endless azure sky. Clouds billow up and blow around at
random, and some can reach hundreds of miles in size.
These clouds can drift into an earth mote or harden into
cloudstone to darken the view of the azure sky for a period,
but they're not an accurate form of time measurement.
The djinn and most realms such as the Confederation
of Calypso are less interested in the telling of time, living
in the moment and taking things as they come, so the
need has not come up for them to accurately tell if it’s
been 12 hours since they last slept or only 11. If they are
sleepy, they sleep. If they are hungry, they eat. The major
exception to this is Aaqa, home to the vaati, a powerful
race of elementals dedicated to law and order. They have
developed complex wind-up devices to track the passage of
time and they meticulously synchronize these devices with
a large clock in the center of their realm.

SURVIVING

While the Plane of Fire can burn, and the Plane of Water
can drown, and the Plane of Earth can suffocate, the Plane
of Air simply allows creatures to breathe and live without
too much interference. There are still the dangers of the
elemental storms, angry natives, and powerful winds, so
it’'s not quite all safe, but the basic properties of the plane
are not directly harmful to travelers.

GETTING THERE

More portals exist to the Plane of Air than any of the other
Inner Planes, and this is likely due to the abundance of air
and sky in the Material Plane and nearly every other plane
in the multiverse. Natural portals on the Material Plane
are known to spontaneously appear near the tops of tall
mountain, but sudden and intense storms can also contain
a vortex to the Plane of Air. Some vortices are permanent
and travel around the Material Plane in the center of
normal-seeming clouds.

The djinn maintain a number of portals to the Material
Plane and other regions that they use to experience the
wonders of the multiverse first hand. In the Citadel of
Ice and Steel, the Great Caliph is said to have an entire
citadel level dedicated to portals to his favorite realms. The
caliph’s personal bodyguards keep these portals a secret
and guard them with their life, so travelers are warned
about their use.

The cloud city of Calypso boasts a guild of wizards that
specialize in creating and controlling portals, a skill that
they use to keep intruders from invading the city whenever
they want. As the cloud captains have a tendency to raid
and pillage from all they can, including the djinn, the Guild
of Portals is kept very busy maintaining the city’s defenses
by preventing unwanted portals from opening.

TRAVELING AROUND

For creatures with a flying speed, movement in the Plane
of Air is as simple as taking off and flying in a direction,
navigating the winds in a similar manner as the Material
Plane. Creatures without a flying speed are usually stuck
on an earth mote or cloudstone island, but it should be
noted that gravity does not behave normally on the Plane
of Air. Outside the gravitational bounds of a large object
(generally about 50 feet), an object or creature simply
hovers to be picked up by the winds that push and pull
everything,

The sailing ships of the Calypsian cloud captains are
large enough to hold gravity, and most earth motes and
cloudstone islands are as well. The winds of the plane
push these objects around as well, but since there’s
no permanent reference point on the Plane of Air few
creatures notice or care when this happens. For the cloud
captains, sometimes it takes longer to reach an earth mote
than it did before, and sometimes you never find the same
one again. Such are the mysteries of the Plane of Air.

Clouds are a regular feature of the plane and they come
in all shapes and colors. Many produce storms, some
incredibly violent, and there are some storms that have
been raging for decades — others last only a few minutes
before they exhaust themselves of their energy. Passing
through or hiding in a cloud can be an effective strategy,
but it can also be the home of any number of native
creatures, such as hostile air elementals, great swarms of
cloudworms or skymites, or even a sky ship from Calypso
looking to ambush an unsuspecting target.



POwWERFUL & MIGHTY

As wild and free as it presents itself, the Plane of Air does
have its fair share of powerful entities and organizations
that seek to impose its own sense of order upon the
realms. Some are more deliberate in this endeavor than
others, but all could use the services of a party of skilled
adventurers from time to time.

CONFEDERATION OF CALYPSO

There are only a few permanent settlements in the Plane
of Air, and the cloud city of Calypso prides itself on being
the most mysterious, at least to the outside. It is a city that
sits in a permanent blue cloud built upon cloudstone that
serves as the central base of power for the Confederation
of Calypso. The Confederation is a loose alliance of pirate
captains, each with their own sky ship, that call the city

of Calypso their neutral home. Whatever blood feuds and
ancient enmities exist outside, inside the bounds of the city
there is a peace truce.

At least, that’s the idea. The Confederation does meet
irregularly, usually only when the city is threatened by
some force, and then its only the sky ship captains that
happen to be close to Calypso at the moment that are
invited. Each captain registered with the Guild of Ships in
Calypso is entitled to a seat on the confederation council,
which allows them to vote and pass laws as necessary.

As the council is made up of murdering, thieving pirates
who ply the air currents of the plane seeking treasure and
plunder, little actual governing is done and the council has
thus far only enacted one law. Known as the First Law, it is
what keeps Calypso as neutral ground for all confederation
members.

The cloud captains of the Confederation of Calypso
range far and wide from their home, and encountering
one in the wilds of the Plane of Air usually has no lasting
consequences beyond dealing with the single pirate sky
ship. Theoretically, the council could take some large-scale
action against a force that attacked one of their members,
but thus far no such concerted effort has even been
brought forth as a proposal. The pirates seem content
to raid on their own and return to Calypso, happy in the
knowledge that the First Law protects their ship from
deliberate harm.

Several members of the Confederation of Calypso have
hired themselves out as mercenaries to other powers in
the plane, such as Yan-C-Bin or the Prismatic Order. The
Wind Dukes of Aaga want nothing to do with the pirates,
however, and Memnor the cloud giant god pays them no
heed, though at least one cloud captain is a cloud giant
scoundrel of dark reputation. Other captains include
an aarakocra sorcerer, an air genasi bravado, a gnome
priestess, a grim tiefling thug, and a charming half-elf bard
with a legion of loyal pirate followers.

ELEMENTAL LORDS OF AIR

The Elemental Lords of Air are the princes and princesses
of the elementals, owing allegiance to none but themselves
and working towards their own ends. The most famous is
Yan-C-Bin, the Prince of Evil Air Elementals, who dwells
in his massive Cyclone Palace in a remote section of

the Labyrinth Winds. Yan-C-Bin is a wise and malicious
creature with patience to spare and a simple desire to
destroy the Material Plane in a whirlwind of total chaos.
While he is worshipped by cultists across the multiverse,
Yan-C-Bin pays them no heed — he has no allies beyond the
air elementals he commands and that suits him just fine.

Yan-C-Bin's seat of power is his Cyclone Palace, but he
has built up quite a collection of destroyed Material Plane
chunks in a region called the Hurricane Boneyard. There
his “good” works across the multiverse are catalogued,
haphazardly and without apparent order, and he keeps a
force of elite air elemental guardians around the site to
keep travelers from stealing from him.

At the other end of the spectrum, Chan is the Princess
of Good Air Elementals, but she takes a more hands-off
approach to the multiverse. Within her glass-walled Palace
of Unseen Contemplation, Chan observes and monitors a
great many things. She is engaged with a secret war with
Yan-C-Bin, and the two make subtle moves against each
other that are nearly invisible to comprehend for non-
elementals. Chan is on good terms with the Great Caliph
of the Djinn and the two meet for tea on a regular basis to
discuss the state of affairs in the Plane of Air and beyond.

GREAT CALIPH OF THE DJINN

The wild and free-willed djinn recognize few leaders and
no formal hierarchy, but the power and influence of the
Great Caliph is without question. Great Caliph Husam
al-Balil ben Nafhat al-Yugayyim, Master of the Clouds, Son
of the Breezes, Secret Keeper of the Four Winds, Prince of
Birds, Storm of the Heavens, Defender of the Righteous,
Emperor of Gales, Commander of Monsoons, and Master
of the Air, keeps court in the fabulously appointed Citadel
of Ice and Steel, the largest djinn stronghold and one of the
greatest seats in the Plane of Air. From his icy palace, the
Great Caliph receives visitors and news from across the
realm, which he sees as under his protection. Like most
djinn, the Great Caliph takes a pragmatic view towards
possessions — if something can be used, it should be used,
and the ownership is determined by the best suited person.
Though arrogant like the rest of his kind, the Great
Caliph can be kind, especially when something threatens
the freedom of an individual or group. He hates the efreet
and dao for their slave-taking policies, and believes that all
creatures great and small should have the opportunity to
perform great deeds and have them recognized. The Great
Caliph and the rest of the djinn do hold a great number
of servants, but these beings are treated well and paid for
their time. A servant of the Great Caliph in the Citadel of
Ice and Steel is a great privilege fought over by many.



The Great Caliph rarely keeps to a schedule, and even
with important emissaries awaiting introduction in his
court he has been known to take leave on a whim to deal
with some manner or event. He enjoys tea and keeps a
heated fountain that pulls pure liquid from the Plane of
Water in his private chambers, and he has treated kindly
with the Great Padishah of the Marid from time to time.

MEMNOR, Gop oF EviL CLOUD
GIANTS

Unlike most other giant races, cloud giants have a
philosophical split that pulls them in two separate
directions, good and evil. This split is represented in
their deities by the blood feud between Memnor and
Stronmaus, two of the siblings of Annam, greatest of giant
gods. While Stronmaus keeps his fabulous palace in the
Beastlands and counts storm and cloud giants as among
his worshippers, Memnor sees himself as the true heir
to their father’s legacy. He is cruel, charming, and wicked
to the core, and only counts the evil cloud giants as his
worshippers and followers.

Memnor’s realm in the Plane of Air is the Scarlet Sky,

a collection of red- and white-hued clouds peppered

with fierce rainless lightning storms that continually arc
between them. Here he has built grand palaces for himself
and his most loyal followers, but due to some curse the
lightning strikes continually destroy the buildings. Never
deterred, Memnor simply rebuilds with renewed effort and
views the entire affair as a symbol for his struggle to see
his chosen cloud giants ascend in the Ordning to become
the greatest giants across the multiverse.

PrismMATIC ORDER

Wizards have always been drawn to the Plane of Air,
whether to remove themselves from the multiverse’s
troubles or to study the unique elemental effects found
only in this realm, but these are usually loners that setup
isolated towers and castles away from the eyes of others.
For the Prismatic Order, however, hiding is something
they cannot do — they use the seven colors of the prism to
harness magical energy for their own purposes.

The wizards, sorcerers, and librarians of the Prismatic
Order are dedicated to magical research of all kinds, but
membership is only awarded to a handful of apprentices
in any annual cycle so their numbers are not great.
Nonetheless, they wield considerable influence on the
Plane of Air, and the Great Caliph of the Djinn is known
to consult with them on magical matters from time to
time. The Prismatic Order tries to keep itself neutral in
terms of the maneuverings of the planar powers, and they
keep to their eight citadels and castles spread across the
Labyrinth Winds. Each citadel is dedicated to a color of
the prismatic spectrum, in ascending order of importance
and power — red, orange, yellow, green, blue, indigo, and
violet. Each citadel is governed by a master mage (Red
Master Mage, Orange Master Mage, etc.), and the order’s
central headquarters is the fabulous Prismatic Fortress.
There, the Prismatic Master keeps their work, which is
usually focused on greater applications of the magical
color spectrum.

Though it is referred to as a single organization, the
individual master mages of the Prismatic Order vary wildly
in their goals and views. The current Yellow Master Mage
is a dragonborn wizard dedicated to experimenting on
djinni blood, which has put him in poor graces with the
Great Caliph and his kin. The Indigo Master Mage is a
female drow wizard focused on ways to blanket the Plane
of Air in eternal darkness, and the Red Master Mage is
a human wizard seeking to map all of the portals of the
multiverse for archival purposes.

As long as each master mage is working to advance
magical prowess in the Plane of Air and beyond, the
Prismatic Master allows all such work to continue. The
current Prismatic Master is an enigmatic human of
considerable old age, considered by many in his own ranks
to be feebleminded and frail but capable still of fending off
various coups in the Prismatic Fortress.

WIND DUKES OF AAQA

While most of the Plane of Air is a wild, chaotic mess of
wind currents, air streams, and storms of indeterminate
length and power, such unfettered chaos has no place

in the rigid realm of Aaga. Home to the Wind Dukes,

an ancient race of elementals known as vaati, Aaqga is a
bastion of order and law in the Plane of Air that offers
tranquility and serenity at the price of personal freedom. A
fair trade off for the Wind Dukes, who have dedicated their
existence to standing against the forces of pure, unfettered
chaos.

Within the bounds of Aaqa in the Labyrinth Winds,

a simple cool breeze flows at all times, and the earth
motes hold beautifully simple structures of organized
architecture rarely seen outside the plane of Mechanus.
Gardens are neatly groomed and meticulously tended to
by lesser vaati, who are organized in a rigid caste system
based on age and duty. The central earth mote is known
as the Valley of Aaqa, and it is there that the Wind Dukes
themselves discuss the laws of the multiverse and their
eternal conflict against chaos.

The Wind Dukes are a noble and powerful race, but
they are dwindling in number. They once numbered in the
thousands long ago, but their war against the forces of the
Queen of Chaos and her champion, Miska the Wolf-Spider,
drained Aaqa of its inhabitants. The vaati number much
less now, but they believe their efforts have not been in
vain. With the creation and use of a powerful artifact, they
have managed to keep the Queen of Chaos at bay — though
in doing so, the relic was sundered and scattered, creating
what is now known as the Rod of Seven Parts.

The vaati count the aarakocra as their staunchest allies,
and the winged birdfolk are the rank-and-file warriors and
soldiers of Aaqa that keep the various forces of chaos from
invading the idyllic realm. Across the Plane of Air, the
aarakocra maintain Aeries of Vigilance, each attuned to
another so that threats can be assessed quickly and dealt
with appropriately by the Wind Dukes.



CREATURES & DENIZENS

The Plane of Air is home to all manner of creatures,
including many from the Material Plane. From air
elementals to arrowhawks, vaati to wind walkers, the
denizens of the Plane of Air can be dangerous, helpful,
or simply mysterious — or all three, depending on the
circumstances!

ELEMENTALS

The original inhabitants and native creatures of the Plane
of Air are the air elementals. They are formed of the primal
material found naturally in the plane itself, and most
planar scholars believe them to be a natural manifestation
of the plane’s power. Air elementals are common
encounters, and many display animalistic tendencies that
make them dangerous if provoked. A rare few exhibit
intelligence and cunning, and some have been documented
with the ability to speak in their own wispy, airy language.

Birds are common encounters across the Plane of
Air, including eagles, owls, hawks, and ravens, but as
part of their evolution they have been transformed into
elementals. Many of these creatures have blue or white
colorations, allowing them to blend in with the endless
azure skies of the plane. The birds usually dine upon the
swarms of insects that buzz about the cloudstones, mainly
stormworms, so most sailors and natives view the birds as
helpful more than harmful. It isn’t uncommon for djinn to
have menageries in their homes filled with all manner of
exotic birds from across the plane.

Arrowhawks are also native elemental creature with an
aggressive attitude and dangerous lightning strikes, but
they are little more than large monstrous birds. Nyth are
intelligent, cruel glowing balls of light that feed on energy;
they seem drawn to places close to the Positive Energy
Plane. Sylphs are gentle female spirits of the Plane of Air,
often mistaken for faeries, with an adventurous spirit and a
naive attitude that gets them into trouble in most places.

Elder tempests are incredibly powerful beings formed
from the raw core of the Plane of Air. They are living
windstorms always on the move, and the Elemental
Lords of Air and the djinni both fear the wrath of these
tempestuous elementals.

Djinn. The elemental genies of the Plane of Air are the
noble djinn. They consider themselves the true masters
of the plane, exhibiting a level of arrogance that defines
their relationship with “lesser” creatures. Djinni citadels
and castles are found throughout the layers, often setup to
be as conspicuous and obvious as possible, with dazzling
diamond exteriors that reflect the endless blue. These
grand structures are filled with servants, though they are
not slaves — djinni masters pay their staff well, though in
unconventional ways. Favors, trinkets, and personal items
are common forms of payment.

Vaati. There’s a wild, unpredictable nature to the Plane
of Air that infuses the attitudes of the residents. The exact
opposite is true of the vaati, also known as the Wind
Dukes, who have developed a rigid outlook based around
absolute law and order. At one point they commanded
numerous fortresses across the Labyrinth Winds, but time
has worn down their legions and reduced their strongholds
to just Aaqa, their ancestral home.

HuMANOIDS

Entire communities of humanoids from across the
multiverse can be found among the cloudstone islands

of the Plane of Air. Most are pirates and sailors that have
learned to navigate the invisible currents of the Labyrinth
Winds in order to travel around, as little natural food can
be grown on the cloudstone islands.

Aarakocra. Aarakocra are an avian race of bird-like
humanoids. They trace their origin to the Plane of Air,
where many clans still serve the Wind Dukes of Aaga
as loyal soldiers. As the legendary vaati have had their
influence reduced over the centuries, mainly from attrition
in the eternal war against chaos, the aarakocra have
spread out across the planes. Some of them have gone
out in search of sources tainted with Elemental Evil, a
primordial power of ultimate chaos that has opposed Aaqga
since the beginning of time. Those aarakocra remaining
on the Plane of Air are usually advance scouts and soldiers
for the Wind Dukes.

Genasi. Genasi are descendants of genies, and the air
genasi trace their lineage back to the noble djinn of the
Plane of Air. They are welcome offspring of their genie
parents, and many air genasi form enclaves within the
larger djinni citadels that can become just as influential
and powerful as any court noble. Many take to adventuring
outside their palatial homes, however, and air genasi are
common crew members aboard the pirating vessels that
sail out of Calypso.



MONSTROSITIES

Great winged monsters such as the mighty roc, proud
griffons, and voracious hippogriffs are frequently found in
the Plane of Air. They make nests or lairs in cloudstone
islands, jealously guarding them from intruders, and

enjoy the freedom of life in the endless azure skies.

More dangerous are the cruel perytons that plague the
frequently traveled travel routes in the Labyrinth Winds,
picking off pirates and sailors from the decks of their ships.

Perhaps the rarest creature to swim through the skies is
the aptly named skyswimmer. These monstrous leviathans
feed on rocs and griffons, along with anything else they
can get a hold of, and are known to take on well-armed
galleons in fights to the death. The sky pirates of Calypso
watch out for signs of skyswimmers, who are so large as to
cast shadows from miles away.

Horuth. Horuth are believed to be an offshoot of the
aarakocra race. They are large, owl-like beings that have
resided on the Plane of Air for as long as the vaati. They
prize knowledge above all other things and rarely take
action lest they interfere with the flow of history; their
wondrous libraries are well-hidden but filled with lore from
across the multiverse.

HAzZARDS & PHENOMENA

While falling isn’t as big of a threat as many think, the
Plane of Air still holds its share of dangers and threats.
And sometimes, in a plane where vision can extend for
miles, these dangers can appear suddenly and without
warning.

UNUSUAL CLOUDS

Most travelers don't think of clouds as dangerous, and
most of them are not, but a cloud on the Plane of Air is
defined as a collection of gases separate from the rest of
the plane. Most of the time, these gases are simply water
vapors, harmless and easily breathed, but other times they
can be distracting or lethal. Clouds are ubiquitous on the
Plane of Air and they can be added to any other encounter
as background or distraction.

Three random tables help define the mighty clouds of
the plane. The first is the cloud’s size, ranging from under
100 feet in diameter to several miles long. Each cloud is
roughly ovoid, though the size chart references diameter
— use it as a general guide. The second table determines
the cloud’s color, which can be fluffy white to steely gray to
dull red. The third table determines what kind of cloud it is
— water vapor cloud, posing no threat, or other type, which
can pose some threat to creatures and travelers passing
through it.

CLoup Size
1D20 CLoup Size
1-5 Small (50-foot diameter)
6-12 Medium (500-foot diameter)
13-18 Large (1-mile diameter)

19-20  Colossal (5-mile or larger diameter)

CrLoup CoLor

1D20 Croup CoLor

1-10 White

11-12  Gray

13-14  Yellow

15-16  Red

17-18  Green

19-20  Black
CLoup Type

1D20 Croup Type

1-16 Water vapor cloud. No threat or danger

Dream mist. The first round a creature starts
their turn in the cloud they must make a DC
14 Wisdom saving throw or fall asleep for
1d6 hours.

Poisonous cloud. Creatures that start

their turn in the cloud must make a DC 14
18 Constitution saving throw, suffering 18 (4d8)

poison damage on a failure, or half as much

on a successful save.
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Noxious cloud. Creatures that start their turn
in the cloud must make a DC 14 Constitution

12 saving throw. On a failure they gain one level
of exhaustion.
Cloudmite cloud. Creatures that start
their turn in the cloud must make a DC 14
20 Dexterity saving throw, suffering 21 (6d6)

piercing damage on a failure, or half as
much on a successful save, as the ravenous
cloudmites strip flesh from bones.

CLOUDSTONES AND EARTH MOTES

Sometimes, clouds that float through the Plane of Air
become supercharged with enough elemental energy
that they actually stiffen and become hard surfaces. They
continue to float and be pushed around by the winds of
the plane, but they cease becoming storm-riddled clouds
and instead become solid masses. They still look like
clouds but they support buildings and infrastructure as if
they were regular earth. Many creatures build homes and
settlements on these objects, the largest of which is the
cloud city of Calypso.



Similarly, earth motes are simply chunks of earth and
dirt that have collected together over time, generally as
a result from multiple elemental storms. They can also
appear from planar portals and vortexes, especially in the
Mistral Reach and Sirocco Straits regions, where earth
motes become more common. They are solid ground upon
which creatures can rest and build homes as if it were
Material Plane earth.

LABYRINTH WINDS

The bulk of the Plane of Air is made up of a series of air
channels known as the Labyrinth Winds. Navigating these
invisible pathways is chaotic and confusing, and there is

no straight path to any single destination. Some djinni

and certain shops in Calypso have maps detailing various
sections of the Labyrinth Winds, but these can change with
little notice.

Navigating the Labyrinth Winds requires two things — a
starting point and a destination, and on the Plane of Air a
destination can include a length of time (1 day, 1 week, 1
month, etc.). The wind gusts and breeze ways are strong
enough to pull objects and creatures along the way without
the need for special equipment, though the ability to fly
or harness the winds effectively (such as a sky ship) can
greatly decrease travel times.

Perception is key in the Labyrinth Winds, and traveling
it requires keen senses and a sharp lookout. At least one
creature in a group must be devoted to navigating, who
must make one or more Wisdom (Perception) checks
throughout their journey in reach their destination. Like all
of the elemental planes, the Plane of Air is vast, and travel
time in the Labyrinth Winds is divided into legs. Each leg
lasts a variable length of time as determined by the below
table, after which the person on lookout must make a
Wisdom (Perception) check against a variable DC based
on the strength of the air currents.

LABYRINTH WIND LEG DURATION
1D12 Lec DurATION
1 2 hours
2-4 6 hours
5-8 12 hours
9-11 1 day
12 2 days

LABYRINTH WIND CURRENT STRENGTH
1D20 AIR CURRENT STRENGTH
1-7 Breeze — DC 12
8-13 Gale - DC 15
14-17  Storm — DC 18
1819  Cyclone — DC 21
20 Tornado — DC 21 at disadvantage

Total travel time is measured as a number of successful
legs. For example, a sky ship leaving Calypso bound for
the Citadel of Ice and Steel might need to complete 5 legs
to reach their destination. The DM sets the number of
successful legs needed and keeps that information secret
unless the party has some advanced knowledge of the
route.

The individual making the Wisdom (Perception) check
at the end of each leg must be awake and conscious for the
entire length of the leg. Passing off duties to someone who
has not been monitoring the travel causes the check to be
made with disadvantage, though doubling up on the duty
and taking shifts can negate the penalty.

ELEMENTAL STORM

It is not uncommon for even normal clouds to unleash

an elemental storm on the Plane of Air with barely

a moment’s notice. These storms are churned up by
powerful forces contained within the Elemental Chaos,
and they manifest with bolts and rains of energy just as
often as water. Elemental storms always manifest from
clouds; randomly determine the type using the cloud tables
earlier. Use the table below to determine the nature of the
elemental storm as well as the storm’s duration.

ELEMENTAL STORM
1D20 ELEMENTAL STORM

Light rain storm. Visibility within the storm is

= reduced to half distance.

Heavy rain storm. The area within the storm

P is considered lightly obscured.

Lightning storm. A bolt of lightning strikes a
random target each round, who must make

13-14  a DC 13 Dexterity saving throw, suffering 28
(8d6) lightning damage on a failure, or half as
much on a successful save.

Fire storm. Fiery globs rain down from the
cloud. Every creature that starts their turn
in the storm must make a DC 13 Dexterity
saving throw, suffering 14 (4d6) fire damage
on a failure, or half as much on a successful
save.

15-16

Ice storm. Razor-sharp icicles fill the area.
Every creature that starts their turn in the
storm must make a DC 13 Dexterity saving
throw, suffering 9 (2d8) slashing damage and
9 (2d8) cold damage on a failure, or half as
much on a successful save.

17-18

Grit storm. Particles from the Plane of Earth
are flung in the radius of the storm. The
area within the storm is considered heavily
obscured.

19

Double threat. Roll twice on this table, re-
rolling duplicate results and this result.

20



ELEMENTAL STORM DURATION

1D20 ELEMENTAL STORM DURATION
1-4 2d6 rounds

5-10 2d6 minutes

11-14  2d6 hours

15-17  2d6 days

18-19  2d6 years
20 2d6 decades

VoiD MAELSTROM

Of all the environmental effects on the Plane of Air, void
maelstroms are the most dangerous and least understood.
Most planar scholars agree that a void maelstrom is the
result of a spontaneous vortex to the Negative Energy
Plane, drawing energy and light into it and creating a
swirling maelstrom that sucks in debris, earth motes, and
creatures. Why do void maelstroms only occur on the
Plane of Air? There are some that theorize that since air
is so ubiquitous across the multiverse, it touches more of
the cosmic forces that hold everything together. Others say
it has to do with meddling by ancient powers, such as the
ones that built the original Sky Temples.

Whatever their cause, void maelstroms are dangerous
and rare. When encountered, they appear as monstrous
tornadoes, with a planar vortex to the Negative Energy
Plane at its peak, drawing everything in. Void maelstroms
are usually the same size, encompassing a rough cone
about 1 mile long and 1 mile in diameter at its mouth,
narrowing down to about 100 feet in diameter at the
vortex. Creatures and objects caught in the maelstrom are
sucked towards its center at an astonishing rate of 1/5 of a
mile per round.

Creatures can try to escape a void maelstrom by making
three successful DC 20 Strength checks before reaching
the maelstrom’s vortex. The check is made at disadvantage
if the creature is more than halfway as the force gets
stronger the closer targets are to the end. Unless acted
up by some powerful force, sky ships have no chance of
escaping the void maelstrom, and are usually demolished
in the few rounds leading up to the vortex.

Creatures and objects that do not escape are sucked into
the Negative Energy Plane. This realm is the antithesis of
life and existence, and all creatures and objects suffer 55
(10d10) necrotic damage at the beginning of each round
they stay in the Negative Energy Plane. Undead creatures
are unaffected.

Mercifully, void maelstroms are volatile and ultimately
collapse upon themselves in 1d6 minutes.

SITES & TREASURES

Battered by constant winds and shuffled about by the
unseen forces, the Plane of Air still holds a great number
of mysteries and treasures that draw travelers from across
the multiverse. Its general accessibility followed by the
abundance of sights and wonders combines to make it the
most traveled elemental plane in the multiverse.

AAQA

Home of the Wind Dukes, Aaqga is an idyllic realm of law
and order in every aspect. It is hidden from travelers of
the Labyrinth Winds by elaborate illusions and elemental
magic, so that only the vaati and their allies can locate it.
While the vaati are the rulers of Aaqa, they number very
few, and they rely heavily on aarakocra to take up most
duties. The aarakocra are the eyes and ears of the Wind
Dukes across the Plane of Air and the multiverse, and they
communicate simple messages back and forth through the
use of attuned Aeries of Stewardship.

Aaqa is shielded from the chaotic gales of the Labyrinth
Winds by ancient vaati magic, and within its borders
a peaceful serenity gathers around the gentle breezes
that kiss the skin. Several earth motes are anchored to
the realm, each containing idyllic gardens and marble
columned buildings of radiant white stone. The earth
motes are connected to one another by well-crafted stone
bridges carved with the images of vaati legends.

The main earth mote is known as the Vale of Aaga and
houses the majority of vaati, working and going about
their orderly lives according to ancient sacred laws. The
seven castes of the vaati each have their role to play in the
maintenance and defense of Aaqa, and the focal point of
each caste is found in the Seven Houses located on the
main earth mote. The Great Congressional Hall is the
largest building in Aaqa, and its doors are sealed by vaati
decree, only to be opened when the realms are threatened
by the forces of utter chaos.

It has been centuries since the Great Congressional
Hall was opened, but some Wind Dukes believe chaos
is gathering strength across the multiverse and the time
for action is approaching. Others preach patience, and
the schism growing in the ranks of the vaati creates an
opportunity for chaos to flourish.

AERIE OF ANCIENT FEATHERS

While the aarakocra primarily serve the Wind Dukes of
Aaqa, they do have their own beliefs and legends. Chief
among these stories is the legend of their creator deity,
Syranita, who once flew the azure skies of the Plane of

Air in majestic freedom. She created the aarakocra out of
a rare cloud she discovered, and the result were a race of
noble bird folk with a strong belief in good and justice. Like
her people, Syranita never settled down, and the beat of
her wings took her from the elemental planes and beyond.



Through some calamity, Syranita’s power and influence
declined rapidly. Different tribes of aarakocra have
different versions of this downfall. The aarakocra of
Aaga blame Syranita’s fall on the forces of chaos, while
others say she fought a mighty battle against a powerful
Elemental Lord of Earth, destroying her foe but losing
much of herself in the process. Whatever the truth,
Syranita returned weakened to the Plane of Air, and she
knew that her time was running low. She flew higher and
farther than any creature had gone before, and there she
discovered a cloudstone island far removed from much of
the realm.

With her most loyal followers at her side, Syranita laid

down upon the cloudstone island and never woke up again.

Her body become a holy aerie, sacred to the aarakocra and
tended to by her loyal followers and their descendants.
The Aerie of Ancient Feathers was born from the passing
of Syranita, creator of the aarakocra, and sometimes an
actual feather descends from the distant site to visit good
fortune upon one of her people. Some aarakocra don’t
believe the Aerie of Ancient Feathers is real, and that it

is only a myth, while others claim to have set clawed foot
upon its sacred ground.

BOREALIS RADIANCE

Deep in the Labyrinth Winds, an unusual brilliant light sits
suspended in the air, unaffected by the gales and storms,
acting as a sort of stationary sun for miles and miles
around it. The light is known as the Borealis Radiance,
and planar scholars say it is a permanent vortex between
the Plane of Air and the Positive Energy Plane. The
radiant light shifts colors at times, always blindingly bright
but changing from yellow to white to pale green on no set
schedule.

Earth motes hang suspended around the Borealis
Radiance, and the light from the vortex’s heart gives rise to
unusual vegetation and formation found nowhere else on
the Plane of Air. Enormous stalks of vegetation of brilliant
hues, fields of serpent-like grass, rocks that spontaneously
shift from solid to liquid, and massive trees sprouting
huge bunches of strange fruit are just some of the unusual
occurrences reported around the Borealis Radiance.
Living creatures that approach too close to the vortex risk
being burned by the positive energy, but most of the earth
motes are far enough away to only mildly irritate visitors.

And the region is not uninhabited. Strange creatures
called nyth dance around the earth motes in the light of
the planar vortex. These normally solitary hunters have
developed some unknown truce in the Borealis Radiance,
perhaps because they are formed as a result of the planar
confluence. Most planar scholars point to the Borealis
Radiance as their birthplace, and certainly the nyth act
as guardians of the entire area. Visitors are warned to be
wary of the creatures, which act with naked aggression
towards any trespassers.

PLANE OF AIR



CALYPSO, CiTty OF CLOUDS

If the Plane of Air had a capital city, Calypso would be

a strong contender for the title. This sprawling city sits
on a series of massive cloudstone islands in a magically
supported cloud that obscures it from casual view in the
Labyrinth Winds. Ramshackle buildings, opulent towers,
grand villas and terraces, and dozens of shops and stores
lay haphazardly scattered about the uneven cloudstone
streets of Calypso, and all manner of creatures live, eat,
and die in the City of Clouds, which has become a lawless
haven for thieves, pirates, and unscrupulous merchants.

The city is nominally governed by the Confederation of
Calypso, a group of the most influential sky ship captains
that call the city home, but they have passed only one
law, known as the First Law, the makes Calypso neutral
territory for the purposes of pirate rivalries. The law is
maintained by no regular militia, and fights regularly break
out, but they are between individuals with problems with
one another, not ship crews fighting ship crews.

Several influential guilds and organizations in Calypso
keep things running as smoothly as possible. The Guild
of Mages are the first line of magical defense for the
city, and they maintain the portals that lead into and out
of Calypso with a tight rein. The city’s Guild of Thieves
runs gambling institutions, protection rackets, and other
activities considered unsavory in more respected places.
The most powerful guild on Calypso, however, is the
Guild of Shipwrights. These are the craftsman that make
and repair the sky ships that support the activities of
the Confederation, and this guild wields its power with
tyrannical authority. Most residents understand that
though the Confederation of Calypso supposedly runs
things, it’s the Guild of Shipwrights that operates the in’s
and outs of the city on a regular basis.

CITADEL OF ICE AND STEEL

The djinn have the strongest presence in the Plane of Air,
with a great number of freeholds and citadels scattered
about. These genies believe in personal freedoms, so they
don’t owe much loyalty beyond themselves and the people
around them, but they do recognize the power of the Great
Caliph of the Djinn, who dwells in the magnificent Citadel
of Ice and Steel. This metropolis is constructed on a
massive chunk of ice and earth, sculpted by the legendary
crafters of the djinn harnessing the natural winds of the
plane around them to form a massive oval shape. No less
than 15,000 djinn dwell in the opulent citadel, which is
one colossal building built over the entire sheet of ice and
stone.

Walls are carved of magically reinforced ice set with
steel beams and doors, and dozens of towers and minarets
stand tall across the citadel. The center of the city is
known as the Palace of Fortune and holds the court of
the Great Caliph himself. The top of the palace reaches
higher than any other point in the Citadel of Ice and Steel,
a crowning symbol of the Great Caliph’s eternal standing
as steward of all the djinni. The Great Caliph’s court is
attended by dozens of noble djinni, some of whom live in
the citadel but many of which are visiting from across the
plane. Dragons, emissaries of elemental lords, celestials,
and other powerful creatures have also been known to pay
the Great Caliph a visit.

The Citadel of Ice and Steel is guarded by a well-trained
cadre of loyal genie soldiers known as the Thunderbolt
Legion. Service in this well-respected order is a high
honor, and the Great Caliph has made honorary members
of mortals that have come to the aid of the djinn in the
past. To date, the Thunderbolt Legion has been called
upon only once to defend the Citadel of Ice and Steel from
a hostile force — a surprise attack by efreeti warriors and
dao assassins nearly brought the citadel to ruin. But the
heroes of the Thunderbolt Legion stood their ground, and
many veterans of the legion still serve that remember the
Battle of Boiling Stone.

Non-hostile visitors to the Citadel of Ice and Steel are
brought to the Hall of Welcome, a custom for all djinn
freeholds, but here the opulence is beyond measure. The
finest food and the most delicate of wines are served
to guests while they await their summons to the Great
Caliph’s court, and there have been some visitors that have
simply decided to live in the Hall of Welcome rather than
move on. The djinni welcome such guests as long as they
don'’t inflict their beliefs on other travelers or residents of
the citadel, a grave crime in the eyes of the Great Caliph.
Personal freedoms are to be protected and treasured.

CLouD OF THE NIGHTWINGS

Black clouds on the Plane of Air are rare but not unheard
of, but there’s at least one unusual specimen that appears
so black it looks like a hole in the azure sky. Travelers

and natives refer to it as the Cloud of the Nightwings, and
many believe it holds either a planar vortex to the Plane of
Shadow or the Negative Energy Plane. Bone-numbing cold
radiates from the massive cloud, and strange ray-shaped
monsters dart in and out of its great expanse.

The cloud captains of Calypso know to avoid the Cloud
of the Nightwings when possible, but some rogue scholars
with a flair for adventure have taken up its study in a
shadowed guildhall in the City of Clouds. They propose
that there are more than one such cloud floating through
the Plane of Air, and that it holds not a planar vortex in its
center but a portal to a previously unrecorded demiplane.
Thus far, the scholars have sponsored three expeditions
into one of the black clouds, but none have returned. Few
captains seem willing to take them up on their lucrative
offer for further study, however.

CycLONE PALACE OF YAN-C-BIN

The Prince of Evil Elemental Air, Yan-C-Bin is a greedy
and destructive lord who sees little value in the aid or
assistance of others. His home, the Cyclone Palace, is

a reflection of this — a swirling cyclonic torrent of winds
several miles wide and tall, at the center of which sits a
cocoon of silence that Yan-C-Bin sits in to contemplate his
actions and next moves. The movement of the Cyclone
Palace draws in all sorts of things, including creatures
and earth motes, but by exerting his powerful will the
elemental lord can force out any intruders to his gust-filled
realm.



The exception to Yan-C-Bin’s self-induced isolation
are air elementals, who do not communicate with the
sullen lord and instead simply obey his every wish and
command. Yan-C-Bin cultivates a sense of wickedness
in his air elemental servants by pitting them against one
another, rewarding creativity and punishing failure. A
small cadre of powerful air elementals serve Yan-C-Bin as
sounding boards, assassins, thugs, soldiers, or whatever
else he needs, and he often sends them to wreak havoc in a
targeted region of the Material Plane and return with some
desired treasure.

There are rumors of certain smaller objects caught in
the Cyclone Palace that Yan-C-Bin has either not noticed
or simply not cared enough about to deal with. It’s also
possible that the elemental lord has created these rumors
himself in order to lure gullible travelers to his realm so
that he can smash them to pieces with the force of his
slashing winds. It certainly would not be past the famously
petty Prince of Evil Elemental Air to lay such a trap for the
foolhardy.

HURRICANE BONEYARD

Yan-C-Bin’s Cyclone Palace is a whirling maelstrom

of chaos and winds, but the elemental lord still enjoys
collecting trophies from his eternal war on the rest of the
multiverse. These trophies include rubble from destroyed
kingly palaces, the smashed remnants of towers that
once belonged to powerful wizards, debris from temples
dedicated to gods of all types, and many others, and they
are all deposited in a secret cloudstone island known as
the Hurricane Boneyard. To the most people, however,
the cloudstone island is simply filled with mountains of
detritus with no rhyme or reason.

Yan-C-Bin is not most people, however, and he knows
every piece of rubble and ruin he deposited in the
Hurricane Boneyard. Here he keeps memories of past
victories, and he has assigned a unit of his elite air
elemental guardians to protect it from invaders that would
steal his precious debris. Few generally care about the
Hurricane Boneyard, but occasionally Yan-C-Bin scoops
up lost treasures along with the broken masonry of his
conquests. Several outstanding bounties still exist in
Calypso for rumored lost treasure dropped somewhere in
the boneyard, but none have taken up a ship ro risk Yan-C-
Bin’s wrath to find them.

PrisMATIC FORTRESS

The impressive home of the Prismatic Order, the Prismatic
Fortress is an imposing castle built of stone and glass upon
a multi-colored cloudstone island. The fortress has seven
towers, each colored and dedicated to one of the colors

of the order, with a massive central citadel serving as the
home of the Prismatic Master. The individual towers hold
representatives of the seven master mages, who dwell in
their own castles and citadels elsewhere on the Plane of
Air, and they work to secretly spy on each other’s activities.

Visitors to the Prismatic Fortress are rare, but the
current Prismatic Master is more accommodating than his
predecessors. Guests are allowed to land in the Central
Courtyard before the master’s citadel where they are
greeted by the golem guardians and apprentice wizards
that serve the order in the fortress. Obtaining an audience
with the Prismatic Master is difficult as he is usually deep
in his studies, but the appearance of travelers spreads
quickly to the other master mages around the plane, so
intrigue and rumors catch like wildfire.

Against attackers, the wizards summon elemental
guardians to defend the Prismatic Fortress, and automated
defense systems trigger spell effects that mimic the most
powerful of prismatic spells in a wizard’s arsenal. Glass
golems are common on the ground troops in the case of a
hostile invading force, which to date has not happened.

SKY TEMPLE RUINS

The Plane of Air holds many mysteries, and one of the
most frequently discussed in the taverns and bars of
Calypso and even the courts of the Citadel of Ice and Steel
are strange ruins scattered about the plane. Located on
unusual purple colored cloudstone islands, these colossal
ruins contain iconography and images wholly unknown to
the scholars of the current age. Long ago, some traveler
called them ruins of an ancient Sky Temple, and the name
stuck, but there is little evidence to suggest all of the ruins
were once part of a holy site.

The ruins themselves are massive blocks of stone that
look like granite but weigh one hundred times as much.
The cloudstone islands that they are built upon should
not even be able to support their combined weight,
but somehow they do, though whether it's a natural
phenomena of the Plane of Air or something inherent to
the unusually colored cloudstones is a mystery unto itself.
The mysterious horuth usually keep their library lairs
hidden near Sky Temple ruins, but the connection between
the two is simply another piece to the whole baffling
puzzle.

Some planar scholars believe the ruins to be the result
of ancient giants who once ruled over the elemental
planes, but little evidence in the other Inner Planes exists
to support this wild theory. Others say it was a massive
empire of horuth that collapsed due to some eldritch
calamity, but without confirmation or information from
existing horuth it remains unconfirmed. Sky ship pirates
from Calypso generally avoid the ruins, considering them
bad luck, and travelers that have visited the Sky Temple
sites and returned tell strange stories of disembodied
voices, ghostly apparitions, and unnerving feelings of
“wrongness.” Few cloud captains are willing to venture to
the unusual sites.



STAR CLOUD ISLANDS

Near the Mistral Reach, travelers have noticed groups of
strange black clouds that seem studded with mulitcolored
lights, as if reflecting a night sky that never appears on
the Plane of Air. For those willing to brave the cold and
the winds of the region, these Star Cloud Islands hold a
great number of unique properties not found elsewhere in
the plane. They are solid, functioning as cloudstone for all
intents and purposes, but when exposed to direct light the
cloudstone softens and can be broken apart. It instantly
reverts to its solid state when the light is removed, and
some djinni near the islands have commissioned statues
and ornaments to be constructed of the unusual material.
Nevari Sorraxon, the female tiefling Violet Master
Mage of the Prismatic Order, is currently obsessed with
cataloguing and understanding the properties of the Star
Cloud Islands. She keeps several teams of apprentices and
surveyors around them at all times, and Nevari has moved
her personal fortress closer to the region to facilitate faster
access. Of the Prismatic Order master mages, Nevari
has been considered one of the most ambitious, with her
tiefling sights set on the position of Prismatic Master, but
the obsession with the Star Cloud Islands has consumed
her in the past year. What does she hope to find there?
And why do some apprentices go mad experimenting with
cloudstuff from the islands?

STORM OF CHAOS

The Storm of Chaos is a primordial and powerful
phenomenon traveling across the Plane of Air at random
speeds and intervals. It is a massive elemental storm,
several miles across, and consumes all of the clouds and
air in its radius when it appears. Fire, lightning, earth,

ice, acid, poison, all and more have been reported to be
whipped about by the violent winds produced by the Storm
of Chaos. The eye of the traveling storm is a colossal object
that few have ever witnessed.

The truth is that the Storm of Chaos is fed by a living
creature, driven mad by chaotic forces beyond its control,
and this living creature was once one of the most powerful
Wind Dukes of Aaga. Before being wracked by chaos, the
Wind Duke was instrumental in the creation of the Rod of
Law and the battle against the Queen of Chaos. Something
happened afterwards, something that the vaati do not talk
about, and this Wind Duke fled Aaga and was consumed
by the very chaos it fought so hard to keep at bay. Then the
chaotic forces of the Plane of Air combined with vortices
from other planar realms and exploded out in a storm of
titanic proportions.

If the Wind Duke is still conscious in the eye of the
Storm of Chaos, it gives no indication, and none have
reached the eye with their wits and skills about them to
make any contact attempt. The Wind Dukes consider this a
mark of personal shame and do not talk about it, but some
aarakocra that guard Aaqa still mourn the loss of such a
great general for the forces of law and good.

ADVENTURE HOOKS

As one of the most frequently traveled Inner Planes, the
Plane of Air can offer near limitless opportunities for
adventure and danger for adventurers able to reach its
lofty heights.

Sylph in Need. A cry from a nearby woman draws the
characters to the aid of a sylph who angered a group of
orcs by being uncooperative. After dealing with the orcs,
the sylph thanks the party and asks for their assistance in
tracking down her sister, who came to the Material Plane
seeking an elven noble whom she had become infatuated
with. It turns out the noble had less than honorable
intentions and captured the sylph, keeping her locked
in his manor dungeon. The characters must break the
captured sylph out of the dungeon and return her to the
Plane of Air while avoiding the elven noble’s guards, traps,
and pets.

Turn of the Stormworm. A strange storm rains unusual
worms down on the countryside, and from the same storm
screech arrowhawks intent on eating the worms or other
creatures for a meal. The storm does not dissipate, and
more unusual things continue to appear out of the cloud.
The characters must find a way to close the portal to
the Plane of Air sitting in the center of the storm, a feat
requiring research and no small amount of bravery and
luck!

A Sincere Thank You? While in a large city, the
characters rescue a simply dressed half-elf from a gang of
thugs who turn out to be cultists dedicated to elemental
fire. The half-elf thanks them profusely and takes them
to his master, a djinni visiting the city, who wishes to take
them to his personal citadel on the Plane of Air to thank
them in style. The characters are whisked away to the
djinni’s Hall of Welcome and treated to all manner of fine
delicacies and wine, but during the feasting the citadel
comes under attack by a force of fire-themed monsters.
The djinni asks for their aid once again, and the characters
find themselves in the middle of a feud between the djinni
and a rival efreeti.

My Ship, My Rules. The characters defeat a drunk
pirate captain in a game of chance, and as part of their
winnings they take ownership of a sky ship. Unfortunately,
the pirate captain’s ship is in possession of a band of
cultists dedicated to Yan-C-Bin on the Plane of Air, and the
characters must find them and clear them out if they wish
to take possession of their new vessel. With a sky ship at
their command, the party can take to the Plane of Air and
find all sorts of adventure!

By Invitation Only. The Great Caliph of the Djinn
is holding a sumptuous feast and masquerade ball
to commemorate his reign, and the characters find
themselves in possession of an invitation. The Citadel of
Ice and Steel is decorated to the hilt in preparation for the
festivities, but dangerous forces move among the djinn
to overthrow the Great Caliph. The powerful djinni lord
suspected this and enlists the characters to help root out
the traitor, who turns out to be a noble djinni from the
Sirocco Straits working with nefarious powers in the City
of Brass on the Plane of Fire.



RANDOM ENCOUNTER TABLES LABYRINTH WINDS

The below tables can be used by the Dungeon Master 10100 LABYRINTH WINDs ENCOUNTER
as a source of inspiration when a party of characters is 01-05 1d4 hostile air elementals
traveling around the Plane of Air. Four separate tables are

provided — one for a djinni citadel (which can include the C MR ppEmaticelug

Citadel of Ice and Steel), one for the Labyrinth Winds, one 11-15  1d4 cloud giants
for the Sirocco Straits, and one for the Mistral Reach. 1620 2d6 arrowhawks
21-25  1d4 sylph
DJ INN CITADEL 26-30 A sky ship from Calypso
1D100 DjiNN CiTADEL ENCOUNTER 31-35 1d8 perytons
01-05  Elfservants fetching wine 36-40  An adult silver dragon
06-10 A visiting marid genie and entourage 41-45  An adult green dragon
11-15  Sylph musicians playing delicate instruments 46-50  1d4 air element native ropers
1620 A pack of griffons being saddled 51-55  2d6 griffons
21-25 A cloud giant ambassador 56-60  Cloudstone island
26-30  Secret cultists of Yan-C-Bin 61-65 1d4 djinn
31-35  An apprentice wizard serving a master 66-70  Aninvisible stalker
mage of the Prismatic Order 71-75  1d4 air element native octopi
36-40  Alesser djinni lost in the halls 76-80 1d4 swarm of stormworms
41-45 A gang of dust mephits cleaning 81-85  Earth mote
46-50  An androsphinx waiting for an audience 86-99  Elemental storm

with the djinni 00 Void maelstrom

51-55  Merchants from the Material Plane selling
rare goods

56-60 A cloud captain and crew from Calypso MISTRAL REACH

looking for shelter

61-65 Aarakocra bounty hunters looking for a 10100  MisTRAL REACH ENCOUNTER
fugitive 01-10  1d6 hostile air elementals
66-70 A djinni visiting from another citadel 1120  1d6 hostile ice elementals
71-75  Air elemental servants 21-30  1d4 air element native remorhaz
76-80 A dwarf wizard entertaining a group with 31-40 1 air element native purple worm
riddles

41-50 1d4 prismatic clouds

81-85  An elemental storm
51-60  1d6 frost giants mounted on rocs
61-65  Earth mote

66-99  Elemental storm (always ice)

86-90 A storm giant looking for entertainment
9195 A famous artist painting a masterpiece

96-00 A noble djinni investigating a mystery ]
00 Void maelstrom

SIROCCO STRAITS

1D100 SIROcco STRAITS ENCOUNTER

01-10 1d6 hostile air elementals

11-20  1d6 hostile fire elementals

21-30  2d8 gargoyles

31-40  1d4 efreet

41-50 1d6 air element native displacer beasts
51-60 Earth mote

61-65 1d4 invisible stalkers

66-99  Elemental storm (always fire)

00 Void maelstrom



P1ANE OF EARTH

“The Underdark? A child’s toybox compared to the twisting
labyrinths, caves, passages, and wonders of the Plane of Earth. In
the Underdark, there’s an innate sense of the world above that
colors the experiences of travelers and inhabitants, but this does
not exist on the Plane of Earth. It is suffocation and brutality
defined and stands as one of the least hospitable of the Inner
Planes. Still, the realm is ripe with treasures and secrets buried
beneath the rock and stone.”

Astromarchus the Sage

Earth is a fundamental component of the multiverse

and perhaps the most visible to most inhabitants of the
Material Planes. Continents, islands, mountains, hills —
these are all concrete examples of this ubiquitous element
across the realms, and it shows up in all of the other Inner
Planes as well in one form or another. And the root for all
that rock and dirt is the Plane of Earth.

Much of this plane is solid mass making it difficult for
non-native creatures to move around or even breathe.
However, limitless tunnels, passages, and caves wind their
way through the stony realm, the result of both incursions
from other Inner Planes and determined digging efforts by
the native creatures. The dao, genies of the earth, are the
cruelest of slave drivers and constantly seek out veins of
rich minerals and ore to adorn their fabulous abodes.

Getting lost in the Plane of Earth is perhaps the
greatest threat to travelers beyond a collapsing tunnel
or marauding beast as there is no clear indication of any
cardinal direction. Tunnels wind up and down, cross
between each other, and cut into massive caves with no
discernable pattern or thought. For travelers willing to risk
the journey, however, great treasures and wonders can be
found, whether it’s the prize opal Koh Nur in the center
of the dao’s Sevenfold Mazework or searching the chaotic
Tunnels of Madness for the Heart of All Mountains or
trying to escape the infamous Salt Dungeons of the Great
Khan.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Earth as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Plane
of Earth.

Cave After Cave. The Plane of Earth is a titanic
sprawling complex of tunnels and caves created both from
natural effects and deliberate hands. The caves are filled
with stalactites and stalagmites, though water is a rare
sight — what then creates these natural formations? No
one knows the answers for sure, and most simply believe
they rise and fall from the will of the plane itself. Any cave
feature in the Material Plane can be found on the Plane of
Earth even if it has no logical explanation.

Strange Sounds. Sound travels strangely in the endless
underground of the Plane of Earth. Echoes bounce around
expansive natural caves, distorting wildly before traveling
down tunnels miles away from their original source. Drips,
drops, cracks, groans, crashes, collapses, and more all can
be heard at times, some close by while others far away.

Stagnant Air. The incredible weight of limitless rock and
stone stifles the very air. Earth and air are diametrically
opposed elements, and perhaps because of this the
breathable air in the Plane of Air is stale and stagnant
at most times. It's usually not hostile enough to cause
problems but it’s definitely something travelers notice
immediately upon arrival. Even in the largest caves, such
as the Great Dismal Delve, the air carries a foul taste
noticeable to outsiders.

LLAY OF THE LAND

The Plane of Earth is best described as the largest chain
of mountains in the multiverse both in height and breadth.
For those brave or foolish enough to try and reach the top,
they find only the Void Peaks — the mountain tops pierce a
veil of airless black that is inhospitable to living creatures.
Most planar scholars agree that the Void Peaks are a
breach from the Plane of Earth into the Negative Plane,
the multiverse source of death and decay that enfolds all of
the realms.

STONY EXPANSE
Below the Void Peaks and encompassing the vast majority
of the Plane of Earth is the Stony Expanse. Great veins of
minerals and rich ore cut through the rocky layers of the
Stony Expanse and over the countless centuries tunnels
and caves have been carved out by time or force. The dao
consider this their eternal realm, though their numbers are
realistically too few to effectively control the entire region,
but this overriding philosophy is what drives them to
command scores of slaves from the native sandlings, pech,
and other creatures.

The dao hold numerous outposts throughout the Stony
Expanse and each one is built around a mazework. A
dao mazework is their first line of defense — a confusing
series of passages meant to confuse and trap intruders.
One of the largest open quarries in all the Plane of Earth
is the Great Dismal Delve, a massive cave carved out by
the slaves of the dao, and at its heart sits the fabulous
Sevenfold Mazework, also known as the City of Jewels.
Therein dwells the Great Khan in the Hidden Fulcrum, his
personal palace and one of the most complex maze in the
Inner Planes (and rivaled across the multiverse only by the
mazes of Baphomet, demon lord of beasts and minotaurs,
in the Abyss).



Mup HiLLs

Beyond the Stony Expanse, where the Plane of Earth
approaches the other Inner Planes, the region becomes
more diverse. The Mud Hills are a vast region of bubbling,
churning dirt and muck close to the Plane of Water —
between the two sits the distinct Swamp of Oblivion (also
known as the Plane of Ooze). The Mud Hills are open to
the sky and the tunnels that cross beneath are treacherous
and prone to constant shifting at a moment’s notice, so
most travelers avoid this region entirely. It is known that
the dao have several outposts in the Mud Hills to search
for rare mineral deposits that are known to show up only
in that area.

FURNACES

The heat intensifies on the other side of the Plane of Earth
in a region known as the Furnaces, close to the Plane of
Fire. Lava seeps up and creates dangerous terrain, but the
dao have harnessed the raw potential of the Furnaces to
power their forges. Beyond the Great Dismal Delve, the
largest concentration of dao and slaves can be found here.

CYCLE OF TIME

There is no natural way to tell time across the Plane

of Earth. Even the Void Peaks have no sun to mark the
days, though the Mud Hills are lit by a dim pale light that
darkens slightly every twelve hours. This lack of time and
the general closeness of the tunnels in the Stony Expanse
leads many travelers to madness and despair.

However, the dao have developed a way of telling time.
Each outpost and most buildings are furnished with a
clock gem, an enchanted jewel of nearly any size that
changes color gradually from red to blue and back again to
mark the passage of time. Unfortunately for travelers used
to the cycle of time in most Material Planes, the dao clock
gems are based on a 13-hour cycle (13 hours of red time
followed by 13 hours of blue time) creating a 26-hour day.

The source of power for all attuned clock gems is Koh
Nur, opal of the Great Khan in the center of the Sevenfold
Mazework in the City of Jewels. An attuned clock gem
continues to be synchronized even when taken outside the
Plane of Earth, though they need to be re-attuned to the
opal every one hundred years.

SURVIVING

The tunnels and passages that cut through the Plane of
Earth are breathable, so one of the greatest threats to
travelers are cave-ins and earthquakes that can suddenly
send tons of rocks crashing down. Digging out of such a
burial can be dangerous depending on the type of earth
involved (see the Hazards & Phenomena section for
details).

Fresh water is scarce and edible food for non-natives can
be hard to come by, so travelers are encouraged to have a
source of sustenance before venturing out into the Stony
Expanse. A common feature of dao outposts are gardens to
grow food for their various slaves, but these are jealously
guarded behind their mazeworks.

In the Void Peaks, there is no air so anyone that
penetrates the surface of the Plane of Earth here begins
suffocating immediately unless they hold their breath (or
do not need to breathe). The closer a traveler gets to the
Void Peaks, the less air is available so ascending to this
region is not advisable.

GETTING THERE

The dao do their best to control or shut down unwanted
portals to the Plane of Earth, so the number of known
gates to the plane is relatively small. The City of Glass on
the Plane of Water contains a known gate, along with the
City of Brass on the Plane of Fire. The dao occasionally
have dealings with the fiends of the Lower Planes so it is
known that the City of Jewels contains gates to the Abyss
and the Nine Hells.

In the Material Plane, natural gates and portals have
been known to appear in the deepest mines dug by
dwarves. Many dwarven strongholds consider themselves
the first line of defense against incursions from the Plane
of Earth, whether it be by natural monsters or planned
invasions by the dao. For their own interests, the dao
consider dwarf slaves the best the Material Plane can
provide (followed by gnomes) and actively raid dwarven
outposts and strongholds to replenish their slave pens.

Some deeper dungeons in the Material Plane have
been known to contain gates to the Plane of Earth as
well, whether stumbled upon accidentally or deliberately
opened by wizards and priests eager to use earth
elemental creatures as guardians and workers. Below the
city of Waterdeep on Faerun, the sprawling megadungeon
Undermountain is known to hold a few permanent portals.

TRAVELING AROUND

Once a traveler reaches a cave or tunnel in the Plane of
Earth, moving around becomes as easy as following a
passage — and as frustrating when that tunnel leads to
nowhere! Most native creatures, such as the xorn and
earth elementals, can move through the earth of the plane
as easy as a fish moves through water, leaving no tunnel
in their wake. Powerful magic can allow an adventuring
group to do the same, but for most the zigzagging
passages that cut through the Stony Expanse are the most
accessible means of transportation.

Many of the tunnels do connect to other regions, owed
in large part to the never-ending machinations of the dao.
They constantly hunt for greater sources of ore and gems
and use teams of slaves to accomplish this, but moving so
many creatures across the Plane of Earth can be difficult.
The dao use magic and slaves to create tunnels and
passages that can be used to access the richer veins of
minerals.

Digging around the Plane of Earth can become a
necessity for travelers, especially if they've been trapped
in a cave-in or earthquake. You can use the below table
to determine randomly what kind of earth is being dug
through, which determines the progress and difficulty of
the digging.






PLANE OF EARTH DIGGING RATE

1D10 Type oF EARTH DC PROGRESS PER 10
MiNuTES
1-3 Soil 12 10 feet
4-6 Very soft rock 14 5 feet
7-8 Soft rock 16 4 feet
9 Hard rock 18 2 feet
10 Very hard rock 20 1 foot

Digging is a Strength-based ability check. Using and being
proficient with mining tools adds a user’s proficiency
modifier to digging checks. Other characters can assist
with the Help action under the appropriate circumstances.

PowEeERFUL & MIGHTY

Though the dao would have travelers believe they are the
greatest power in the Plane of Earth, the truth is more
complex than that. It is true that they control the most
concentrated territory of any sentient denizen of the
realm, but the plots and machinations of other influential
creatures continue to occur throughout the plane.

These powerful creatures can be used as villains or
patrons for a party of adventurers that seek to explore
the domains of the Plane of Earth. Most are treacherous,
however, with evil intent, so adventurers are encouraged to
tread carefully in their halls and homes.

ELEMENTAL LORDS OF EARTH

The greatest and most powerful earth elementals on

the plane are the Elemental Lords of Earth. Sometimes
referred to as archomentals or primordials, these immense
beings are comprised of the very stone and earth that
makes up the plane. There are at least three elemental
lords known — Ogremoch, Entemoch, and Sunnis. The
plane is vast, however, and others may still exist, dormant
or waiting.

Ogremoch is the best known of the earth elemental
lords and he is known as the Prince of Evil Earth
Elementals. He dwells in a stone spire deep in the Stony
Expanse that is surrounded by airless void, and from
there he contemplates his next move. His cultists are
known to spread destruction across the Material Planes
in accordance with his will, which can be confusing to
most. But Ogremoch is nothing if not patient, and while
he seems slow to act it is only because he is considering
how best to utilize his forces to accomplish his goals of
crushing all living creatures beneath stones. He has a
special hatred for flying creatures, and uses squads of
gargoyles to harass aarokocra in the Plane of Air on a
regular basis.

Ogremoch’s twin, Entemoch, is less known but no less
powerful. Unlike his brother, Entemoch is a Prince of
Good Earth Elementals, and works to thwart Ogremoch’s
schemes as much as possible. He travels throughout
the Stony Expanse, moving from passage to passage to
stamp out his brother’s followers, though to date he has
not moved much beyond that simple strategy. Ogremoch’s
schemes are larger than his twin realizes. Gnomes are well
regarded by Entemoch.

Sunnis is a Princess of Good Earth Elementals and
she dwells in a palace called the Sandfell. She keeps a
lower profile than Ogremoch but opposes the dao at every
opportunity — the two have an intense rivalry on the Plane
of Earth. Sunnis believes that the native creatures of the
plane such as the pech and sandlings deserve freedom and
she works with her followers to break the slave chains of
the dao in their outposts across the plane.

GARGOYLE PRINCES

Gargoyles are a common encounter in the Plane of Earth
along with margoyles, their wingless cousins. These
stony creatures are normally born as a byproduct of the
Elemental Lords of Earth, who leave behind shards as
they move through the plane that grow into gargoyles.
Ogremoch is fond of using gargoyles in his never-ending
war with the forces of the Plane of Air.

But not all gargoyles are born this way. Some are
descendants of a line of fiercely intelligent creatures
known as ancient gargoyles who were born from the plane
itself. The most powerful of these native denizens are the
Gargoyle Princes, each ruling a princedom in the Plane
of Earth carved to their specification. The exact number
of Gargoyle Princes is unknown, though at least four are
known to exist. Each is thoroughly evil and represents the
most ambitious aspects of the ancient gargoyle race.

The most prominent of the Gargoyle Princes is Prince
Krongrud. Physically, Prince Krongrud is powerfully
strong and views strength as his best asset — his plots are
usually direct and involve total destruction. He rules from
the subterranean Castle Kronguard and keeps company
with his Legion of Stony Doom, an army of well-trained
gargoyle warriors. Prince Krongrud pushes the boundaries
of his princedom continually and does not get along with
the dao or the Elemental Lords of Earth.

The other well-known Gargoyle Prince is Princess
Zadhey. She is cunning and manipulative, and though her
princedom is relatively small, from her Basalt Citadel she
leads an elite force of ancient gargoyle assassins. Princess
Zadhey is on good terms with the dao who sometimes
contract her assassins out for attacks on rivals, both
internal and external.

GREAT KHAN OF THE DAO

In the center of the Great Dismal Delve sits the Sevenfold
Mazework, the largest dao settlement in the multiverse,
and in the center of that (beyond the first five maze layers)
rests the palace of the Great Khan known as the Hidden
Fulcrum. When a dao ascends to the role of Great Khan
he or she forsakes their name in favor of the title, so it is
difficult for an outsider to know when the power in the dao
khanate shifts.



The current Great Khan is a massively loathsome,
greedy, and paranoid dao who rarely leaves the inner
sanctum of the Hidden Fulcrum. He surrounds himself
with stone and iron golems along with other constructs
as these are the only personal protection he trusts, and
he communicates his wishes through a select cadre of
seneschals that operate outside his personal chamber.
But even the seneschals rarely gaze upon the Great Khan
in person — the Great Khan makes his wishes known
through specially enchanted mirror gems that allow for
communication between tuned gemstones.

The Great Khan has an insatiable appetite for
everything, from slaves to jewelry to art and treasure,
and his greed has pushed his surveyors to find more and
more veins of precious ore and mineral across the plane.
He treats well with the Grand Sultan of the Efreet and
the two have a mutual business partnership — the efreet
come to the City of Jewels to purchase slaves, and the dao
use efreeti techniques and masters in the working of the
ore they mine. The Grand Sultan comes personally to the
Great Dismal Delve to watch and bet on greater basilisk
races organized by the dao.

KEEPERS UNDER THE MOUNTAIN

Dumathoin, dwarven god of secrets, does not dwell on the
Plane of Earth, but his followers maintain a stronghold
dedicated to his teachings and worship there. The Library
of Dumathoin is maintained by a devout order of dwarven
monks and clerics called the Keepers Under the Mountain,
and they trade in secrets of all kind. The halls of their
hidden fortress are said to contain one of the largest
collection of scrolls in the multiverse, and the Keepers
maintain the sanctity of this holy site against all intruders
with zealous ferocity.

To that end, the Keepers maintain a secret presence
throughout the Plane of Earth and try to keep up on events
throughout the Inner Planes. Several dwarf slaves in the
service of the Great Khan are secretly members of the
Keepers Under the Mountain, and they communicate
knowledge through the very stone of the plane itself.
Several deep cover Keepers are assigned to the Gargoyle
Princes while others travel as independent merchants
between the Sevenfold Mazework, the City of Brass on the
Plane of Fire, the City of Glass on the Plane of Water, and
even in the Citadel of Ice and Steel on the Plane of Air.

Leadership in the Keepers is determined by the number
of known master secrets, which are the great mysteries
of the multiverse according to Dumathoin. The teachings
of the Keepers Under the Mountain say there are thirteen
master secrets, and only Dumathoin knows all of them.
The highest ranking Keeper, the Seventh Master Librarian,
is said to know seven of the master secrets.

Recently, however, a splinter faction has grown within
the ranks of the Keepers. Some of the librarians and
monks believe the secrets of Dumathoin are not meant to
be hoarded but instead should be shared with all sentient
creatures. These radicals call themselves the Liberties
Under the Mountains and work to subvert the work of the
library and its keepers. So far, a dozen members have been
expelled from the Keepers, and rumors persist that at least
one of them held the rank of Second Master Librarian.

DEEPSTONE KING OF THE PECH

The pech were not always hunted down by the dao and
used as slaves. At one point, they held their own land
and served a wise and great leader of their own kind in
a fantastic realm of peace and tranquility. This mythical
place is called Deepstone and it has passed completely
into legend, along with the role of Deepstone King.

But to the pech slaves of the dao, the myth of Deepstone
and its legendary king is a wellspring of secret hope. Pech
workers toiling in the mines and tunnels of their genie
masters believe that the Deepstone King is destined to
return, and when he does he will free all of the pech from
their bonds of servitude and lead the elemental people to
their legendary homeland. Some say that this king will rise
up from the ranks of the enslaved pech, while others say he
will come from outside the Plane of Earth to save them all
in a massive revolt.

For their part, the dao do their best to quash any stories
they hear about the Deepstone King, and this tactic has
worked for many hundreds of years. But the pech have
long memories, and they pass the story of their legendary
leader from one generation to the next in the hope that
one day, their stories become true and they are led to their
ancient homeland.

CREATURES & DENIZENS

The Plane of Earth is a dangerous realm with monstrous
denizens capable of sneaking up on travelers through the
very rock. Cunning dao, ruthless sandlings, and voracious
eaters such as the greater basilisks and tunnel worms are
all creatures capable of ending a traveler’s journey through
the Plane of Earth.

ELEMENTALS

The most common inhabitant of the Plane of Earth, like

all of the Inner Planes, are elementals, specifically earth
elementals. They range in size from small rolling boulder-
like creatures to enormous behemoths comprised of rock
and stone. They travel effortlessly through the depths of
the plane without the need for breathing in a conventional
sense, and while they do move through the earth they leave
no path. Tracking earth elementals is incredibly difficult
because of this.

Xorn are native creatures as well, though they are often
found around veins of crystal or gemstones which they eat
for sustenance. They can be as difficult to track as well
and they are highly protective of their food sources, and
the other denizens have learned to watch for xorn signs
in the tunnels. Other creatures include khagra, known as
stone fish, which pass through the Plane of Earth in great
schools and can be overwhelming in their large numbers,
along with semi-sentient earth weirds that serve Ogremoch
and the other Elemental Lords of Earth. Flail snails are
naturally occurring elemental denizens with highly coveted
prismatic shells, though the creatures can be dangerous to
deal within in the confined spaces of the plane.



Zaratans are the most feared elemental creatures in
the Plane of Earth. These enormous beings owe fealty to
nothing, and even the Elemental Lords treat them with
respect. They slumber for years or decades at a time,
cocooned within impenetrable fortresses of solid stone,
and when they wake they devour entire regions of the
Stony Expanse.

Dao. Genies are the oldest and most noteworthy sentient
inhabitants of the Inner Planes, and the dao are the genies
of the Plane of Earth. They are generally cruel, selfish, and
incredibly greedy, and they love gemstones of all kind. They
use gems to decorate their homes, wear as jewelry, and
also enjoy as delicacies. They live in small communities
across the plane known as mazeworks, usually consisting
of a single family of dao and their numerous servants and
slaves, with deliberately confusing networks of tunnels
and passages. The greatest settlement of the dao is the
Sevenfold Mazework, also known as the City of Jewels,
where the Great Khan of the Dao dwells along with his
royal retinues. Dao trade regularly with efreeti from the
Plane of Fire and the two have numerous joint outposts in
the Plane of Magma, though the dao try to turn every deal
in their favor in all circumstances.

Gargoyles. Ancient gargoyles are a secretive, powerful
race of elemental beings that trace their origins to the
original formation of the Plane of Earth. Or so they
claim at least, and they also claim that all gargoyles and
margoyles (wingless variants) found across the multiverse
are descended from their own lineage. Gargoyles exist
in a strange space — they are creatures of earth and air,
elements normally in diametric opposition. They have
been used to wage a never-ending war against the djinni
of the Plane of Air, and the ancient gargoyles are often
the architects behind these endeavors. Ancient gargoyles
and dao are rivals in all sense, but the dao and their slave
forces vastly outnumber the ancient gargoyles.

HuMANOIDS

The dao are notorious slave-takers, and their mazeworks
are usually populated with humanoids of all types pulled
from across the multiverse, by force or in the nefarious
slave trade. Dwarves and humans are preferred targets,
but every humanoid offers something for the dao to
exploit for their own personal ends. Numerous hidden
communities exist in the tunnels of the Plane of Earth
filled with descendants of dao slaves that purchased or
stole their freedom long ago.

Genasi. Earth genasi are the descendants of dao, but
since they are not dao themselves the arrogant genies
ignore their offspring and treat them as outsiders. If a
first-generation earth genasi chooses to remain in the
mazework with their genie-kin they can expect poor
treatment at the bottom of the social ladder. Some
work fervently to impress their dao leaders, but just as
many strike out on their own, becoming wanderers and
adventurers. There are no known earth genasi settlements
in the Plane of Earth, though the Sevenfold Mazework
boasts a large community that have formed a mercenary
force renown for their skill in battle.

Gnomes. The svirfneblin, or deep gnomes, have built
numerous cities in the Plane of Earth, and their natural
abilities make them preferred targets for dao slave takers.
For this reason, most deep gnome colonies are located
in hidden alcoves behind layers of rock, both real and
illusionary, and they befriend earth elementals for mutual
protection. The greatest svirfneblin city on the plane is
Makranaanek where all gnomes are free to live their lives
in peace and solitude.

Goliaths. Goliaths are a tall, proud race most associated
with mountains peaks and valleys, but a subrace called
deep goliaths have become well-adapted to the lightless
tunnels of the Stony Expanse. They live in small tribes,
never settling in one place but able to traverse great
distances over their personal territories. Deep goliaths
are hairless, with pale or albino skin, but just as strong
and athletic as their above-ground kin. They've developed
a number of unique practices, most notably the art of
stonesinging, which allows them to use vibrations in the
rock to communicate over vast distances in the Plane of
Earth.

MONSTROSITIES

Numerous monstrous creatures stalk the tunnels of the
Plane of Earth. Basilisks are common, though thankfully
the more serpentine greater basilisks are a rare if deadly
encounter that even the dao try to avoid. Purple worms are
responsible for a great number of the passages that snake
through the Stony Expanse, and large colonies of kruthik
can be found in the Furnaces close to the Plane of Magma.
Dangerous umber hulks burrow through the Plane of
Earth as well, helping to expand the network of tunnels
used by other creatures, and patient ropers wait in the
darkness for their next meal.

HAZARDS & PHENOMENA

The Plane of Earth holds numerous threats to travelers
beyond its lack of breathable air for most of the realm!
From collapsing tunnels to falling rocks and flows of
magma and ooze, the plane holds no small amount of
danger for the unprepared.

EARTHQUAKE

Despite its reputation, the Plane of Earth is constantly
in motion. Normally this motion is slow and grinding,
but occasionally it is sudden and dangerous. When an
earthquake occurs, it strikes in a 100-foot-radius centered
on a random nearby point to the party. For 1d10 rounds,
the area is struck by the effects of the earthquake spell,
which has the following additional effect. The below effect
occurs with any casting of the earthquake spell as well.
Every round, rocks and debris rain down from the ceiling
unless the area has been specially fortified against such
events (most pech and dao settlements are protected by
earth magic against the effects of the planar earthquakes).
At the end of every creature’s turn in the radius of the
earthquake they must make a DC 14 Dexterity saving
throw, suffering 14 (4d6) bludgeoning damage on a failure,
or half as much on a successful save.



There is a 10% chance per round of the earthquake
that a collapse occurs across the entire area of effect. See
below for the results of a collapse.

CAVERN COLLAPSE

The Plane of Earth is treacherous to the unwary and it
can bury travelers in a moment’s notice. A collapse occurs
when something causes the ceiling of the tunnel or cave
to crumble, sending rocks and debris crashing down in a
heap of rubble. Most collapses occur in a 30-foot-radius,
though collapses caused by an earthquake fill a much
larger area.

When a collapse occurs, roll on the below table to
determine the type of earth that fills the area. Creatures
in the collapsed area must make a DC 15 Dexterity saving
throw, suffering the listed bludgeoning damage on a failure
along with being completely buried. A successful save
results in only half damage along with being restrained by
the rubble.

CAVERN COLLAPSE

D10 Type oF EARTH DAMAGE
1-3 Soil 14 (4d6)
4-6 Very soft rock 21 (6d6)
7-8 Soft rock 28 (8d6)
9 Hard rock 35 (10d6)
10 Very hard rock 52 (15d6)

Creatures buried must dig their way out using the digging
guidelines in the Traveling Around section, and they are
buried beneath 1d10 feet of earth. Suffocation begins
immediately unless the character can hold their breath or
otherwise function without breathing. A character that is
only restrained by the rubble can remove themselves with
an action to make a Strength (Athletics) check against the
digging DC of the earth type restraining them.

When a collapse occurs, roll for a random encounter
to see what else might come through as a result of the
opening. After a collapse the area is considered difficult
terrain for movement purposes.

Ooze FLow

Some large swaths of the Plane of Earth have mixed with
moisture from the Plane of Water to create dangerous
ooze flows. These are common in the area below the Mud
Flats, but any portion of the plane can contain a planar
vortex to the watery realm.

Ooze flows contain dangerous levels of acid and spread
out to fill a 100-foot-radius area, or whatever equivalent
open area exists. Every round a creature is in an ooze
flow they must make a DC 14 Constitution saving throw,
suffering 13 (3d8) acid damage on failure, or half as much
on a successful save. Ooze flows are normally only 2 feet
deep. The affected area is considered difficult terrain
and the ooze flow remains until released by a collapse or
earthquake.

MAGcMA RIVER

Similar to an ooze flow, a magma river is an incredibly hot
flow of earthen material mixed with elements from the
Plane of Fire. The Furnaces are filled with magma rivers,
which cut great swaths through the caverns in that region
of the plane, but they are not unheard of across the Stony
Expanse.

A magma river is normally 20-feet wide by 200-feet long
and pours into any open space, where it pools for a time
before collapsing the earth below it and flowing out of the
area. Any creature that starts its turn in a magma river
must make a DC 14 Constitution saving throw, suffering
22 (4d10) fire damage on a failure, or half as much on a
successful save. A magma river is normally 5 feet deep, but
this can be raised depending on the area in which it flows
into.

PULSE CRYSTALS

Pulse crystals are normally found in clusters of 3d6, and
each crystal is 7 to 10 feet tall. They occur naturally where
vortexes exist between the Plane of Earth and the Positive
Energy Plane — most planar scholars believe them to be
extensions of one of the quasi-elemental planes that are
theorized to exist close to the energy planes. Whatever
their origin, they are welcome respite for travelers,
especially those not used to underground living.

Each pulse crystal glows with dim light in a 20-foot-
radius of a random color, shifting every hour or so between
green, red, blue, and yellow. Some planar predators know
to seek out and hang around clusters of pulse crystals, as
many creatures are drawn instinctively towards the lights.

Rock Rot

Some sections of the Plane of Earth are infested with
microscopic pests known as mineralmites. They are not
harmful to living creatures not made out of stone as they
feast on the rich internal consistency of rock and stone.
As they do so they pass through it, leaving the area chalky
and unstable. Dwarves and gnomes are familiar with the
resulting rock rot as the mineralmites are not uncommon
outside the Plane of Earth as well.

A floor infested with rock rot can be spotted by a dwarf
or native earth creature with a passive Perception of 13 or
higher, or by any other creature with a passive Perception
of 16 or higher. The rock rot infested area is brittle, and
crossing them requires a DC 14 Dexterity (Acrobatics)
check. Characters unaware of the presence of rock rot
suffer disadvantage on the roll. Failing the result sends the
character plummeting through the hole down a distance of
1d10 x 5 feet. An area infested with rock rot extends out to
a radius of 50 feet.



SITES & TREASURES

Despite the many dangers posed by the Plane of Earth,
travelers still seek out its wonders and treasures. Some
are like the dao, greedy and always hunting for the next big
vein of rich ore or minerals, while others search for buried
treasure, hidden secrets, or the very bones of the past.

BONES OF THE EARTH

When an earth weird feeds on a living creature, its
digestive process and stony makeup strips the victims of
all flesh. The elemental creature then proceeds to devour
the only part of the meal it cares about — the calcium in the
victim’s bones. Once complete, the earth weird discards
the remnants, which have taken on a stone-like substance.
These stone bones are called fossils, and deep in the
Stony Expanse the earth weirds have gathered together

a massive collection of these discarded victims in a place
called the Bones of the Earth.

Fossil remains of all manner of creatures from all across
the multiverse, from dinosaurs to demons to humanoids
and dragons, lay scattered about the cavern. Earth
weirds crawl over the piles of stone bones scavenging for
whatever morsel they can find. Rare monsters and their
fossilized skeletons can be found in the cave, and for some
cabals of necromancers, the powdered remains of certain
fossilized creatures can be used as potent spellcasting
components. Finding the Bones of the Earth is only the
first problem, as some stories suggest that a massive earth
weird king lurks in the cave that devours all intruders.

DEEP CRYSTAL LABYRINTH

The Stony Expanse holds many buried secrets, but one
of the most beautiful is a series of tunnels and passages
cut into one very massive chunk of crystal. No one
really knows if the caves are a natural formation of the
crystal or if they were carved deliberately, but the Deep
Crystal Labyrinth has attracted travelers from across
the multiverse to seek out its wonders. Mapping the
confusing maze has been a challenge for those that visit
as the passages have a tendency to shift and change over
time, sometimes dramatically. Entire teams of explorers
have become lost in the beautiful labyrinth of soft blue
crystalline walls, but rumors of priceless diamonds in the
Deep Crystal Labyrinth’s heart keeps drawing people in.
Some who have found the Deep Crystal Labyrinth and
return tell of strange creatures that emerge from the
very walls to harass and destroy intruders. Sometimes
humanoid shaped, sometimes animal, these crystal
guardians seem to have no means of communication and
seek nothing but the total eradication of any intruders.
The hardened nature of the crystal makes the guardians
difficult to defeat in combat and some natural property of
the labyrinth makes them resistant to most magic.

GHOST TUNNELS

Among the slaves of the dao, the legend of the Ghost
Tunnels is a cautionary tale of how dangerous greed can
become. Among the dao, it is a source of a rich ore of rare
minerals that is still sought out to this day. Long ago, a dao-
led excavation team uncovered an untapped vein of pale
white mithril in the depths of the Stony Expanse. Refusing
to recognize the warning signs around the vein, the dao
immediately set the slaves to digging out the valuable ore,
which seemed to possess strange otherworldly properties.

Unfortunately, those properties brought about the ruin
of the dao and his teams of slaves. The mithril vein was
infused with energy from the Ethereal Plane, and as they
cut into it with picks and shovels, the unstable nature
of the pure ore collapsed. But it didn't just collapse the
tunnel, it trapped the diggers and the dao in a pocket of
Ethereal Plane energy that separated their spirits from
their bodies permanently. Several slaves who had been
sent away to fetch more gear returned to find the tunnels
gone as if nothing had happened, but when they were
invariably recaptured by the dao and forced to explain
what happened, the genies realized they had found a highly
coveted ore called ghost mithril. And thus the legend of the
Ghost Tunnels was born.

Finding the Ghost Tunnels is a dangerous prospect,
as the unstable nature of the ghost mithril means it can
shift into the Ethereal Plane with dramatic results at any
moment. And, if the rumors are to be believed, the ghostly
remains of the dao and the diggers still haunt the tunnels,
acting as ceaseless guardians to the untapped treasure.

GREAT DisMAL DELVE

The largest natural cave in the Plane of Earth is the Great
Dismal Delve, which forms the epicenter of the dao and
their enterprises. The delve itself is a massive cavern
shaped like a crevasse, about 60 miles wide and 120 miles
long. The ceiling stretches up to a height of a half mile and
is filled with stalactites of all shapes, though their natural
formation is a mystery as there isn't enough moisture or
condensation in the cave to support the quantity or size

of the stalactites. The Great Dismal Delve’s walls are
honeycombed with passages and tunnels dug by the slaves
of the dao, and the floor is a rocky mixture of natural stone
structures, edifices, and bizarre fungal gardens.

In the center of the Great Dismal Delve is the Sevenfold
Mazework, the capital of the dao khanate and home to the
Great Khan. It sits inside a massive circular column in the
delve, stretching from floor to ceiling and about 10 miles
wide. Around the Sevenfold Mazework the dao maintain
large farms for feeding the slaves that maintain the delve
and the city. The farms consist of a sickly pale fungus that
smells awful but keeps creatures alive.

The delve is filled with the sounds of work at all times,
and the gemstones studding the side of the Sevenfold
Mazework provide dim light for most of the expansive
cave. The brightest lights are from the clock gems that
report the time, shifting from red to blue and indicating
when slave drivers must switch out their teams of diggers
and miners. The dao consider the entire delve to be their
territory but the truth is the cave is too large for them to



h.u

effectively patrol and maintain. Monsters from the plane
and elsewhere are a common problem in the outskirts of
the delve where dao maintain soldier slaves to protect their
mining slaves.

KoH NUR, OprAL OF THE GREAT KHAN

In the Sevenfold Mazework in a massive central chamber,
the final two maze layers sit in a magnificent bejeweled
dome. Gemstones of all kinds stud the outside of the
dome, inside of which sits the Great Khan and his most
trusted advisors, but the crown jewel of the structure — and
indeed of the whole dao khanate — is a truly wondrous opal
resting atop the dome. This is Koh Nur, the opal of the
Great Khan, and it is one of the largest valuable gemstones
in the multiverse. The opal sits thirty feet long and half that
wide and rests in a specially constructed brass holder, a
gift from the grand sultan of the efreet long ago.

Koh Nur is more than just a spectacularly expensive
gemstone. It also functions as the ticking heart of the dao
khanate, as it serves as the central focus for all of the
attuned clock gems. Koh Nur sheds a brilliant radiance
based on the 26-hour day of the dao, shifting from scarlet
during the day to a deep midnight blue at night.

Over the centuries, there have been several attempts by
enterprising thieves to steal Koh Nur from its resting place
atop the Dome of the Great Khan. The gem’s size makes
such attempts logistically difficult, but the most successful
actually managed to perform a feat of magical subterfuge.
The thieves — a team of planar adventurers — somehow
replaced Koh Nur with a glass replica and shrink the
original to pocket-sized during a blackout that plunged the

Sevenfold Mazework into darkness for several minutes.
The Great Khan’s personal bodyguards stopped the thieves
before they were able to leave the City of Jewels, but the
audacity of the attempt has pushed the dao to implement
insane measures to ensure it never happens again. Few
outside the Great Khan'’s personal retinue of seneschals
know the traps and perils placed around Koh Nur now.

LIBRARY OF DUMATHOIN

Though he resides on another plane, Dumathoin —
dwarven god of secrets and mining — maintains a
storehouse of knowledge on the Plane of Earth. It’s one
of several planar libraries around the multiverse, but the
dwarven monks that maintain it, the Keepers Under the
Mountain, hold that this one is the largest. It sits in a tall
cleft hidden somewhere in the Stony Expanse, protected
by ancient dwarven magic to prevent unwanted prying
eyes. The walls of the cleft are lined with shelves upon
shelves of books, papers, scrolls, sheaves, and other
records of note, ranging from the mundane to the fantastic.
Access to the Library of Dumathoin is restricted to only
guests invited by one of the master librarians, but that
hasn’t stopped powerful forces from trying to break in
forcefully. The enchantments placed around the library
are said to hold the strength of Dumathoin himself and
thus far have held against attackers, but a growing splinter
faction within the Keepers Under the Mountain may
undermine the efforts to safeguard the secrets. There is
at least one greedy dao in the Sevenfold Mazework who
will stop at nothing to claim the knowledge held within the
library and she is hunting down every dwarf she can find to
unlock the secrets.



MAKRANAANEK

Deep gnomes, or svirfneblin, are a common race in the
underground regions of Material Planes, and there they
carve out wonderful cities to dwell in. Few would guess
that their greatest city, Makranaanek, actually exists on
the Plane of Earth! Dao favor deep gnome slaves over
other gnome types, and many have fallen victim to dao
slave-takers over the generations, but in Makranaanek all
gnomes are free to live their lives. It is a realm of gnomish
wonder cut into solid bedrock over countless decades, with
towers and halls housing thousands of deep gnomes.

It is said that there is a portal to Makranaanek in
every svirfneblin settlement in the Material Plane, but if
that’s true than it’s a closely guarded secret even among
gnome standards. The city is run by a king who oversees
the protection of Makranaanek, enforced primarily by a
well-trained and loyal force of gnomish warriors called
the Deep Titans. Serving in the ranks of the Deep Titans
is an honor bestowed to only the most skilled warriors of
the deep gnomes, but over the years they have awarded
honorary membership to a handful of planar travelers that
have helped the city in times of crisis.

MOTHERLODE

It is a whispered legend among the dao, a fabled location
that moves across the Plane of Earth, defying all logic

and explanation. It is the Motherlode, a glittering vein of
prismatic ore with powerful natural magical properties.
Some dao craftsman say that it can be used to imprison
gods, while others believe it is the secret to conquering

the djinn of the Plane of Air once and for all. Finding the
Motherlode has consumed the lives of many dao seeking
to make a name for themselves, and more than one dao
believes it has the power to unseat the Great Khan himself.

But discovering the Motherlode has proven difficult.
The dao have found it only a handful of times, and each
time they were able to take away only small chunks of the
prismatic ore. But those chunks have turned into priceless
artifacts and relics, most of which sit in the vault of the
Great Khan in the heart of the Sevenfold Mazework. At
least one ring and an amulet has found its way outside the
City of Jewels, however, and into the hands of scheming
dao who believe the relics hold the key to rediscovering the
Motherlode.

One planar scholar believes the Motherlode to be an
ancient deity of minerals and ore that has been consumed
by the Plane of Earth, forever now an elusive piece of the
plane that served as their home since time immemorial,
but there is no evidence to back this claim up. It has
persisted as the story of choice for many noble dao,
however.

SALT DUNGEONS OF THE GREAT KHAN

The laws of the dao are the will of the great khan, or so
the saying goes, and for those who break the laws there
are three primary punishments. The simplest and most
common is enslavement, while the second most used
punishment is a swift death. The third, reserved for those
the Great Khan believes to have some hidden value, is to
be imprisoned within the Salt Dungeons — a sprawling
series of cells and chambers carved inside of a spike
of acidic salt deep beneath the Sevenfold Mazework.
Exposure to the acid salt is dangerous to living creatures
and even the dao jailers tread carefully when placing or
extracting prisoners.

As with many locations in the Plane of Earth, access
to the Salt Dungeons is restricted, or at least supposedly.
Several influential noble dao also use the location to
torture prisoners and escaped slaves outside the purvey of
the Great Khan. The deepest pits of the salt spike contain
the crusted bones of the dead, animated into unlife by
some ancient power, who roam the sealed halls beyond the
control of even the Great Khan. Emissaries of the Great
Khan do everything they can to discourage these rumors.

SAND PI1TS OF SKATHA

For the sandmen, existence is pain and suffering, though
they constantly struggle to break free of their bonds of
servitude. Those bonds extend to their birthplace, a broad
cave filled with sand that bears a singular intelligence
calling itself Skatha. Planar scholars debate over the
nature of the sandmen and Skatha — are they all simply a
manifestation of this one entity? Or are they splinters of an
insane sand god trapped in the Plane of Earth? Or are they
individuals with hopes and dreams separate from the pits
of their birth?

Whatever the truth, the sand pits that hold the sentience
of Skatha are usually avoided by most canny travelers.
Skatha is a cruel entity bound forever to its sand pit,
though it does manifest physically when intruded
upon. Sometimes portals and vortexes from across the
multiverse open up into Skatha'’s realm, depositing strange
treasures and befuddled guests to the sand pits. Dealing
with the intelligence is usually an endeavor fraught with
frustration, as Skatha doesn’'t know all the time what
Skatha wants. Sometimes it simply surges the sand dunes
to devour intruders, other times it converses in with an
inquisitive mind.

It is rumored that Skatha is bound by the will of the
dao, which would explain the genies’ use of sandmen as
their slave-takers across the multiverse. If this were true,
freeing Skatha would weaken the dao khanate and free an
imprisoned mind from a tortured existence.



SEVENFOLD MAZEWORK

The beating heart of the dao khanate spread across the
Plane of Earth is the Sevenfold Mazework, a massive
column of stone in the center of the Great Dismal Delve.
Also known as the City of Jewels, the mazework’s exterior
is studded with all manner of gemstones. The clock gems,
attuned to the opal of the Great Khan, are the brightest
and are a common site even within the structure.

Inside, the Sevenfold Mazework reveals itself to be a
confusing mess of tunnels, passages, rooms, chambers,
wings, and halls. The structure has over two dozen level,
and each level is divided into five rings of increasing
wealth and privilege. Crossing between each layer of the
mazework requires the completion of complex tasks and
the recitation of esoteric phrases, but few outside the dao
have breached the second maze layer. The two innermost
maze layers known as the Hidden Fulcrum house the
private realm of the Great Khan himself and his chosen
slaves, though the current Great Khan is paranoid and

trusts only golems and their like to enter the seventh maze.

Visitors to the Sevenfold Mazework are normally
restricted to the first maze layer, which is an opulent
display of the dao’s unmatched greed and flair for
gemstones. Some ancient enchantment on the entire
mazework causes every dao in the city to be instantly
aware of any theft of a placed gemstone, a crime
punishable by death. For those travelers able to withstand
the lure of the gems, however, the halls and balconies of
the dao and their markets are open for business at all
hours.

The largest region of the first maze layer is the Free
Market, an ironic name considering it trades mostly in
slaves of all types. The dao do not discriminate against
travelers within the first maze layer, and welcome all who
desire privacy and secrecy in their dealings. The Sevenfold
Mazework is not a more popular planar destination simply
because the dao believe everyone to be as untrustworthy
as they are, and they keep a long list of grudges against
anyone who behaves even the slightest bit out of order.
Thousands of dao and hundreds of thousands of slaves
live, work, and die in the Sevenfold Mazework, and the
constant earthquakes and collapses of the plane keep
teams of slaves busy repairing and rebuilding sections of
the city at all times.

TUNNELS OF MADNESS

Loneliness can drive anyone into the arms of insanity, but
in the wind-infused Tunnels of Madness, the shrieking
cacophonic gales do the trick without any assistance.
Most planar scholars agree that the Tunnels of Madness
are not so much a single location as a series of caves

and intersections that cross a wide stretch of the Stony
Expanse. Exposure the madness-inducing winds in the
area can drive even the most stalwart traveler to perform
savage acts of random behavior, and it is theorized that the
winds originate from the Plane of Pandemonium as the
effects are similar to those that permeate that entire OQuter
Plane.

Some creatures have stumbled into the Tunnels of
Madness and have lost their way, forgetting who and what
they are in favor of a slavering insanity that drives them
further into the wind-filled halls.

ADVENTURE HOOKS

Despite its inhospitable nature, the Plane of Earth holds
enough adventure ideas to keep any party of adventurers
busy for years and years. Below are some suggestions on
using the sites and denizens of the Plane of Earth for the
tiers of play, both in the Material Plane and elsewhere.

The Sandman Comes. A sandman has come to a
village seeking a special slave chosen by its dao master.
The characters find themselves in the same village as the
sandman makes its way from house to house, keeping
quiet and putting its targets into a deep unnatural slumber.
Can the party stop the sandman before it reaches its
intended target? And what makes the target in this village
so important to the dao that its wiling to send a sandman
slave-taker to the Material Plane to fetch?

A Svirfneblin in Need. A wounded deep gnome
stumbles into the camp of the party one night out in the
wilderness. The deep gnome explains that he was one of
only a handful to escape a raid by dao forces that took his
small settlement in a single sweep. He wants the party
help in tracking down his captured deep gnome family
and promises that he can take them to Makranaanek,
legendary svirfneblin city in the Plane of Earth, for
safekeeping.

Wrath of the Gargoyles. On the Material Plane, a
scheming noble has contacted one of the Gargoyle Princes
and enlisted the ancient gargoyle’s services to help
eliminate his rivals. A band of ancient gargoyles travel to
the Material Plane along with a force of margoyles, but
they betray the noble and turn against him. The party can
become involved when the margoyles strike the noble’s
rival or when the tables turn against the noble and he’s
forced to seek outside help to help deal with his previous
outside help that has now gone rogue.

The Crystal Plague. A strange sickness strikes a
community of dwarves dwelling underground, and they
call for aid from the characters. Magical research indicates
the cure for the wasting disease can only be created by
grinding up the powder of a special crystal found in the
Deep Crystal Labyrinth in the Plane of Earth. Finding
the bewildering site becomes a problem in and of itself,
but once discovered the party must deal with the crystal
guardians before they can obtain the specific crystal
needed to create the antidote to stop the spread of the
disease.

Slaves of the Dao. The dao have captured an entire
community of humans as slaves, dragging them all to
the Great Dismal Delve to be auctioned off as valuable
commodity. The party gets involved when an important
NPC is discovered to be among the taken, and they must
travel to the Plane of Earth and rescue the captured
humans. Navigating the Great Dismal Delve, entering the
Sevenfold Mazework, and securing the slaves becomes
a challenge when a noble dao has decided that owning
the slaves could help him locate the Motherlode. The
characters must find a way to break into the noble dao’s
home in the Sevenfold Mazework and escape with the
slaves.



RANDOM ENCOUNTER TABLES

The below tables can be used by the Dungeon Master

as a source of inspiration when a party of characters is
traveling around the Plane of Earth. Four separate tables
are provided — one for the Sevenfold Mazework, one for
the Stony Expanse, one for the Furnaces, and one for the

Mud Hills.

SEVENFOLD MAZEWORK

1D100
01-05
06-10
11-15
16-20

21-25
26-30
31-35

36-40

41-45
46-50
51-55
56-60
61-65

66-70
71-75

76-80

81-85
86-90

91-95
96-00

SeVENFOLD MAZEWORK ENCOUNTER

Pech slaves on an errand for their master
An efreeti noble inspecting goods
Margoyle thugs

Mining crew of pech slaves working on a
tunnel

A group of vrocks
Gargoyle cultists of Ogremoch

A dwarf warlock seeking material
components

Human necromancers with zombie
servants

Gnome gem merchant

Hill giant slaves fighting over a piece of meat
Stone giant selling fungal moss

A drow priestess and drow warriors

A band of imps whispering among
themselves

A high-level gnome fighter seeking his family

An ancient gargoyle assassin stalking a
target

A succubus artist and a group of charmed
art slaves

Two dao arguing over a recent sale

A dao seneschal of the Great Khan on an
errand

A dao accompanied by a host of bodyguards
A noble dao looking for spies

STONY EXPANSE

1D100
01-05
06-10
11-15
16-20
21-25
26-30

STONY EXPANSE ENCOUNTER

1d4 hostile earth elementals
School of 2d10 khargra

1d4 stone giants

1d6 xorn

1d6 earth weirds

1d6 gargoyles

1D100 STONY EXPANSE ENCOUNTER
31-35 1d4 margoyles
36-40 1d4 sandmen
41-45 1d4 creeping stone
46-50 1d4 ropers
51-55  2d6 lost pech
56-60  Rock rot
61-65 1 greater basilisk
66-70  1d6 basilisk
71-75  2d6 galeb duhr
76-80  Pulse crystals
81-85 Magma river
8690  Ooze flow
9195  Collapse
96-99 Earthquake
00 Ghost Tunnels
FURNACES
1D100 FurRNACES ENCOUNTER
01-10 1d10 duergar
11-20  1d6 hostile earth elementals
21-30 1d6 hostile fire elementals
31-40  1d6 hostile magma elementals
41-50 1d4 efreet
51-60 1d4 dao and 2d6 dwarf slaves
61-65  Earthquake
66-99  Magma river
00 1 ancient red dragon
Mup HiLLs
1D100 Mup HitLs ENCOUNTER
01-10  1d6 hostile earth elementals
11-20 1d6 hostile ooze elementals
21-30 A marid and slaves taking a mud bath
31-40  2d10 pech fleeing their slave master
41-50 1 purple worm
51-60 1d6 gelatinous cubes
61-65  Earthquake
6599  Ooze flow
00 1 ancient black dragon



PLANE OF FIRE

“The very concept of fire, one of the most fundamental elements
of existence, is born and reborn in a never-ending cycle on the
Plane of Fire. It is a landscape of ashen black sand and grit, pitted
and gutted by gouts of flame and the burning eye of the overhead
sun, with an impossibly great sea of heaving conflagration, dotted
by islands and continents of scorched rock burnt black. Ash and
smobke fill the air, and though that raging semblance of a sun
hangs in the sky, shadows and darkness permeate the landscape.
It is a realm hostile to life, yet life thrives here, and dies, and is
reborn again, just as a flame can die and reignite.”

Astromarchus the Sage

The Inner Planes are comprised of the universal building
blocks of existence - earth, air, water, and fire. There

is so much more to these planes of existence than just
their dominant trait, and each holds a wealth of treasure,
danger, and excitement just waiting to be discovered. And,
for the unwary, death, which the Plane of Fire carries in
abundance.

But it’s not all danger. For travelers who can find their
way to this place great treasures and mysteries abound.
The fabled City of Brass, home to the greedy efreet, offers
shelter within its bazaars and marketplaces from the
constant dangers of the land. However, foolish travelers are
just as likely to end up with a knife in their back from some
scheming merchant in the city’s streets as they are to burn
to death in the scorching heat of the wilderness.

Elemental monsters live and die in the scorched
wilderness of the Plane of Fire, the most common of
which are the elementals themselves. These living
columns of flame are simple animals of the plane with low
intelligence, though some of the larger ones do exhibit
greater semblances of thought that propels them further
towards sentient beings.

At the top of the elemental chain are the Elemental
Lords of Fire. Massive, powerful, and ancient, there are
only a handful of known lords but they each command
legions and move with deliberate purpose and thought.
Imix is the most well-known, largely for the cults that
have spread across the multiverse worshipping the primal
power of destruction, but the others are just as formidable.

Though ever present, the threats are still not enough
to stop the curious and brave from seeking the Eye
of Murzak, the Crimson Shield of the Ashen Palm, or
plundering the storied depths of the Obsidian Tower, the
Everburning Forest, or the Treasure Vaults of the Fire
Giant God.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Fire as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Plane
of Fire.

Hazy Air. The incredible heat generated by the Plane
of Fire distorts vision, especially in the larger wilderness
regions of the Cinder Wastes and the Sea of Fire. Objects
become warped, elongated, or even elastic as the heat
ripples just barely visible in the air. Groups traveling
overland across the Cinder Wastes may see mirages
appear as well, which exist as reflections of the crimson
sky on the incredible temperature of the air. Perhaps some
monsters in the wilderness have learned to use this effect
to their advantage.

Always Thirsty. The Plane of Fire attacks water directly,
evaporating it at a quicker rate than one would normally
expect. Non-native creatures find themselves thirsty
almost immediately as their mouths dry up and their skin
becomes dry and flaky. This effect is just cosmetic and
doesn’t impact the amount of water they must consume
while traveling, but creatures that travel to the Plane of
Fire that naturally live underwater — such as tritons and
sea elves — immediately feel the effect all over their bodies.

Constant Heat. It stands to reason that the plane
comprised entirely of the element of fire would be hot, but
the heat on the Plane of Fire takes many shapes that some
find surprising. Burnberries, for example, are not hot to
the touch but are incredibly spicy in flavor, while scorch
onions are an angry red color and actually get searing hot
the longer a person holds them. Every natural element of
the Plane of Fire possesses a level of heat nearly unheard
of anywhere else in the multiverse.

LLAY OF THE LAND

As the name suggests, the Plane of Fire is hot — very hot.
The air is suffused with fire, so creatures and objects that
are not protected against the extreme temperatures are
going to suffer. The suffering is enough to require travelers
to take precautions without burning them to a crisp upon
arrival, usually magically imbued fire immunity.

The nature of the plane has created a realm where the
landscape is dominated by several distinct geographic
features.

SEA OF FIRE

The Sea of Fire is a molten ocean of burning lava. The
fiery waves crash against rocky islands and eventually
wear those down to lava as well, and as some waves crest
high enough they cool quickly enough to form new islands.
This pattern of cooling and melting is common, and wise
travelers know not to rely on any given island of burnt rock
for too long.

The efreeti have developed brass boats treated to
withstand the heat of the Sea of Fire, and they use these to
sail the burning waves in search of new islands to conquer.
Multiple efreeti outposts stand on lonesome islands
through the sea, standing watch over their expanding
fiefdoms.



Massive fire whales swim through the burning ocean,
but they also ride the air currents above the sea. These
majestic creatures are a rare peaceful sight in the Plane
of Fire, though they still pose a real danger due to their
enormous size and sheer volume. A handful of efreeti
legions have trained the fire whales as mounts to ride into
battle.

CINDER WASTES

Beyond the Sea of Fire lays the bulk of the plane known
as the Cinder Wastes. This vast plain of baked and arid
dust is dangerous to traverse, with titanic cracks in the
earth appearing with a moment’s notice to spew lava from
the plane’s depths onto the surface. This effect is known
as a lava geyser, as the result is often spectacular and
dangerous for anyone nearby.

A fine black sand coves the length of the Cinder Wastes,
scouring the blackened crust as great heat waves billow
across the region. The sand piles up regularly, creating
treacherous dunes of unknown depth, but they also are
known to hide and reveal secrets in a moment’s notice.

Ancient efreeti citadels, lost azer strongholds, fire
elemental birthing basins, and more lay hidden beneath
the Cinder Wastes. The efreet of the City of Brass have
established a route through the Cinder Wastes known
as the Inferno Road. It links to the Fountains of Creation
where the Plane of Fire meets the Plane of Earth along
with countless smaller settlements. Constructed of
nearly indestructible black basalt, the Inferno Road is the
lifeblood of the efreeti’s expanding reach across the Plane
of Fire.

FOUNTAINS OF CREATION

The largest chain of volcanoes on the Plane of Fire are
known as the Fountains of Creation, which is the realm’s
closest point to the Plane of Earth. The azer are known to
dwell here, working titanic forges in the hearts of the most
violent volcanoes to create wondrous items sought after
across the multiverse. Many red dragons are known to
make their lairs among these volcanoes as well.

Ash is another problem, and in some areas great
billowing clouds — some as large as a city - spread across
the burnt landscape. Choking is a real danger for anyone
caught in one of these ash clouds, and the sky is filled with
slowly moving black masses of them. They can obscure
light just like a regular cloud and can reduce visibility from
hazy to nearly black.

CYCLE OF TIME

The Plane of Fire has what passes as a sun in its sky and
it cycles around in a 24-hour cycle, similar to the Material
Plane. At noon, the sun blazes a brilliant orange and the
heat becomes nearly unbearable, while at midnight a
spectral deep red twilight descends across the land.

SURVIVING

Nonmagical and unprotected paper of any sort catches
fire immediately on the Plane of Fire. During the noon
hour, the hottest of the day, nonmagical and unprotected
metal including armor and weapons melt in 1d4 rounds,
and those unfortunate enough to be caught holding such
items suffer 10 (3d6) points of fire damage. During this
time, nonmagical and unprotected liquids evaporate in
1d4 rounds. Magical varieties of paper, metal, and liquid
are immune to these effects. Characters and creatures on
the Plane of Fire suffer 22 (4d10) fire damage each round
during the noon hour as well.

GETTING THERE

Portals to the Plane of Fire can exist spontaneously in

the hottest areas of the Material Plane, with volcanoes
being the primary source. Characters wishing to transport
themselves to this elemental realm must either possess
the appropriate magic (which is usually reserved for more
powerful or advanced characters) or risk themselves
finding one of these open portals. Occasionally a portal
will spontaneous appear in the heart of a raging forest fire,
though these instances are rare.

There are more stable portals that lead to the few
civilized areas in the Plane of Fire. These are usually
policed and guarded by the efreet as the portals are how
powerful efreeti merchants and lords come to the Material
Plane for treasures, trade, or slaves. These portals are
nearly always marked with brass of some sort, which
would include a brass knocker on a secret door, a brass
arch over a gateway, or a brass lining around a window
or door. Woe be to the uninvited traveler who stumbles by
accident upon one of these efreeti portals unprepared!

TRAVELING AROUND

Much of the Plane of Fire is hardened, black earth covered
with a fine layer of ash, so creatures capable of walking
are not impeded much by the land itself. Wheeled slave
caravans driven by cruel efreeti masters travel from
outpost to outpost, selling their “goods” to buyers willing
to pay their high prices. Mountain ranges are tall and rife
with volcanoes of all sizes, and in the valleys between the
peaks fierce salamanders — half-snake, half-humanoid
intelligent denizens of the plane — have formed tribes.

Across the Cinder Wastes, the efreet built and maintain
a long stretch of black basalt pavements known as the
Inferno Road. This links up the outlying outposts of the
City of Brass to the magnificent city, allowing caravans
filled with raw material, slaves, and other gear to travel
with relative ease back to the seat of efreeti power on the
Plane of Fire.

One of the most dominant features of the plane is the
Sea of Fire, which is not filled with water but molten
magma. The temperatures of the plane are so extreme
that the lava that fills this sea is as liquid as water, roiling
and boiling, creating huge waves that crash down upon
the islands that form the solid ground. Specially designed
ships have been developed by travelers that can withstand



the extreme heat of this sea — distilled essence of wood
from the mythical Everburning Forest is required to make
these boats float, which is a rare ingredient indeed. The
efreeti sail the Sea of Fire on brass ships that are immune
to the heat.

The air is ash and dust filled, so breathing is a problem
for any creature wishing to take to the skies. Clouds of ash
pose serious problems to everyone and can be created in
the blink of an eye. Great fire rocs are known to hide in
these ash clouds, waiting for the right moment to strike at
easy prey.

POWERFUL & MIGHTY

Though much of the Plane of Fire is uninhabited or
uncontrolled, a few powerful creatures hold sway over
some parts of the realm. Crossing these monstrously
powerful leaders, including gods of fire and their ilk, can
have dire consequences for a band of adventurers.
However, though most of these powerful beings are
evil, a few have more pragmatic views of their land, and
some have keen interests in the Material Plane. A group
of adventurers may find themselves unwittingly working
for one or more of these entities as patrons, either
inadvertently or as means to a greater good.

AMAIMON, KING OF THE AZER

Though he holds no true castle or home, Amaimon is
regarded as the highest authority among the azers of the
Plane of Fire and beyond. He is immeasurably old, and for
an azer quite immense, standing just shy of fire giant size.
He holds a handful of castles in the Fountains of Creation
as his own personal lands, but rarely can he be found
there. Instead, he travels the length and breadth of the
volcanic mountain chain, staying with azer lords for weeks
at a time.

Amaimon is strong and wise, and always gives fair
counsel to his azer lords as long as they welcome him into
their homes. He travels in a huge iron carriage drawn by
an entourage of finned-back fire beasts, similar to oxen but
much larger and much more powerful. He is attended by
only a small number of azer, all of whom are his children
by the forge. Amaimon is known to build a son or daughter
once every ten years and send it out into the Plane of
Fire for no less than fifty years, and any that survive he
welcomes back into his traveling troupe.

To a non-azer, Amaimon can be confusing. He is
unusually friendly in the company of other azer, boasting
about great deeds and laughing about tall tales. He shows
much more emotion than a typical azer, but when dealing
with an outsider he grows quiet and contemplative. His
travels throughout the Plane of Fire and beyond have given
him great insight, and he counts many wondrous treasures
in his personal storehouse. The iron coach he travels in is
said to be enchanted similar to a bag of holding, though he
allows only his children inside.

In the presence of an efreeti, Amaimon shows his
boisterous nature can turn to a raging cauldron of fury. He
has never forgiven the efreet for trying to enslave the azer
after the construction of the City of Brass, and he views the
genies as squabbling, petty insects not fit for life.

ELEMENTAL LORDS OF FIRE

The Plane of Fire is dominated by the Elemental Lords

of Fire. These are near-deity level entities that possess
great power, though their exact nature and history are
mysterious. Some planar scholars say that they are simply
the most advanced form of the native elementals, simply
having survived longer than others of their kind and thus
attained greater power and sentience. Others sages persist
that these Elemental Lords are guardians of the plane’s
true nature and maintain stewardship over the fabric of fire
and flame across the multiverse. The truth may even be
unknown to the lords themselves.

There are at least four Elemental Lords of Fire — Imix,
Luzzur, Zaraan, and Kra. These are the most active in the
affairs of the plane, each with a large “kingdom” carved out
for their own personal territory. Imix and Zaraan are the
two most powerful and each see itself as the rightful ruler
of Elemental Fire. Their castles are formidable structures
of black and crimson where they hold court over hundreds
of lesser creatures. They are each an embodiment of
evil’s destructive nature and care very little for the lives of
anyone but themselves.

Dealing with one of the Elemental Lords of Fire is a
risky business but few would argue that they are the most
knowledgeable and oldest beings on the plane. But they
each have their own unique agendas towards reaching
their goals; mortals should be very cautious when dealing
with them.

GRAND SULTAN OF THE EFREET

In his Charcoal Palace within the bustling City of Brass,
the lord and master of all efreet sits. His titles are long,
and include Grand Sultan of All the Efreet, Lord of Flame,
the Potentate Incandescent, the Tempering and Eternal
Flame of Truth, the Most Puissant of Hunters, Marshall
of the Order of the Fiery Heart, the Smoldering Dictator,
and the Crimson Firebrand. Currently the efreeti Marrake
al-Sidan al-Hariq ben Lazan stands as the Grand Sultan,
though there are challengers among his court that would
see him deposed.

The current Grand Sultan does not spend much time in
his harem consisting of one hundred and one courtesans.
Instead, he is a lover of gambling, especially on nightmare
races. His stable of nightmares is a source of great pride,
and he has gone to great lengths to procure the strongest,
fastest, and most noble beasts to race in the great games.
Under his rule, organized gaming in the City of Brass has
dramatically increased, and rarely does the tenday go by
without a fantastic nightmare race across the Obsidian
Fields outside the city itself.

As far as the day to day ruling of the City of Brass, Grand
Sultan Marrake leaves that to his viziers, opening him to
treachery down the road. And some of those viziers have
wildly different ideas for what’s good for the City of Brass,
creating opportunities within the Charcoal Palace for a
group of enterprising adventurers.



SHAHBANU SHADHAA

If ever there was a power to threaten the Grand Sultan
of the Efreet himself, it was his most favoured consort
Shadhaa. A powerful efreeti with mastery over deep
elemental magic, Shadhaa rose to prominence hundreds
of years ago and found favor in the court of the Charcoal
Palace. There, she curried favor with the Grand Sultan,
who almost fell prey to her cunning trap meant to replace
the Grand Sultan with a new Grand Sultana, but the wily
old efreeti lord was able to escape. Mustering his most
loyal guards, the Grand Sultan moved against Shadhaa
and found that she had amassed quite a following of her
own within the palace walls.

The resulting battle nearly split the City of Brass in
two. Thousands of combatants fought in the streets, and
it was not obvious who would come out on top. Shadhaa
had done a masterful job recruiting followers and planting
seeds among both the nobles of the Charcoal Palace and
the residents of the City of Brass, so she was ready to
overthrow the Grand Sultan. However, the Grand Sultan
still wielded immense power and influence, and after
weeks of open combat, secret assassinations, and guerrilla
strikes, Shadhaa and her loyal forces were finally driven
out.

Shadhaa retreated to a distant island in the Sea of Fire
while the Grand Sultan repaired the damage done by the
open rebellion. She refers to herself as Shabanu Shadhaa
now, a title denoting high rank in efreeti society, but the
Grand Sultan has forbidden her name be uttered in the
Charcoal Palace in his presence. For now, Shadhaa waits
patiently and gathers her forces on Ember Island, awaiting
the day to strike again — and this time, she intends not to
miss.

CREATURES & DENIZENS

The Plane of Fire is filled with life of all kinds. Most of it is
dangerous, some just accidentally, so travelers are urged to
exercise caution when dealing with any native creature of
the Plane of Fire.

ELEMENTALS

The living extension of the plane’s destructive power

are the fire elementals. Numerous, wild, and generally
ill-tempered, most fire elementals live out in the Cinder
Wastes, consuming everything they come across. It’s a
natural process that creates a rich environment for new life
to thrive, which in turns grows and becomes consumed in
a never-ending cycle of life, death, and rebirth.

Fire elementals come in all shapes and sizes, and many
of the intelligent denizens of the Plane of Fire have learned
to domesticate the creatures. No one has been able to
tame the greatest elemental forces on the plane, known
as a phoenix, which fly through the smoke-choked air on
wings of living cinder. Imix and Zaraan, the most active
of the Elemental Lords of Fire, constantly try to convince
phoenixes to join in their destructive causes, but these
majestic creatures obey their own wild and chaotic whims.

The Plane of Fire is filled with variants of Material Plane
creatures that have adapted to life in the fiery landscape.
These creatures have immunity to fire but otherwise share
the same statistics as their Material Plane brethren, and
most are orange, crimson, or black in color. Fire whales
swim through the Sea of Fire, and fire rocs soar through
the skies. Fire flies buzz in great swarms across all the
regions of the plane, and packs of fire hounds often serve
efreeti masters as hunting dogs.



Azer. Hammered into existence under immense
pressure and power, azers are flame-bearded creatures
with metal skins and iron-hard outlooks. They are
industrious powerhouses who build and maintain
enormous forges in the mountains of the plane, and their
incredible skill at forging powerful items has made them
prime allies of the efreet. The azer are a cautious lot but
their passion lies in their work not in the hand that wields
it, so as long as they are rewarded most azer are happy to
work for efreet merchants. Some are captured and held
as slaves, a shameful mark on any azer and one they work
tirelessly to break.

Efreet. Massive, powerful, arrogant, and vain, efreet are
the native genies of the Plane of Fire. Most are sadistic
monsters who delight in torture of all kinds, but rarely
do they exhibit rampant destructive tendencies. They are
calculating monsters who carefully weigh choices and
decisions to ensure their own needs come out on top in
any transaction, but they often fall prey to their powerful
emotions. Love, joy, anger, and sadness rage through an
efreeti’s heart like a tornado of fire. Their greatest city is
one of the fantastic metropolises of the planes, the City of
Brass, built on an enormous brass disk hammered by azer
slaves long ago. It sits on the shores of the Sea of Fire,
and the Grand Sultan of the Efreet in his Charcoal Palace
oversees scores of nobles in his court.

Salamanders. Few creatures embody the destructive
tendency of fire better than salamanders. These large,
snake-like elemental beings are obsessed with power and
delight in their own fiery abilities, inflicting pain on lesser
creatures out of sheer delight. Most serve the efreet as
slaves in their outposts as soldiers and commanders, and
they've developed their own societal structure that holds
scheming nobles in the same vein as their genie masters.
The salamanders hold a never-ending grudge against the
azer, whom they blame solely for their enslavement.

GIANTS

Fire giants have a notable presence on the Plane of Fire.
Their chief god, Surtur, once lived in the rocky mountains
of the Furnaces before he was finally driven out by forces
of Imix, Elemental Lord of Fire. Since then, many fire
giant families have put down roots across the plane, from
imposing castles on the sides of volcanoes in the Furnaces
to grand palatial estates in the City of Brass itself. They are
a noteworthy power in the Plane of Fire, generally loyal
only to their immediate families, and willing to sell out
their services as mercenaries, soldiers, and pyromancers if
the price is high enough.

A devout sect of fire giant clerics keep the flaming
memory of Surtur’s power alive in the Cathedral of
Blackfire, a secret temple in the mountains of the
Furnaces. Here, powerful priests and priestesses search
for the lost vault of Surtur while working to undermine the
forces of Imix and the Grand Sultan of the Efreeti in their
evil god’s name.

HuMANOIDS

The cosmopolitan City of Brass sees thousands of travelers
from across the multiverse and houses many more in its
grand charcoal avenues and basalt buildings. According to
ancient law, any creature can petition to become a citizen
of the City of Brass if they are willing to undergo scrutiny
by the efreeti lords, and there are many who have chosen
to settle here — or are forced to live on the streets, eking
out a life of poverty in the shadow of grand palaces and
lofty towers.

Dragonborn. Red and gold dragonborn are found in
large highly respected guilds in the City of Brass. They are
well-regarded in the city as both mercenaries and sages,
and many guilds feature a true dragon as their patron
(secret or not). Dragonborn from the Plane of Fire usually
wear revealing, loose-fitting clothing of wild and vibrant
colorations, a style that has caught on in many circles
in the City of Brass, and they favor elegant weapons for
delicate cuts and slashes. A trademark of the Plane of Fire
dragonborn are their unusually long head, neck, and facial
tendrils, which are often elaborately decorated like braided
hair.

Firenewt. Firenewts are a race of militant-minded
lizard-like creatures with bright orange skin and foul
tempers. Most worship Imix, one of the most evil and
active of the Elemental Lords of Fire, and the firenewts
have built their societies around zealous devotion to this
cruel and capricious fiery prince. They are cruel soldiers
and taskmasters, often building outposts across the
multiverse to further the schemes of Imix, and they are
often led by fearsome warlocks.

Genasi. Fire genasi are the offspring of efreet and
mortal humanoids, and most are viewed as unwanted
bastards by their genie parents. Sizable communities of
fire genasi exist in the City of Brass, and if they were ever
to truly unite they could become a reckonable force that
the Grand Sultan would have to at least recognize. As it
is, howeyver, fire genasi often inherit the reckless emotions
of their genie parentage, traits that keep them squabbling
and fighting amongst themselves and everyone else rather
than uniting. Some families of fire genasi travel the Cinder
Wastes as merchants in fire-proof caravans, living lives of
freedom on the open road, and many choose to take to the
life of an adventurer out in the wild of the multiverse.

HAzARDS & PHENOMENA

Traveling on the Plane of Fire is a harrowing experience
in and of itself. The realm is full of dangers that can cook
unprepared visitors with barely a moment’s notice.

AsH CLOUD

Great billowing black clouds of ash dot the ember-lit sky
and they can suddenly bear down on a location without

a moment’s notice, threatening everyone in a large area.
Those caught inside an ash cloud must survive choking

in near-blackout conditions that lasts 3d10 minutes.
Magically produced wind can move an ash cloud out of (or
into) an area.



LAava GEYSER

This can either by an eruption from the cracked ground

or a sudden uprising in the ocean of fire, but in either
situation it can be deadly. Those caught in the blast suffer
extreme fire damage (20d6) and are hurled away 1d6 x 10
feet from the blast. A lava geyser can last up to an hour,
reaching heights of one hundred feet into the air. Rumors
persist of some lava geysers reaching hundreds of feet
across and thousands of feet into the air, though thankfully
these are rare occurrences.

INFERNO WAVE

The great flaming sea hosts its own share of natural
phenomena, and one of the most dangerous is an inferno
wave. These rolling waves of lava can rise hundreds of

feet in the air, cresting and falling with tremendous force
and power onto unsuspecting vessels. Creatures and ships
caught in the inferno wave suffer 35 (10d6) fire damage,
and the wave itself can encompass an area 1d10 x 100 feet
wide.

HoT ZONE

Pockets of hotter than normal temperature frequently
appear all across the Plane of Fire. These hot zones
produce more heat and damage than the normal air and
can spread across miles of terrain. They are often the
harbingers of a future lava geyser, but occasionally they can
be the result of some titanic battle between native forces.

RAIN OF FIRE

Ash clouds are not the only threat from the sky. Sometimes
the sky rains fiery debris onto the ground, the result of a
particularly large lava geyser or other natural occurrence.
This rain of fire hurls flaming boulders and rocks which
can crush the strongest of opponents for one round.
Creatures in the affected area must make DC 14 Dexterity
saving throws, suffering 35 (10d6) fire damage on a failure,
or half as much on a success.

BLACKOUT

Periods of deep black can stretch across the Plane of

Fire, miles across, the result of the natural light dying

out as would an ember in a fire pit. These blackouts
normally do not last more than several hours, during
which superstitious salamanders and other intelligent
natives know to stay inside lest they risk the wrath of some
unknown being. Legends say blackouts are caused by the
elemental lords gathering power, sucking the energy out of
the air.

SITES & TREASURES

Why would non-natives visit the Plane of Fire? To plunder
its treasures and secrets of course! Countless millennia of
inhabitants and civilizations have created many legends of
lost magic to lure the greedy or foolish to an early grave.

CATHEDRAL OF BLACKFIRE

Surtur, god of fire giants, was once a mighty power on the
Plane of Fire. His palace was an enormous iron-wrought
castle on an obsidian platform so large it spanned three
mighty and active volcanoes. Thousands of fiercely loyal
fire giants lived, worked, and died in this fabulous castle,
but in the end Surtur and his followers pushed too far for
total planar dominance and were ultimately defeated by
Imix, Elemental Lord of Fire. The castle, called Blackfire,
collapsed and was buried.

But Surtur’s memory lives on in the Cathedral of
Blackfire. Hidden within the raging volcanoes of the
Furnaces, the Cathedral of Blackfire is tended by the
descendants of the fire giant gods’ most loyal servants.
They stoke the embers of his memory and keep his dream
of total domination over the Plane of Fire alive, though
their own forces requires less straightforward approaches
to this goal. They work with networks of spies and
informants in key positions, always watching Imix and the
other Elemental Lords of Fire for weaknesses, and work to
undermine their influence in subtle ways.

The priests of the Cathedral of Blackfire have no love
for the efreet as well, for the Grand Sultan at the time
of Surtur’s downfall made no effort to aid his one-time
ally. Surtur’s worship is looked down upon in the City of
Brass though not strictly forbidden, so the clerics and
pyromancers of the Cathedral of Blackfire have to keep a
low profile while maintaining a foothold in this prominent
position on the plane.

C1TY OF BRASS

Perhaps the most hospitable location on the plane, the
City of Brass is the greatest of the efreet outposts and
one of the oldest cities in all the planes. It is home to

the Grand Sultan in the Charcoal Palace (see below)

who is attended by numerous squabbling noble efreet of
decreasing importance and power. The city itself sits on a
great disc of molten brass roughly forty miles in diameter,
on top of which squats towers and citadels to house the
numerous efreet and their slaves. Great markets welcome
merchants and travelers from numerous planes, with the
exception of the djinn of the plane of elemental air — they
are never welcome except bound by a brass slave collar,
the traditional mark of an efreeti-owned slave.

The City of Brass is also protected from the extreme
temperatures of the plane by ancient efreet magic so even
those without elemental protection can visit and mingle
with the residents. While ostensibly in charge, the Grand
Sultan does little to actually control the city — there are
no city guards, though only the foolish would be without
bodyguard protection. Intrigue and murder go hand-in-
hand in the back alleys of the City of Brass.



There are dozens upon dozens of ministers in the City of
Brass, all efreet, who use bureaucracy, lies, and subterfuge
to manipulate everyone they can. It's a great game for
most of them, with the ultimate prize being the position
of Grand Sultan on the Charcoal Throne. Powerful grand
viziers trade favors with nazirs who command beys to
perform duties that are then contracted out with a third
party. No one takes responsibility for anything, for the City
of Brass is a city of lies and deceit within a complicated
legal system.

The City of Brass has numerous neighborhoods, ranging
from the opulent obsidian manor houses around the
Charcoal Palace to the poorest slums and alleys where
beggars and thieves ply their trade. All buildings are made
of rock, such as granite or basalt, as nothing lesser could
withstand the intense heat of the Plane of Fire, and the
streets are unkempt stone cobblestones in the lowest
sections and paved brass, copper, and iron in the wealthier
districts. Canals of molten lava cut through some areas,
flowing from the raging Sea of Fire through and around
the mounds and spires that make up the city’s tallest
structures.

CHARCOAL PALACE

The home of the most powerful efreeti on the Plane of
Fire is the fabled Charcoal Palace. It sits at the center of
the City of Brass, an imposing edifice of gray and black
marble. The Grand Sultan rules here, though rarely does
he have to engage in any sort of day-to-day activity.

He spends his time languishing with a harem of exotic
slaves or attending to his spymasters. Below the Charcoal
Palace it is rumored the Grand Sultan keeps his treasure
chamber, which is said to contain the greatest wealth of
any of the geniekind across the elemental planes. Golems,
giants, and other magical creatures guard the palace and
the life of the Grand Sultan.

CRIMSON SHIELD OF THE ASHEN PALM

The Knights of the Ashen Palm were a large group of
genie-descended humans dedicated to the faith of the
Elemental Lords. Generations of living on the Plane of
Fire had given these men and women red-tinged skin and
a tolerance for heat along with a fanatic devotion to what
they saw as the rightful rulers. They rarely if ever had any
direct contact with the Elemental Lords who likely never
noticed their adoration, but these knights were at one point
a military power in certain regions of the plane.

Citadels and strongholds were built to house the knights
as they went on crusades against those who would defy
the will of the Elemental Lords, or at least the will as
interpreted by the holy members of the order. They used
an ash palm as their symbol and wielded shields made of a
curious crimson metal forged somewhere in secret. These
crimson shields became noteworthy for their defensive and
offensive properties — scholars say that ordained Knights
of the Ashen Palm could summon forth blasts of fire from
the shields and create large domes of protection.

The knights eventually faded into obscurity, though few
could say exactly why. Perhaps they got too devoted to the
Elemental Lords and overstepped their boundaries, or
perhaps they simply provoked a more powerful opponent.
In markets across the plane, a Crimson Shield of the
Ashen Palm still fetches a high price and is a sought-after
item for warriors willing to carry a symbol of a dead order
in exchange for great protection and power.

EVERBURNING FOREST

Trees and wood are not native to the Plane of Fire, and yet
the Everburning Forest exists. It is a forest hundreds of
miles across where the trees crackle and burn constantly
and yet never become fully consumed. Upon closer
examination travelers discover that the blaze produces

no ash or waste and further investigation shows that the
flames function as leaves on a normal tree. The bark of
these trees is blackened and hard, and it is prized for its
toughness in shields and other wooden materials.

Strange creatures dwell in the Everburning Forest,
including dryads who are immune to the plane’s normal
heat levels. The flames on the trees give off no heat but
otherwise seem to function as regular fire, including
reacting to water — the only way to fell one of the trees is
to completely douse it in water of sufficient volume to not
evaporate immediately on the plane. Only a handful of
trees have been cut down so the bark is highly sought after.

EYE oF MURZAK

Murzak is a legendary figure among the native
salamanders of the Plane of Fire. He was a great military
leader who was originally enslaved by a powerful efreeti
in the City of Brass. Forced to fight in the slave arenas,
Murzak grew strong as he won battle after battle using
his innate cunning and ferocity. His successes bought him
a greater range of freedom though still he was bound by
the brass collar of his master. Over the years this powerful
salamander amassed a ring of informants and spies, and
when the time was right he and his forces struck at the
City of Brass. It was a fevered fight but it bought Murzak
his freedom when he killed his efreeti master in single
combat.

He fled with less than a tenth of his force from the city
and into the burning wastelands. There he gathered the
tribes of salamanders, proclaiming himself Murzak the
Flameserpent, and promised to end the tyranny of the
efreet over the Plane of Fire. Thousands upon thousands
of salamanders converged on the City of Brass, but the
Grand Sultan of the Charcoal Throne was not caught
unprepared. The battle that was fought in the streets of the
city is still remembered as the Flameserpent’s Uprising

Murzak was defeated, however, and as punishment
the Grand Sultan had the salamander beheaded and his
two eyes cut from his head. Arcane magic was used to
transform the eyes into shining yellow crystals, each the
size of a large man’s fist, and with one or both of them the
possessor could control nearly any creature on the Plane
of Fire. One of these gems was known to be destroyed by
the Grand Sultan, but the whereabouts of the other are
currently unknown.



FIREHEART’'S LEGION

While not actually a site or treasure, the mercenary
company known as Fireheart’s Legion still deserves a
special mention. They are known across many planes as
an effective and ruthless military organization that sells
its services to the highest bidder, though they never break
contract first. They are led by an enigmatic and powerful
efreeti named Fireheart. Evil to the core and ruthless

as any of his kind, Fireheart is also a skilled negotiator
and can be flamboyant at times — he’s known to dress in
outlandish yet expensive clothing and has a fine appetite
for splendid hats and rare cigars. The mercenary legion is
made up of warriors from across the planes, though a fair
number of efreet also count among their numbers. Utter
devotion to Fireheart is all that is required to join, and this
utter devotion comes with an iron contract that none so
far have been able to get out of with their lives — and some
have even had to stay in undeath!

FouNTAINS OF CREATION

The greatest range of volcanoes and mountains on the
Plane of Fire are the Fountains of Creation. These tall,
craggy peaks are marked by constant eruptions and lava
flows, with lakes of molten rock cooling and reheating
constantly. Red dragons and fire giants dwell here in caves
and labyrinths, but the greatest achievements belong to the
azers. These fire-bearded dwarves are as industrious as
their Material Plane-dwelling cousins, and work constantly
at massive forges and bellows to produce the most
exquisite works of art, architecture, weapons, and magic.

Traveling in the Fountains of Creation is deadly for
anyone, however. Traversing the region by foot requires
navigating the paths that wind around volatile volcanoes
capable of spewing magma with a moment’s notice and
avoiding the beasts and monsters that call the peaks their
home. Flying is little better, as the lava geysers from the
volcanoes can reach hundreds of feet into the soot-filled
sky. Many a traveler on a winged beast or airship has been
lost to a sudden blast of magma from what appeared to be
a quiet volcano.

On the edge of the Fountains of Creation, the Plane of
Fire is said to give way to the Plane of Magma, one of the
paraelemental planes that border the Plane of Earth on
the other side. Great azer outposts dot this region as many
clans claim as much earth heritage as fire.

[LAVA PALACE OF EMBER [SLAND

Shahbanu Shabhaa is one of the most accomplished
efreeti sorcerers in all the Plane of Fire, and when she
was exiled from the City of Brass for a failed coup attempt
against the Grand Sultan she took her followers and a
small fleet of brass ships out into the Sea of Fire. But
they did not go aimlessly - Shabhaa had planned for this
contingency, and sought out Ember Island far across the
molten sea. There, on that blasted island, she conjured up
her Lava Palace using powerful sorcery unknown to any
efreeti before her.




Shahbanu Shabhaa receives few visitors, and part of
the enchantment on her home hides Ember Island from
visitors who have not set foot in the Lava Palace previously.
For those privileged enough to dock there, though, a
marvelous sight awaits. The Lava Palace is a colossal
palatial structure that takes up nearly the entire blackened
island, with white- and red-hot glowing walls made from
magma. Towers and chambers hold the shahbanu’s
servants, slaves, and military powers along with a host of
magical treasures and a library that some say rivals the
one possessed by the Grand Sultan himself.

OBSIDIAN TOWER

Somewhere in the lonely blasted landscape stands a tall
tower made of reflective black obsidian. Legends of this
Obsidian Tower say that it has no doors or windows but
that its insides hold the magical secrets of a sorcerer-king
from some prime material world. Greedy treasure hunters
and zealous explorers have searched for the site across the
plane but few claim to have actually seen it. The mystery
of its contents continues to drive fantastic stories. Does a
phylactery of a powerful lich sit inside? Perhaps the arcane
formulae to unlocking the Plane of Fire's deepest and most
powerful energies? Or maybe gold and jewels to make the
Grand Sultan blush? No one knows for sure.

SEA OF FIRE

Much of the Plane of Fire is a rolling sea of molten rock
and magma, constantly moving and crashing against the
islands of rock that are created when a large enough wave
slams down and cools. Foolish travelers can charter or
purchase boats capable of sailing the Sea of Fire to travel
to remote islands, though the journey is far more perilous
than a typical sea voyage. Inferno waves are a constant
threat as are a myriad of dangerous denizens — fire whales
are mean-tempered and prone to striking out at anything
they deem as food (i.e., anything smaller than they are!).

Because of their rare nature, if a vessel is lost at sea it
becomes a valuable prize for any willing to take the risk
of finding it. What lies at the bottom of the Sea of Fire is
anyone’s guess. Perhaps simply nothing, or perhaps the
molten core of the plane itself hides itself beneath the
flowing lava.

TITANFORGE

Among the azer, the tale of the Titanforge is one of
sorrow, regret, and a keen lesson in not delving too

deep. According to legends told by azer merchants and
blacksmiths, a city was built beneath the Titan’s Kiss, one
of the most violent volcanoes in the Fountains of Creation.
In those tunnels dug into the volcano’s deepest roots, the
azer built a forge capable of producing works of great
strength and magic.

The heat provided by the Titan’s Kiss was said to come
from a slumbering primordial god of ancient elemental
fire, dormant in the rocks, and the rhythmic rise and fall
of its breath is what gave the forge its great potential.

The azer called this the Titanforge, and with it they built
some of their most powerful relics. Many were specially
commissioned by influential patrons, including the Grand
Sultan of the Efreeti, who is said to possess today some
colossal weapon created from the heart of the Titanforge.

And though the azer clan that ran the Titanforge were
successful, they let their pride become their downfall. In
order to create a suit of armor for Surtur, god of the fire
giants, the azer worked the bellows of the Titanforge with
such a fury that the volcano woke up. Some say that it was
that ancient primordial who stirred, while others say they
simply tapped into an unstable vein of magma beneath
the volcano that created a powerful chain reaction. Truth
and myth may never be separated, for whatever stirred
there collapsed the Titan’s Kiss in a massive explosion that
rocked the Fountains of Creation.

Many azer bands have gone in search of the Titanforge,
while others believe it is a myth. Who knows what secrets
might still be buried in the crushed remnants of the
ancient volcano?

TREASURE VAULTS OF SURTUR

Fire giants roam the plane and often settle in the craggy
peaks that dot the blackened landscape. Their chief god

is an imposing and powerful creature called Surtur, but

he does not dwell on the Plane of Fire — few deities do as
the true powers are the Elemental Lords of Fire. He did

at one point, however, and his castle was an impregnable
stronghold of fire-hardened basalt high in the peaks of
some unknown mountain range. Long ago, rumors say,
Surtur waged war with the Elemental Lords, sending wave
upon wave of fire giant legions to beat back the forces of
Imix. Titanic battles were fought on the crimson plains, but
in the end Surtur’s fire giants were defeated.

Harried by Imix, Surtur was forced to flee so quickly
that he could not take the bulk of his accumulated wealth
with him. The fire giant god had his castle demolished and
his treasure buried beneath it in the mountains. Gold and
magic of the highest caliber were said to rest in Surtur’s
treasure vaults now lost to the ages. This fabled site has
brought many adventurers into the Plane of Fire but so far
none have returned with any of the treasure.

VOLCANO OF THE DESTROYER

The impressively gigantic Volcano of the Destroyer is an
imposing sight on the horizon for hundreds of miles in any
direction. It sits in the center of a rugged mountain range
where the lava flowing from its wide opening creates rivers
and lakes in the surrounding valleys. Long ago this was the
home of Imix, one of the most powerful of the Elemental
Lords of Fire, and some scholars say it was where the
great being was born (or created, depending on the
philosophical viewpoint). The details of why Imix departed
the site are unknown.



Titanic forces of a planar nature continually spew lava
from the volcano’s top, making this a dangerous site for
visitors. The heart of the Volcano of the Destroyer may be
the hottest point on the Plane of Fire — the heat is capable
of harming creatures who are normally immune to fire. It
is rumored that only an Elemental Lord can withstand the
dangerous temperatures, though special high-level magic
may be of use for characters wishing to get to the center.

ADVENTURE HOOKS

The Plane of Fire is rife with adventure opportunities
for all types of characters of all levels. Below are some
examples that can be expanded upon by an enterprising
Dungeon Master.

More Than Firewood. A magic-user associate of the
characters requires some exotic items from the Plane
of Fire in order to complete a new powerful potion.

The objects can send the characters all across the
plane searching for such rare objects as wood from

the Everburning Forest, a few dozen fire fly carapaces
intact, burnberries from the slopes of the Volcano of the
Destroyer, and other exotic elements.

Slaves of the City of Brass. Efreeti slave caravans pass
into the Material Plane on a regular basis, and on their last
trip an up and coming efreeti managed to kidnap someone
of importance to the characters. Bound by a slave collar
and hauled off to the City of Brass the characters must
follow and negotiate for their friend’s safety, likely without
violence — the efreeti is well positioned in the city’s society
but needs a favor or two completed before it can be willing
to release one of its new slaves.

Wreck of the Raging Star. The characters are
approached by a stranger who has managed to get a map
showing a secret island in the Sea of Fire that holds the
wreck of the Raging Star, a treasure-bearing vessel of
the Grand Sultan. The stranger needs brave heroes to
accompany him to the Plane of Fire to find a boat, and
then to assist him in sailing the sea to recover the treasure.
Such an adventure would be filled with all manner of
dangerous encounters and creatures, including the rightful
owner of the wreckage.

Call of the Ashen Palm. The Grand Sultan of the efreet
may seem ignorant and lazy, but this is just a facade to hide
his multiplanar schemes. Currently he has his eye set on a
fabulous prize — achieving Elemental Lord of Fire status.
Towards that end he has been seeking out citadels of the
defunct Ashen Palm knighthood through proxies, and the
characters find themselves answering a distress call from
the Plane of Fire. One of the citadels is still occupied by a
handful of Ashen Palm knights and they are besieged by
mercenary forces. The characters must break the siege
and then rescue the good-aligned knights, but this is but
the first step into a widespread move of the Grand Sultan.

Blazing Heart. On the Material Plane a mysterious
forest fire rages out of control despite rain and magical
attempts to stop it. The source at the heart of the blaze
is a fire elemental of immense proportions driven to
consume the entire Material Plane at the behest of one
of the Elemental Lords of Fire. Stopping the titanic fire
elemental takes an intervention from the Elemental Lord
whose alien intelligence is difficult to comprehend and
work with. What does such a being want?



RANDOM ENCOUNTER TABLES

The below table can be used by the Dungeon Master

as a source for inspiration when a party of characters

is traveling around the Plane of Fire. Three separate
tables are provided — one for urban encounters, one

for wilderness encounters, and one for the Sea of Fire.
Creatures marked with an asterisk (*) are modified
versions of the regular variety adapted to elemental fire.

C1TY OF BRASS

1D100
01-05
06-10
11-15
16-20
21-25

26-30
36-40
46-50
51-55
56-60

61-65
66-70
76-80
81-85
86-90
91-95
96-00
86-90

91-95
96-00

CiTy oF Brass ENCOUNTER

Efreeti and entourage

Drow matron and house guards

Lich and skeleton warriors
High-level adventurer (level 10+1d10)

Group of mid-level adventurer (1d4+1, each
level 5+1d6)

Skilled pickpocket

Efreeti slave driver with slaves
Cultists of an Elemental Lord of Fire
Fire giant princess

Red dragon polymorphed into a wealthy
human

Ogre mercenaries

Salamander flamekeeper

Group of demons (choose randomly)

Group of devils (choose randomly)

Pair of efreeti khedives

Fire elemental minions of the Grand Sultan
Roll again twice

A dao seneschal of the Great Khan on an
errand

A dao accompanied by a host of bodyguards

A noble dao looking for spies

CINDER WASTES
1D100 CINDER WASTES ENCOUNTER
01-05  An efreet slave caravan bound for the City of
Brass
06-10 A salamander raiding party
11-15  Pack of cinderbones
16-20  Ash Cloud
21-25 A fire roc looking for a meal
26-30  Rain of Fire
31-35 A crater containing a dormant magma ooze
36-40  Lava Geyser
41-45  Cloud of fire flies
46-50  Hot Zone
51-55  Fire hounds on the hunt
56-60  Blackout
61-65 A raging group of wild fire elementals
66-70  Firenewt soldiers on patrol
71-75 A wing of fire griffons cleaning themselves
76-80  River of lava (1d100x10 feet wide)
81-85  Fire giant pilgrims on their way to a holy site
86-90  An efreet outpost on an obsidian plateau
9195 Double-sized Lava Geyser
96-00 A phoenix flying overhead

SEA OF FIRE

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-70
71-80
81-90
91-00

SeA of FIRe ENCOUNTER

Inferno Wave

A fire roc protecting its territory

Angry fire griffons ridden by firenewts
Lava Geyser

A breaching fire whale

A wave dumps lava zombies in a crash
Rain of Fire

Hot Zone

Ash Cloud

The wreckage of a seaworthy vessel



P1LANE OF WATER

“The greatest ocean in all the Material Planes is but a drop of
water compared to the fathomless depths of the Plane of Water.

| believe that it is the source of all water in the multiverse, that at
some point every raindrop and every stream began in this watery
paradise. But, just like any body of water, the real interesting
things are located below the surface, where fantastic treasures and
creatures swim in an aquatic wonderland that is both calming and
terrifying at the same time.”

Astromarchus the Sage

The Plane of Water is a vast realm of deep mysteries,
shadowed darkness, and wondrous life, all combined
into one of the most recognizable elements across the
multiverse. Life flourishes in this plane, which many
travelers can relate to on some level — after all, most
Material Plane worlds have seas and oceans, so it’s too
hard to imagine a vast, endless version of it.

But the Plane of Water holds so much more, and it is
one of the most hospitable of the Inner Planes to natural
life (second only to the Plane of Air). With a little magic,
travelers can dive into the Sea of Worlds and seek out
the wonders and treasures of the Great Coral Forest, the
wrecks of lost ships in the Graveyard of Sails, the reckless
and arrogant halls of the marid genies in the Citadel of
Ten Thousand Pearls, or even trade goods and services
under the icy dome of the City of Glass. Deeper still lies
dangerous lairs of cold, unyielding monsters, such as the
Fathomless Caves and the Trench of Death.

Sahuagin, marid genies, kuo-toa, merrow, and all
manner of other creatures occupy the Plane of Water, and
some have built cities and bases beneath the waves. And
while most of the planar activity is underwater, contrary
to most beliefs, the Plane of Water has a surface, and this
surface is broken by several islands. The most famous of
these islands is the Isle of Dread, surrounded by a fierce
storm that extends to many Material Planes, which has
the capability to draw in ships and strand them. The island
itself is a dangerous, jungle-filled wilderness with great
dinosaurs competing for food.

The treasures and sites of the Plane of Water are there
for travelers willing to brave the monsters and dangers of
an endless sea of unrelenting change.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Water as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Plane
of Water.

Water; Water Everywhere. Below the surface of the
Sea of Worlds, the Plane of Water is a vast endless ocean
suffused with its own light. The brilliant azure waters are
clear and pure unless tainted by some force, but there
is a discernable “up” and “down” in the ocean — above
the waters are lighter, and below the waters are darker.
Waterbreathing creatures from other planes immediately
notice the clean quality of the Plane of Water as well.

Stream of Bubbles. Bubbles of endless sizes rise
up constantly from the depths of the Plane of Water,
the result of any number of thousands of possibilities.
These harmless effects ebb and flow to the events that
have happened elsewhere on the plane, and many native
creatures have legends about them. Locathah believe them
to be moments of history from somewhere deeper below
rising to greet the surface, while sea elves view them as
warning signs.

Pull of the Current. The currents on the Plane of Water
constantly pull and tug invisibly at beings in the water.
They are less whimsical than the winds on the Plane of Air
and more steady, though they can still shift and turn with
surprising speed. Following a current is the fastest way to
travel underwater, but most predators realize this as well.

LLAY OF THE LAND

The Plane of Water has three major layers to its endless
geography and two side regions where it borders other
Inner Planes.

SEA OF WORLDS
The first is actually above the waters of the Sea of Worlds,
where a sun and stars sit similar to most Material Planes.
Ships that inadvertently travel through a portal to this
Inner Plane can drift forever on the waves, though it is
more likely they run afoul of one of the many terrible
storms that rocks the region. This elemental realm is a
plane of constant change, with seas shifting dramatically
from calm to stormy in the blink of an eye.

Islands comprised of rock, earth, and even coral
break the surface of the Sea of Worlds, though few are
permanent. The nature of the watery plane breaks down
hard surfaces, eroding them and sending them back to
the depths. Few things last above the sea, as super storms
are known to suddenly appear without warning to drag
everything back down. There are no native creatures that
do not swim in the Plane of Water, though swarms of
winged quippers break the surface of the sea to ride the
stormy winds.
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SEA OF LIGHT
The upper region of underwater is known as the Sea of
Light. Here, much of the sunlight from above the sea filters
down, creating a brightly lit aquatic wonderland. Great
swaths of coral reefs clinging to unanchored rocks dot the
Sea of Light, and within these are found the fortresses,
strongholds, and cities of the most common planar natives,
including the sahuagin and kuo-toa. Nominally, the marid
genies rule over much of this layer, but they care little for
the machinations of non-marid.

Even at night, the Sea of Light is illuminated, bathed by
a soft green light that seems to infuse the water. The water
temperature is near perfection at all times, not too hot and
not too cold, though pockets of intense heat, slime, and
chill float through the currents. Throughout the waters,
“up” is considered to be towards the surface of the Sea of
Worlds, while “down” is considered away from the light.
In all portions of the Plane of Water below the surface,
however, it can be difficult to easily determine “up” from
“down.”

DARKENED DEPTHS

The deepest sections of the Plane of Water are reserved
for a lightless realm known as the Darkened Depths. It is
here dwell the greatest and most monstrous of creatures,
including elder krakens and the lairs of the elemental lords
of water. Olhydra, the Princess of Evil Water Elementals, is
the best known among these primordial powers, and she
is fickle and without mercy. Light from above the Sea of
Worlds does not filter down to the Darkened Depths, and
whatever infusion illuminates the Sea of Light above is
lessened here.

PLANE OF WATER

SEA OF ICE

The Plane of Water borders two other Inner Planes at its
extreme edges. Where it borders the Plane of Air, the Sea
of Worlds grows frigid and great icebergs bob slowly in the
water. This is the Sea of Ice, and travelers that continue
through it eventually reach the Frostfell (also known as the
Plane of Ice). White dragons and remorhazes are known
to lair in the icebergs of the Sea of Ice. Particularly large
rogue icebergs have been known to break from this area
to float into the Sea of Worlds, though the warmer waters
ensure the massive ice formations don'’t last forever.

SiLT FLATS

At the other end, the sea grows shallower where the Plane
of Water is near the Plane of Earth. This area is known as
the Silt Flats before giving way to the Swamp of Oblivion
(also referred to as the Plane of Ooze). In the Silt Flats,
the water is thick and sludge-like, and it is not uncommon
to have acidic globs float out into the Sea of Worlds to
wreak havoc on all life. Unnaturally large and aggressive
insects, such as mud mosquitos, are known to occupy the
Silt Flats. Because of its thick, shallow water, most regular
inhabitants of the Plane of Water avoid the Silt Flats,
though travelers have been known to scour the region
looking for lost treasure sites, such as the Mud Tombs.



CYCLE OF TIME

A sun rises and sets over the Plane of Water in a regular
24-hour cycle similar to most Material Planes. It is often
obscured by thick storm clouds, but when it passes in the
azure sky overhead it creates light and very little heat.
Some planar scholars theorize it is a massive portal to the
Plane of Fire, though no definitive research has been done
to prove this. Attempts to reach it have been thwarted by
the unnaturally intense thunderstorms that gather.

At night, a deep blue twilight settles over the Sea of
Worlds and the night sky is covered in twinkling stars.
The night sees no change in temperament for the storms,
unfortunately.

SURVIVING

The Plane of Water offers normal, breathable air above
the water. Many sailors have passed into this Inner Plane
during a freak storm and didn’t even notice a difference!
Beneath the water, the greatest threat (besides monsters
and natural hazards) is drowning, so traveling without
the aid of magic is ill-advised. However, considering
most Material Planes have their own oceans and seas,
the availability of water breathing magic is generally
considered high.

GETTING THERE

There are likely more portals to the Plane of Water than
any other Inner Plane (with the possible exception of the
Plane of Air), though opening them can be tricky if the
traveler is not prepared. Many portals are two-way, and
thus opening a portal to a realm of endless water can
create a real drowning hazard for the unprepared.

Permanent portals to the Plane of Water are known to
exist in enchanted waterfalls, in the mouths of deep rivers,
and in the lowest trenches of seas and oceans. Sudden
storms on oceans can create spontaneous portals, and
one such storm ravages the Isle of Dread at all times. That
portal is capable of pulling in entire vessels and depositing
them on the shores of the famed island, stranding the
sailors on another plane of existence entirely.

Most wild portals lead to locations in the Sea of Light,
or for the really dark ones to the Darkened Depths.
However, many stable portals are known to lead to the City
of Glass, the trading hub for the entire Inner Planes (and
some would say all the planes). These portals typically
lead to one of the many market squares in that city, tightly
patrolled and governed by the Aquatic Council so as
to ensure goods and services are brought in fairly and
recorded accurately. However, secret portals are rumored
to exist leading to the shady underbelly of the City of
Glass, a frozen region known as the Freezer. Officially,
the Aquatic Council does not recognize the existence of
the Freezer, but for those in the know it can be a place to
acquire goods that people don’t want tracked or monitored.

TRAVELING AROUND

As long as a traveler can swim, traveling around the Plane
of Water isn't difficult, though navigating can be tricky.
Some of the advanced aquatic races, such as merfolk

and sahuagin, have developed echostones to help locate
common locations. Echostones are magical devices
attuned to each other, so that a sahuagin raiding party in
the Sea of Light can use one to return to their fortress in
the Great Coral Forest.

Using a mount is a common means of transportation in
the Plane of Water for non-natives, and herds of seahorses
are known to swim wild and majestic across much of the
Sea of Light. In the City of Glass, such mounts can be
purchased with little difficulty, though taming one out in
the wild can be a real challenge for a non-native.

POWERFUL & MIGHTY

Like the might of the ocean itself, the Plane of Water is
wild, powerful, and above all else, untamed. That doesn’t
stop powerful creatures and entities from trying to exert
control over it, but the most intelligent among them
understand that the mercurial nature of the water element
works against their best efforts. The most successful of the
powerful and mighty on the Plane of Water learn to move
with the tide and adapt to the inevitable changes.

This creates interesting opportunities for adventuring
groups willing to deal and negotiate with unsavory
characters of all nature. The marid genies, while not
wholly evil, are certainly selfish, but through powerful
emissaries and the Padishah herself, a party may find
information, secrets, and the dirt on what’s happening in
this watery realm. Other beings, such as the shark god
Sekolah or the eldritch entity Great Cthulhu, offer potential
villains to thwart and work against.

AzURE COUNCIL

In the cosmopolitan City of Glass, no individual king

or queen rules over the factions that inhabit the area.
Instead, rule of law has been given over to the Azure
Council, a semi-secretive group of merchants, traders, and
demagogues representing the diverse nature of the City of
Glass. The Azure Council was created in response to the
absence of the marid who were responsible for building
the magnificent city, but to whom the responsibility for
governing became too tedious. In their absence, some
merchant princes stood up to assume responsibility, and
in response the marid placed a magical decree over the
council’s true power — monitoring and controlling the
many portals that lead in and out of the City of Glass. This
decree ensures no two councilors can be the same race
and that the Azure Council must consist of at least five
members.



Since that original proclamation by the marid in the
distant past, the Azure Council has had representatives
from the following Plane of Water native races — merfolk,
sahuagin, kuo-toa, locathah, and sea hag. The marid hold a
seat on the council though a representative rarely attends,
even when the great padishah visits on her irregular
vacation from the Citadel of Ten Thousand Pearls.
Recently, the Azure Council has welcomed an aquatic elf
as a member, but to date the petitions of the lizardfolk
community in the City of Glass for representation has gone
unheeded.

The Azure Council appoints a speaker from its ranks
to act as the voice of the council’s will to the citizens and
visitors to the City of Glass. The role of speaker rotates
every three years, and it is the speaker that approves new
topics and rules for the council to consider. In the case
of a tie vote, the speaker is the one to determine the final
result, though in most cases a consensus is reached long
before a motion gets to that point. Laws and decrees by
the council are recorded in the Book of Records and made
available to all city citizens.

The Azure Council meets on a regular basis in the
Glittering Tower which sits in the heart of the Royal
District of the City of Glass. For their time on the council,
each councilor is given well-furnished accommodations in
the Glittering Tower with enough room for a reasonable-
sized support staff. Intrigue and subterfuge in the tower
is commonplace though the councilors each treat each
other with respect in public. The commander of the
Knights of Glass, the peacekeeping guard force in the
city, has an advisory role on the Azure Council and takes
guidance from the speaker. Large scale deployments or
mobilizations of the Knights of Glass requires full council
approval, however.

EADRO, GOD OF THE MERFOLK

In the Sea of Light, Eadro is a shining beacon of hope
and bounty in the aquatic paradise of Shelluria. As a god,
Eadro created and is revered by the merfolk and locathah,
who both live freely together in the bright, warm waters of
Shelluria, where thousands upon thousands of fish swim
and eat peacefully. Though he doesn’t take an active hand
in the activities of the Plane of Water very often, Eadro
is well-regarded among the marid and a hated foe of the
sahuagin.

Unfortunately, he’s also missing. Clerics worshipping
Eadro still receive spells and can channel his power,
but in the paradise city of Shelluria he has been absent
for many years. In his place, a trio of powerful servants
makes decisions. This trio is comprised of the most senior
merfolk and locathah in Shelluria along with a good-
aligned kraken who acts as Eadro’s voice in the god’s
absence. What happened to Eadro? The trio have gone to
great lengths to hide his disappearance from the residents
of Shelluria, but it gets harder all the time.

ELEMENTAL LORDS OF WATER

The greatest manifestation of the natural power of the
Plane of Water are the Elemental Lords. Some sages
believe these entities to be the highest form of elementals
that inhabit the plane, but there are others who doubt
this theory. They are all universally incredibly powerful,
intelligent, and attuned with the Plane of Water, though
only three have been documented or encountered. Others
may exist, especially in the shadowed corners of the
Darkened Depths.

The three that are known as Olhydra, Ben-hadar, and
Alvolvoy. Olhydra is the best known among them as her
evil machinations have reached the Material Planes on
multiple occasions. Wicked cults and dangerous priests
worship Olhydra as the Princess of Evil Water Elementals
and seek to drown cities and kingdoms in a tidal wave of
destruction and death. On the Plane of Water, Olhydra
dwells in the Black Coral Citadel in the Darkened Depths.

Ben-hadar is known on the Plane of Water as a force
for good and wages constant war against the powers of
Olhydra, but his influence is limited. He is rumored to
command a flotilla of enormous dragon turtles with which
he patrols the Sea of Light, seeking out Olhydra’s minions
and keeping her in the Darkened Depths. Least is known
of Alvovoy, though references in ancient Olhydra texts
refer to him as a subjugated elemental lord in the princess’
command.

GREAT CTHULHU

There are entities in the multiverse that are older than
some of the planes of existence. Scholars disagree on
many facts about these alien intelligences, but most
agree that they originate originally from the depths of
the Far Realm, and most still live there now. One does
not, however, and that is Great Cthulhu, a blasphemously
monstrous elder god who slumbers in the Sunken City of
R’lyeh in the Darkened Depths.

Great Cthulhu is said to possess the physical qualities
of octopi, squids, and fish, though those that gaze upon
its titanic bulk are usually driven insane. Something
happened in the eons before most gods existed that drove
Great Cthulhu and the sunken city out of the Far Realm
and into the Plane of Water, and that same something
keeps the elder god sleeping. But in its sleep, dark dreams
dance, which extend out to the Material Plane when the
stars are right. What are Great Cthulhu’s goals? None can
say for certain, though secret cults and depraved priests all
around the multiverse claim to speak for it.



GREAT PADISHAH OF THE MARIDS

The marid are the greatest power in the Plane of Water
or any of the elemental planes, or so they would have you
believe, and none hold more influence than Kalbari al-
Durrat al-Amwajs ibn Jari, Great Padishah of the Marids,
the Keeper of the Empire, the Pearl of the Sea, the Mother
of Foam, the Maharaja of the Oceans, and Emir of All
Currents. She holds elaborate court in the Citadel of Ten
Thousand Pearls, a magnificently appointed structure in
the Sea of Light that functions as the heart of the marid
empire. Or it would, if there were a marid empire or even
functioning government to speak of.

The marid are boastful, proud, even arrogant genies,
and while there is only one Great Padishah in the Plane
of Water, she doesn’t hold much sway over other marid.
Like many marid, she has slaves, but these slaves do
not perform menial labor (the genies have magic and
aquatic beasts to do that). Instead, the slaves are meant
to entertain, though the whims of the Great Padishah
are as wild and fluid as the ocean itself. Dozens of marid
outposts, castles, and settlements lay scattered across the
Plane of Water, but never has a Great Padishah assembled
or commanded them all towards a single goal. They are
all free to do whatever they like, which suits the Great
Padishah just fine.

Physically, Great Padishah Kalbari is a beautiful marid
by any standard, tall and imposing but lithe and flexible at
the same time. Her brightly colored garments are made
from the finest silkweed and serve only to accentuate her
enchanting form. While in the Citadel of Ten Thousand
Pearls, she has trained schools of multicolored fish to
dance around her constantly, accentuating her actions
and moods. Her generosity can be legendary, as can
her sudden wrath. Those willing and able to endure her
constant grandstanding, boasting, and showmanship find
Great Padishah Kalbari charming, elegant, well-versed,
and a shrewd negotiator.

At random times, Great Padishah Kalbari and her
trusted court appointees and confidants leave the Citadel
of Ten Thousand Pearls to travel the Plane of Water on a
tour of her “kingdom.” A favorite stop on this tour is the
City of Glass, which throws the Azure Council into a frenzy
every time. They have little power to stop her and her
followers, however, so they simply try to endure her visits,
which can last weeks or months depending on her mood.

SEKOLAH THE JOYFUL HUNTER

Sharks are the ultimate expression of purity according

to the sahuagin, and no being embodies this belief more
than their god Sekolah. Known as the Joyful Hunter,
Sekolah is one of the largest sharks in the entire Plane of
Water, measuring hundreds of feet long with black, cold,
calculating eyes. He seeks only to hunt and he moves
through all the waters of the plane with single-minded
determination. Sahuagin priestesses chart his path and
derive meaning from his actions, but truly Sekolah is a
monster of the oldest order with little thoughts towards the
sahuagin that worship him.

Woe be to the prey that finds itself in Sekolah’s sight,
though normally the great shark occupies itself with
hunting the largest krakens, octopi, and other massive
creatures in the Darkened Depths. He is a solitary hunter
and his drive inspires the sahuagin to greater acts of
savagery and barbarism.

CREATURES & DENIZENS

The Plane of Water is home to a multitude of monsters
and inhabitants. Because of the plane’s infinite nature, sea
creatures are allowed to grow as large as they can, so it is
not uncommon to find massive squid, octopi, and sharks
swimming in the Plane of Water.

BEASTS

The Plane of Water is home to a larger variety of
commonly encountered Material Plane creatures than any
other Inner Plane. Sharks of all sizes prowl the endless
waters, and the immense megalodon is a terror to behold
for any denizen. Giant octopi, including some specimens
that can reach gargantuan proportions, also lurk in the
darker depths. Dolphins, giant sea horses, crabs of all
kinds, and great schools of quippers can all be found in
the Plane of Water. All manner of aquatic beasts can be
encountered, whether they're freshwater or saltwater, and
there are many that move between the Material Plane and
the Plane of Water without even realizing it.

Sea worms are found in abundance on the plane as well,
and they are often used as mounts by the humanoids living
in the waters. Electric and elder variations are more rare,
and the vast herds of sea worms move about the endless
sea in a meandering, grazing lifestyle.

ELEMENTALS

The living extension of the Plane of Water are the
primordial water elementals, which are found in all shapes
and sizes across all layers of the plane. Most are simple
creatures concerned only with survival and finding food,
though exactly what they eat has been the subject of some
debate among planar scholars. They can be trained, and
many of the native sentient creatures use them as trained
guards. Water weirds are also native to the plane and
naturally attach themselves to sites all across the ocean.
The greatest and most feared elementals are the
leviathans. These creatures are living walls of water that
can drown ships or settlements, and some serve the
Elemental Lords of Water — but just as many are simple
agents of the natural flow of the Plane of Water. Merfolk
tribes make offerings to the leviathans but it is unclear if
these actually work to appease the great elementals.



Marids. Of all the genies of the Inner Planes, marids are
the most wild and capricious. They can be cruel or kind,
gentle or harsh in the blink of an eye, often rapidly shifting
between powerful emotions in the course of a single
conversation. They are the most arrogant of the genies,
and they love to adorn themselves and their immediate
surroundings with gaudy displays of wealth and status.
Their natural form is piscine but most tailor this look to
suit their own whims, sculpting their features like a crafter
working with clay. They are greatly respected by the other
intelligent denizens of the Plane of Water for their wrath
and generosity are both legendary, and the Great Padisha
of the Marids in her Citadel of Ten Thousand Pearls
nominally rules over them all. Most secretly (some openly)
believe themselves to be superior.

HuMANOIDS

Any humanoid that can breathe underwater can be found
in abundance in the Plane of Water, including sea elves,
locathah, merfolk, and sahuagin. The City of Glass is

one of the great metropolises of the multiverse, far more
welcoming than the oppressive City of Brass and more
open to lucrative trade from merchants regardless of their
origin. This cosmopolitan trait attracts people from all
across the planes, including the Material Plane.

EIf. Sea elf cities and colonies are found through the
Plane of Water. They tend to settle in coral forests or
drifting aquatic stone islands, crafting their buildings
to blend in perfectly with the surrounding terrain. This
natural camouflage keeps them safe from the numerous
predators in the ocean, though the sea elves hold a special
hatred for sahuagin. The two races have been at war since
time immemorial and their connection has created a
special variant called a malenti. Malenti are sahuagin that
look like sea elves superficially but have shark-like teeth
and a wicked disposition, and are often sent into sea elf
communities as spies and undercover agents.

Genasi. Flamboyant and gregarious, water genasi
inherit much of their personality from their marid
parentage. Unlike other genasi in the Inner Planes, most
marids welcome their offspring with mortal creatures
as family members, and most marid citadels and courts
have numerous water genasi nobles and counts among
them. Despite this welcoming attitude, many water genasi
choose to take up the life of an adventurer, seeking out the
new experiences and wonders that the multiverse has to
share.

Locathah. Locathah are the wandering nomads of the
Plane of Water, rarely settling down in any single place,
letting the currents of the great ocean carry them to their
next destination. They have a strong belief in destiny and
fate and honor the currents of the plane as living entities
to be respected and thanked. Locathah are skilled traders
with a keen eye for things that others want, and they often
drift into the City of Glass to trade their goods before
letting the waters carry them out again.

Merfolk. There are fewer merfolk settlements in the
Plane of Water than most realize, mainly due to the
incredible ocean depths. Merfolk prefer to keep their
homes closer to the surface, and on the Plane of Water
there are only a handful of ideal locations in the Sea of
Light. Submerged islands and coral shelves provide the
best places for merfolk to live, though they are found in
abundance in the City of Glass. Their difficulty in walking
and moving on land makes their out of water presence
scarce, though the inherent magic in the City of Glass that
allows swimming creatures to fly allows them to move
about freely.

Sahuagin. Dangerous, territorial, and voracious,
sahuagin are one of the most feared forces in the Plane of
Water. They are cruel expansionists who believe the entire
ocean is their birthright, and they war with everyone else.
Sahuagin communities are found usually in the Darkened
Depths within black caves, but they’ve been aggressively
expanding into the Sea of Light as well. Their clashes with
sea elves are the most noteworthy, but they are avoided by
almost all other creatures as well. A small enclave have
established themselves in the City of Glass but even these
relatively peaceful groups are treated with suspicion and
fear.

Triton. Tritons see themselves as the first and last line of
defense against the evil things that dwell in the Darkened
Depths. They take pride in this, but it also tends to create
a sense of self-importance that grates on non-tritons.
Nonetheless, they are proud of their long tradition of
guardianship and watchfulness over the potent monstrous
evils lurking in the darkness, and they often go on quests
and missions across the multiverse to stop the spread of
evil aquatic monsters such as aboleths and underwater
incursions from the Far Realm.

HAZARDS & PHENOMENA

There are many natural hazards in the Plane of Water
that can derail or end a traveler’s journey. Even the native
creatures of the realm know to avoid some of these
dangerous phenomena.

POWERFUL CURRENT

The waters of the Sea of Light and the Darkened Depths
are pushed and pulled by random, chaotic forces, creating
currents that act like roads. Canny planar natives learn

to detect these currents and use them to get to one place
or another more quickly (or to avoid them altogether if
they happen to be flowing in an undesired location). The
strength of a current can randomly be determined on

the below table, which determines the DC for Strength
(Athletics) checks to swim out of a current. Swimming
directly against a current requires a Strength (Athletics)
check against the listed DC made at disadvantage. You can
roll on the table to also determine the size of the current as
represented by the number of Strength (Athletics) checks
needed to escape.



A special note is needed for the doom tide. Somewhere
in the Plane of Water sweeps this massively powerful
current. The doom tide shifts haphazardly, sometimes
flowing in a single direction for months at a time and other
times changing direction several times in an hour. Some
planar scholars believe the doom tide originates from the
depths of the Darkened Depths in some mysterious hole,
perhaps a permanent vortex to the Plane of Air, but to
date no one has found its source. The doom tide is always
massive (4 checks necessary to get out).

On the random encounter tables for the Plane of Water,
a current is identified as either helpful or hindering. A
helpful current is one that is flowing in the direction the
party is traveling, which can speed up time considerably. In
this situation reduce travel time in half. On the other hand,
a hindering current is one that is flowing in a different
direction than the one the party wants, requiring them to
pass through it or go around it. Going around a current
requires more travel time - one hour for a small current,
four hours for a medium current, eight hours for a large
current, and sixteen hours for a massive current. Trying
to swim through a current requires a number of Strength
(Athletics) checks against a DC set by the current’s
strength.

Because the current in the Plane of Water can be
so fickle, roll on the below table for any other hazard
encounter on the plane.

WATER CURRENT STRENGTH

1D20 CURRENT STRENGTH DC
1-4 Light 10
5-11 Moderate 13
12-15  Strong 16
16-19  Brute 20
20 Doom Tide (see text) 25

WATER CURRENT SIzE
1D10 CURRENT SIzE
1-3 Small (1 check)
4-7 Medium (2 checks)
59 Large (3 checks)
10 Massive (4 checks)

Hot SpoT

Vortices and planar pockets exist all across the multiverse,
and that is no different for the Plane of Water. Sometimes,
those pockets lead to a much hotter location, such as the
Plane of Fire, Magma, or one of the Lower Planes. This
creates a floating hot spot in the sea. A hot spot is typically
a rough sphere 2d10 x 50 feet in diameter. Creatures in a
hot spot suffer 5 (1d10) fire damage each round.

IcE POCKET

Similar to the hot spot, an ice pocket is a supernaturally
cold vortex that travels in the Plane of Water. The watery
conditions are more conducive to the cold than the heat,
and as such the ice pockets are large spheres 2d10 x 100
feet in diameter. Creatures in an ice pocket suffer 3 (1d6)
cold damage each round and they must make a DC 14
Constitution saving throw. On a failure they suffer a level
of exhaustion. Ice pockets often have floating ice chunks
drifting along with the current making identification of this
danger a little easier.

SLIME WATER

Sometimes the never-ending tide of Sea of Worlds pulls
large swaths of the Swamp of Oblivion away, sucking

them into the sea. There, they are sometimes picked up by
currents and pulled further into the sea’s depths, creating
large pockets of dangerous slime water. The mud from the
Swamp of Oblivion mixed with certain aspects of the Sea
of Worlds creates a corrosive mixture that harms creatures
caught in its path. A patch of slime water is typically a
sphere 2d10 x 5 feet in diameter. Creatures in the slime
water sphere suffer 4 (1d8) poison damage per round.

RED TIDES

Red tides are dangerous patches of fungi and spores that
drift through the Plane of Water, causing panic and chaos
where the current takes it. Native creatures know to avoid
red tides with all possible haste as the consequences of
being inside of one can be deadly. As rare as they are, a
red tide can cover a substantial area. Each red tide fills a
sphere 2d10 x 50 feet in diameter. Living creatures inside
of a red tide must make a DC 15 Constitution saving throw
or suffer the effects of the contagion spell, inflicting a
random disease from that spell’s list of possibilities.

WHIRLPOOL

When two currents meet they form a whirlpool, which

can be dangerous for travelers in the Plane of Water. If

a whirlpool is encountered, roll twice on the Current
Strength table to determine the overall whirlpool strength.
The highest current strength DC determines the DC for
Strength (Athletics) checks made to escape a whirlpool.
The real danger is being buffeted by the powerful force of
the currents. The strongest current level determines how
much damage is dealt each round — light (1d6), moderate
(2d6), strong (3d6), brute (4d6), or doom tide (5d6).



SITES & TREASURES

To the planar traveler, the Plane of Water holds a multitude
of wondrous sites, dangerous lairs, and mysterious
treasures to seek out, explore, and possibly plunder. From
the magnificent Citadel of Ten Thousand Pearls and the
seat of the great padishah of the marids to the unplumbed
depths of the Trench of Death, opportunities for adventure
are as boundless as the sea in the Plane of Water.

Brack CorAL CITADEL OF OLHYDRA

In stark contrast to the marid’s Citadel of Ten Thousand
Pearls, Olhydra keeps a lair in the Darkened Depths
known as the Black Coral Citadel. This imposing structure
is a tall, twisted spire made of pure black coral, a rare
form of coral in the Plane of Water that holds great evil.
Most of the interior of the Black Coral Citadel is reserved
for prison cells — the elemental minions of Olhydra enjoy
torturing the multitude of aquatic elves, locathah, and
merfolk locked away in the dark citadel.

The top of the citadel is reserved for Olhydra’s royal
throne room where she plans her conquest of the Plane of
Water and all the seas of the Material Plane. She and her
followers work to drown all the worlds in a torrent of black
water to wash away all traces of life, leaving her to claim
ownership of the abandoned lands. A handful of favored
cultists across the Material Planes have been allowed to
visit the Black Coral Citadel, and in each case they were
gifted with some portion of Olhydra’s watery power. A
handful have stayed in the Plane of Water to serve the
Princess of Evil Water Elemental Creatures and act as her
proxy or spy on the plane. The Azure Council of the City
of Glass has worked long to make sure the destructive
followers of Olhydra do not succeed in their various plots
to destroy the crystalline dome that gives the city its name.

In the Black Coral Citadel, Olhydra keeps an unusual
pool of silver liquid. Through it, she can view nearly any
ocean or sea on the Material Plane, and she uses it to keep
tabs on her servants and underlings. The pool can act as a
portal, but doing so requires a portion of Olhydra’s mighty
elemental power that is forever sacrificed, so she usually
refrains from using it.

CITADEL OF TEN THOUSAND PEARLS

The home of the great padishah of the marid is the
fabulous Citadel of Ten Thousand Pearls. Here, the pride
and vanity of the marid is put on full display, with hundreds
of beautifully carved air fountains, multicolored curtains of
rare kelp, and splendidly appointed pearl-studded housing
domes filling the aquatic halls. In the center towers a spike
of gilded coral wherein rests the great padishah herself
and her royal court. Throughout the citadel, glowing orbs
of various size and hue illuminate the darkness, and from
a distance they appear as pearls in the sea, thus giving the
magnificent palace its name.

Normally, the Citadel of Ten Thousand Pearls is
occupied by about two hundred marid genies and one
thousand servants. Even for marid, the ones in the citadel
are haughty and pompous, and every action must be
announced and honored by someone in a higher station.
While visitors are welcome in the citadel, they must be
polite and operate within the bounds of marid etiquette.
Offending a marid within the Citadel of Ten Thousand
Pearls is a capital offense, and a marid can take offense at
anything given the right mood and circumstance.

The great padishah’s treasure room, however, is said to
house the most splendid collection of valuable and rare
pearls ever to be found in the Plane of Water, along with
the prized possessions of dozens of defeated foes and
conquered heroes. While the marid do not put much stock
in large-scale military offenses, duels are common, and it is
customary for the winner to take something valuable from
the loser. This can be their life, but most often it’s a valued
possession that the marid wanted in the first place.

C1TtYy OF GLASS

Without a doubt, the greatest metropolis on the Plane of
Water is the City of Glass. It is by far the most populated
city on the plane, with roughly 30,000 residents and
visitors at any given time. The city takes its name from
the titanic dome of translucent crystal that hangs over
the interior, all resting on a great disc of eternal ice.
This dome holds trapped air, and by a natural process
of the eternal ice disc the air is constantly refreshed and
recycled. Buildings constructed of ice, waterblocks (a kind
of melted ice cube that retains its shape), fortified kelp, and
coral sprawl about beneath the dome, with many being
completed filled with water to accommodate occupants.

The City of Glass was constructed originally by the
marid long ago, but they quickly abandoned it after the
project was complete. But even then, the nature of the
city drew many to it, as the marid worked with planar
architects to make sure the City of Glass could be accessed
from anywhere in the multiverse. Dozens upon dozens
of permanent portals were constructed which the marid
held control over, and when they left they did not leave the
portals ungoverned. The great padishah of the marid at the
time decreed that a group of representatives from the city
would rule with control over the many portals. Thus the
Azure Council was born.

Since then, the Azure Council has guided the City of
Glass to become a merchant paradise where all manner
of goods and services could be bought and sold. The city’s
position as a neutral ground, free of the hostilities of the
outside seas and worlds, is maintained by a peacekeeping
force known as the Knights of Glass. Like the council itself,
the Knights of Glass are made up of many representatives
of the city’s inhabitants, and the high commander takes
orders from the speaker of the Azure Council. The delicate
balance of peace has been broken several times in the past,
but the knights have always managed to restore order with
minimal issues.



Over the years, the Azure Council has enacted many
laws to govern trade and commerce in the city, and they do
that by controlling what passes through the many planar
gates. Merchants delivering goods have them inspected
thoroughly by the Knights of Glass and the entire system
has become a bloated bureaucracy — but one that works,
albeit slowly. Although nearly any good or service can
be purchased in the City of Glass, merchants that wish
to avoid the scrutiny of the knights and the council have
created a “black” market for those who know where to
go. This illegal marketplace operates in the Freezer, the
poorest and least patrolled area of the City of Glass that
exists in the disc of eternal ice itself.

Dozens of marketplaces sprawl about the City of Glass,
with many devoted to one type of good or another. The
Steel Market buys and sells weapons and armor, the
Seabed Market trades in the natural resources of the
Plane of Water, the Chain Market deals with the selling of
slaves, and many others. While nearly any good or service
can be bought in the city, the Azure Council long ago
decreed that the buying and selling of souls was strictly
prohibited. Possessing a soul in a vessel was not a crime,
but the Knights of Glass keep a watchful eye on anyone
detected as possessing them.

The markets are scattered about the four districts of the
city — the Royal District, containing the richest and most
well-appointed manors and villas, including the Glittering
Tower of the Azure Council; the Crystal District, the largest
of the city’s regions, holding the major trade companies
and guild houses that keep coins coming in and out; the
Flow District, a hub for travelers, transients, and non-
mercantile guilds in the city; and the Tide District, home to
the most warehouses. Unofficially, the Freezer sits in the
disc of eternal ice below the city’s streets, though the Azure
Council does not recognize it as an official city district.

Open hostilities are discouraged by the presence of
the Knights of Glass, but in any city of this size crime
and murder become an issue. Gang warfare spilling out
of the Freezer and mercenary companies competing for
business in the Flow District keep the knights busy enough
with maintaining order. Travelers are advised to keep
to themselves and steer clear of any trouble that might
involve the Knights of Glass — they have a reputation as
ruthless enforces of the Azure Council’s will.



FATHOMLESS CAVES

The Darkened Depths hold any number of lightless,
dangerous sites, and one of the most notorious are the
Fathomless Caves. It is widely assumed that the Plane of
Water has no bottom, but the further down one travels the
more rocks and earth debris are encountered, and a great
shelf of black rock holds the series of tunnels that make up
the Fathomless Caves. Aquatic dragons, krakens, aboleths,
elder sea worms, morkoth, and more lurk in the shadowed
darkness of these caves. Rumors persist of certain caverns
holding air, though it is agreed that most of the Fathomless
Caves are flooded completely.

Several portals to the Plane of Earth can be found in
the Fathomless Caves leading to flooded areas of that
neighboring Inner Plane. Earth elementals, mud mephits,
and other border elemental creatures wander the caves
as well, and the dao genies regularly send teams of slaves
through to steal away pearls and other treasures of the
Plane of Water. Most slave teams do not return alive.

THE FREEZER

Inside the great disc of eternal ice that the City of Glass
rests upon squats a region known as the Freezer. The
Freezer is an open secret among the city’s residents, and
it contains a myriad of frosty tunnels dug into the ice over
the course of hundreds of years by malcontents, gangs,
and people who didn’'t want to live under the thumb of the
Azure Council. The region spread quietly until it became
too big to ignore, though the Azure Council still does its
best to ignore it. Many attempts have been made to shut
down the Freezer, including collapsing the entire sheet of
ice and crushing all within it, but the ancient marid magic
has kept most options out of reach.

There are several secret portals from other worlds and
city’s that lead directly into the Freezer and these portals
exist outside of the City of Glass network that the Azure
Council maintains. One such portal is known to exist in
the City of Brass on the Plane of Fire, though agents of the
council have been trying to shut them down for countless
years. In the Freezer, merchants sell their ways away from
the prying eyes of the council and the knights, and though
the prices might be higher, many buyers are willing to pay
the extra for the discretion. The main commodity that can
be found in the Freezer that is strictly unavailable in the
markets of the above city are souls. Yugoloth merchants,
bargaining devils, and unscrupulous demons seek out
specialized soul traders in the Freezer.

GRAVEYARD OF SAILS

Floating in the Sea of Light is a mass graveyard of
sunken ships and broken debris. The entire mass is held
together by a swirling vortex leading to the Plane of Air
at its center, and this whirl is what pulls in the wreckages
like a magnet. Dozens upon dozens of wooden ships
have sunk and collected in this Graveyard of Sails, and
because of the water’s nature the wood does not break
down naturally. Undead pirates, fierce elementals, and
countless scavengers prowl the great wrecks, but for the
brave traveler a wealth of treasure and information can be
plundered.

GREAT CORAL FOREST

In the Sea of Light, the sprawling Great Coral Forest
stretches out for hundreds of miles. Some property of the
coral forest keeps it from rising or sinking too far from
its position, which is only several miles below the surface
of the Sea of Worlds. The entire mass of brightly colored
coral rests underwater where it provides food and shelter
for countless native creatures. Schools of fish swim in
and out of the natural coral “caves” along with predators,
such as sharks, eels, and numerous elementals. Several
outposts rest on or in the forest, including a sahuagin
settlement and an aquatic elf village.

ISLE OF DREAD

The legend of the Isle of Dread has been spread across
the seas of the Material Plane for generations. Most
sailors believe it to be an island somewhere on a distant
ocean, but the truth is that it exists on the Sea of Worlds
on the Plane of Water. Powerful storms surround the Isle
of Dread, and these storms become so violent that they
create planar vortexes to the Material Plane on a regular
basis. These planar vortexes exist only during similarly
violent storms on the Material Plane, and they are big
enough to pull through a sailing vessel. Ships that pass
through find themselves on a planar ocean looking upon
an island of danger and death.

A steamy jungle fills most of the Isle of Dread along with
a rough chain of mountains. Great monsters inhabit the
island — dinosaurs and their like dominate the food chain
at every level. Several tribes of savage humanoids eke out
an existence as well, and the center of the island holds a
large mysterious lake. Travelers that make it ashore find
that they must fight to survive but that a greater secret sits
on that central lake. There are some captains that have
found the Isle of Dread and returned back home to tell
their tale, passing through another vortex by some stroke
of luck or providence, but most that find it are never heard
from again.

THE PEARL OF BLOOD

Among the sahuagin, few stories invoke such reverence
and awe as the ones that involve the Pearl of Blood. This
massive pearl is blood-red in color and is said to hold the
wisdom of the most powerful sahuagin priestesses that
have died in the service of Sekolah the Joyful Hunter.
Legends about it claim that it can summon a great
tornado of sharks in the ocean to devastate opponents,
or that it can serve as a beacon for all megalodons in a
ten-mile radius. The possessor of the Pearl of Blood is
said to be able to control the megalodons, commanding a
near-invincible army of titanic sharks. The relic itself was
formed by a drop of Sekolah’s blood that crystallized and
formed a perfect sphere, if the stories are to be believed.



But these are all legends. The truth likely is somewhat
different, but the item has been lost for generations.
Nobody knows the current location of the Pearl of Blood,
though sahuagin priestesses are always on the hunt for
signs and portents to its eventual return. Did the powerful
relic get swept up in a storm and pushed to one of the
Material Planes? Does it sit somewhere in the Great
Coral Forest? Perhaps the marid found it and are keeping
it locked away in a storeroom somewhere in the Citadel
of Ten Thousand Pearls. Or perhaps Thrym, god of frost
giants, found it and it sits now in his secret vault in the Sea
of Ice. Wherever it is, if the Pearl of Blood were to return
to sahuagin hands it would herald a sweeping invasion of
much of the Plane of Water.

RAFTLAND

Many ships have been pulled into the Plane of Water, and
most of the time they do not find their way back. Most are
boarded by sahuagin or other vicious planar raider or sunk
by one of the many storms that rock the Sea of Worlds,

but some manage to survive on the ruins of their boats.
Over the years, these survivors that pulled together other
flotsam and wooden debris, and they pulled these together
to form a massive floating “island” of broken ship parts
known as Raftland.

Raftland travels with the tide and its size has helped it
survive the storms that continually appear in the volatile
skies overhead. Through it all, sailors and fishers of all
races have managed to survive and even thrive in Raftland.
They fish for food and the lack of salt in portions of the Sea
of Worlds creates plenty of drinking water. They've been
floating long enough on the Sea of Worlds that they've
developed into a small kingdom. King Atwood the Gray
Beard is the latest in the line of succession to rule the
Independent Kingdom of Raftland, and by all accounts he
is a murderous thief and a liar. Unfortunately, most of the
residents of Raftland are bloodthirsty pirates, so infighting
and bickering is common. But when the storms roll in,
they put aside their differences and work together to keep
their own slice of freedom from breaking apart and floating
away.

REEF OF NIGHTMARES

The most populated city of the sahuagin in the Plane

of Water is a dangerous region known as the Reef of
Nightmares. It sits in the Sea of Light close to the surface,
where the sahuagin raid ships pulled through portals for
food and treasure, and it stretches out for several miles.
Hundreds of sharks prowl the waters, and more than a
few megalodons are known to swim between the broken
coral pieces of the reef in search of food and prey. Several
sahuagin outposts rest on the Reef of Nightmares, each
competing with one another for total dominance and the
favor of Sekolah the Joyful Hunter.

SUNKEN CI1TY OF R'LYEH

Titanic monoliths stand in a submerged crumbling
landscape of tumbled buildings too large for anyone but

a giant somewhere in the Darkened Depths. This is the
Sunken City of R’lyeh, where the elder god Great Cthulhu
slumbers to this day. Where did R’'lyeh come from? Who
built it? Did Great Cthulhu construct it along with his alien-
minded kin in the Far Realm? Or was it built by servitors
of the elder god? Why does Great Cthulhu slumber in its
depths?

Truthfully little is known about this dangerous site
except that those that swim to it find the alien landscapes
defy all manner of logic. The eerie and unsettling masonry
has driven some travelers to madness, but worse are the
guardians of R’lyeh that slink over its fallen stone arches
and monoliths. These shambling monstrosities known as
shoggoths are little more than beasts, or so it is thought,
and they share certain characteristics with Great Cthulhu
itself. They are alien in thought, fierce in combat, and
entirely blasphemous to behold.

In rare circumstances, when the stars are right, the
Sunken City of R’lyeh rises from its position in the
Darkened Depths to pierce the veil of the planes and rise
in some distant location on the Material Plane. Deranged
cultists of Great Cthulhu herald the arrival of R’lyeh with
sacrifice and savagery, hoping that the slumbering elder
god awakens and devours the world. The Sunken City has
risen on several occasions, but for whatever reasons Great
Cthulhu usually only awakens for a very brief time before
being called back to his prison.

TRENCH OF DEATH

Without a doubt, the deepest portion of the Plane of Water
is a great crevasse in a massive shelf of rock known as

the Trench of Death. Deep, deep in the Darkened Depths,
this pitch-black hole is cold and lightless (the entire region
function as an ice pocket). What monstrous entity dwells
in this trench? The marid avoid the region above all others,
and certain legends among them speak of a creature that
existed before time. This creature, a titan of the highest
and oldest order, created the Plane of Water by ripping

a hole in the fabric of the world, spilling the contents of
another realm entirely and filling up this one. Does this
legend hold any truth? And if it does, what does it have to
do with the Trench of Death?

The Trench of Death does hold some inhabitants, but
they dwell in the caves and niches along the slope leading
down the endless abyss of darkness below. Many eyes of
the deep keep lairs along the trench’s walls, along with
morkoth and a handful of degenerate krakens. Even these
great monsters refuse to swim into the darkness of the
trench mouth itself, where a strong current can suddenly
pull swimmers down into is gulf of endless night.



VAULT OF THRYM

One of the massive icebergs floating in the Sea of Ice is
not like the others. This is the Vault of Thrym, created by
the god of frost giants to house some of his most secret
and powerful possessions. Rumors say that the only way
to access the vault is to possess a special key also crafted
by Thrym, though few know any details on this key. What
wondrous treasure rests in the Vault of Thrym? The
guardians of the iceberg vault are said to be among the
deadliest creatures from the Frostfell, and even inside
the halls and passages hold traps, dangers, and creatures
beyond death itself. Many travelers have died scouring the
Sea of Ice for this lost storehouse.

ADVENTURE HOOKS

Adventure abounds in the Plane of Water for those able to
withstand its aquatic nature. Below are some adventure
hooks that can be expanded upon by an enterprising
Dungeon Master looking to incorporate the Plane of Water
into their campaign.

Welcome to Dread. While aboard a ship, the party and
the crew encounter a terrible storm. Battered but alive,
the party wakes up to find they are on the beach of some
mysterious jungle island. The Isle of Dread lays open to
them, and now they must venture further into the island’s
interior to find a way out. The lake in the island’s center
holds a secret that could transport them home, but finding
it is going to take all of their cunning and wits (and no
small amount of luck!).

The Mysterious Locket. In a waterfront tavern, the
party is confronted by a beggar trying to sell a small golden
locket containing a mysterious wavy symbol. Regardless
of whether or not they purchase it, the beggar drowns
suddenly and violently with no obvious cause. What part
did the locket play in the beggar’s death? How does a man
drown in the middle of a tavern with no drink in hand?
The locket once belonged to a sailor, who was gifted it by
a nereid long ago as a sign of love and friendship. Over the
years, however, the sailor became bitter and angry, and
that resentment turned the locket into a tool of evil.

Gold and Glory in the Graveyard. In the City of Glass,
the party is approached by a merchant guild with some
information they'd like to act on. A ship was pulled into
the Plane of Water by one of the storms, and this ship
was loaded to bear with gold, silver, and trinkets from
the treasury of some Material Plane king. The merchant
guild knows the name of the ship and that it now rests
in the Graveyard of Sails, but they need a discrete band
of adventurers to reach the mass ship graveyard before
other guilds find out about it. Do the characters trust
the merchant guild? What dangers await them in the
Graveyard of Sails?

Nightmare of Blood. Something has riled up the
sahuagin in the Reef of Nightmares recently, and rumors
persist that they've uncovered information about the Pearl
of Blood. Holding this relic would be bad for all peace-
loving denizens of the plane, so the Azure Council of the
City of Glass pulls the party in to have them investigate.
Has the Pearl of Blood surfaced? How do the characters
get into the Reef of Nightmares without alerting the
sahuagin colonies of their presence?

Rise of the Great Flood. A hydromancer wizard on the
Material Plane, obsessed with the power of water, has
made an agreement with a greedy marid shah. The terms
of the agreement were not what the wizard bargained
for, and he found himself a prisoner of the marid’s power.
Now, with access to a wizard’s tower and a portal to the
never-ending Plane of Water, the marid seeks to flood the
Material Plane and pick through the ruins for treasure.
The party must get through the portal and shut it down,
which can only be done from the Plane of Water side, but
there they must contend with the marid’s personal slaves
and fighting forces.



RANDOM ENCOUNTER TABLES

The below tables can be used by the Dungeon Master
as a source of inspiration when a party of characters is

traveling around the Plane of Water. Four separate tables
are provided — one for the City of Glass, one for the Sea of
Light, one for the Darkened Depths, and one for the Sea of

Worlds.

C1TYy OF GLASS

1D100
01-05
06-10
11-15
16-20
21-25
26-30
31-35
36-40
41-45
46-50
51-55
56-60
61-65
66-70
71-75
76-80

81-85
86-90
91-95
96-00

City oF GLAss ENCOUNTER

Kuo-toa merchants

Sahuagin priestess and entourage
Lizardfolk thugs

Marid and attendant sycophantic slaves
Planar traveler looking to get out
Locathah traders

Aquatic elf herbalists

Human merchants selling wares

EIf pickpocket

Storm giant seeking a treasure

Sea hag and water elemental servants
Eadro followers

Cultists of Olhydra

Water sphere holding merfolk traders
Knights of Glass on patrol

Polymorphed bronze dragon enjoying the
day

Quasit demon running an errand
Dwarf bard with an octopus assistant
Locathah mercenaries

Polymorphed green dragon looking for
trouble

SEA OF WORLDS (SURFACE)

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-80
81-90
91-99
00

SeA oF WoRLDS ENCOUNTER
Abandoned ship

1d6 giant sharks

Ship with dehydrated crew
2d10 sahuagin raiders
1d8 locathah

1d4 nereid

Powerful storm

Slime water

Uncharted coral island

1 megalodon

SEA OF LIGHT

1D100 SEeA OF LIGHT ENCOUNTER
01-05 2d6 merfolk

06-10  Red tide

11-15  2d8 sahuagin

16-20  Hot spot

21-25 1d4 merrow

26-30  Ice pocket

31-35 1d4 reefsharks

36-40  Slime water

41-45  1d4 hunter sharks
46-50  Whirlpool

51-55  1d4 hostile water elementals
56-60  2d8 locathah

61-65 2d4 sea worms

66-70 1d4 electric sea worms
71-75  1d4 nereid

76-80 1 marid

81-00 Powerful current

DARKENED DEPTHS

1D100 DARKENED DEPTHS ENCOUNTER
01-05 1d6 sea hags
06-10  1d6 giant sharks
11-15  Ice pocket
16-20  1d10 hostile water elementals
21-25 1 morkoth
26-30  Slime water
31-35 1 kraken
36-40 1 dragon turtle
41-45  2d6 swarms of quippers
46-55  Whirlpool
56-60 1 eye of the deep
61-65 1 megalodon
66-70 1 caller of the deeps
71-75  Redtide
7699  Powerful current
00 1d4+1 kraken



BORDER ELEMENTAL PLANES

“Imagine for a moment that the four Elemental Planes of the
multiverse form a sphere, with each plane rolling into one another.
This is an oversimplification of course, but it helps to illustrate
the nature of the border elemental planes, or paraelemental planes
as they're referred to in older texts. Where each plane “touches”
another, a distinct realm is created. It's worth noting that this
behavior is quite unique in the multiverse — there are no other
similar border planes known to exist anywhere! Each of these
border elemental planes holds its own dangerous properties and
creatures, but for the most part these planes are not as expansive
or as settled as the core four. Exploration is not recommended for
the weak of body or will.”

Astromarchus the Sage

Wild and unruly, the border regions between the Elemental
Planes create distinct realms that act as a hybrid between
the neighboring regions. Where Air and Water meet,

the Plane of Ice is created; the border of Fire and Earth
creates the Plane of Magma; the meeting of Earth and
Water results in the Plane of Ooze; and the combination

of Air and Fire births the Plane of Ash. These realms are
smaller in scale than the core four, yet remain expansive
nonetheless — they are still each larger than most Material
Plane worlds!

Some planar scholars say that the Border Elemental
Planes are relatively new in the multiverse, which is why
they don't have dominant species of genies. Others say
that the constantly shifting nature of the Elemental Planes
keeps these border regions from settling, resulting in
regular patterns of activity that is unsuited to the formation
or continuation of intelligent species. Certainly there are
native creatures in these planes, but they tend toward the
animalistic in nature rather than intelligently civilized,
though certain exceptions exist (mephits, for example, but
they generally lack the discipline to craft lasting legacies).

It has been theorized that the core energy types — fire,
acid, cold, and lightning — are birthed from the Border
Elemental Planes and not from their core Elemental Plane
counterparts. Like many things in planar lore, the truth is
likely never to be known and the facts remain debatable
in scholarly circles. For example, the cold energy type
certainly makes sense to originate from the Plane of Ice,
and it’s not too far of a leap to connect acid to the Plane of
Ooze. But how is fire a byproduct of the Plane of Magma?
And though lightning is common on the Plane of Ash, it
is not what most consider a dominant trait of the plane.
Debates continue.

The Border Elemental Planes still contain enough
adventure potential to lure travelers and bands of heroes to
its inhospitable lands, though. Whether searching for the
lost Halls of Blazeheart in the Plane of Magma, running
from the frozen terrors in the City of the Elder Things on
the Plane of Ice, hunting for the secrets of the Slime Lord
Tombs in the Plane of Ooze, or picking through debris
across the Battlefields of Smoke on the Plane of Ash,
excitement and treasures abound for those brave enough
to seek them out.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the nature
of the Border Elemental Planes as characters explore

and travel through it. These are suggestions of elements
that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Border
Elemental Planes.

Raging Elements. The four Border Elemental Planes
sit at the crossroads of the Inner Planes, and their very
existence is the result of powerful elemental forces
clashing on an almost inconceivable scale. The individual
elements of each Border Elemental Plane are constant
presences, from the titanic waves slamming into the
icebergs on the Plane of Ice to the fiery tornadoes whipped
up on the Plane of Ash.

Constant Change. Nothing is static in the Border
Elemental Planes. Even the Plane of Ice, which most
picture as simply frozen in place, is a place of constant and
never-ending change, from water to ice and back to water
again. Mud bubbles and flows on the Plane of Ooze, roiling
lava eats away at porous earthen tunnels on the Plane of
Magma, and billowing choking clouds fill the skies of the
Plane of Ash. Everything is in motion on these planes, far
more than the Inner Planes.

Strange and Wild. The awe-inspiring and raw elemental
forces that create the Border Elemental Planes find a way
to surprise travelers in new and strange ways. Whether it’s
a brilliant multi-colored icicle forest on the Plane of Ice, a
towering mountain of sludge on the Plane of Ooze, sticky
lava that clings to the ceiling of a vast cavern in the Plane
of Magma, or twinkling shards of obsidian dancing in a
firestorm on the Plane of Ash, there’s always something
amazing to see here. Some of it may only last a moment
and then be gone.

LAYy OF THE LAND

Each of the Border Elemental Planes is a distinct realm,
though there isn’t as much variation in the landscape as
the prime Elemental Planes.

PLANE OF ICE

The Plane of Ice sits between the Planes of Water and Air,
and it is one of the coldest planes in the multiverse. The
bulk of the Plane of Ice is comprised of a region known as
the Frostfell — broad, wind-carved tundras and mountains
hiding ice-locked lakes of unknown depth. The skies are
gray with constantly churning storm clouds pushed in
from the Plane of Air mixing with the heavy moisture from
the Plane of Water, and it is always snowing somewhere
across the Frostfell.



PLANE OF AsH

Between the Planes of Air and Fire is the Plane of Ash.
Scorching winds blow constantly through the Great
Conflagration, the main region, which is dominated by a
firestorm of immense proportion. The smoke-choked air
obscures vision to only a few dozen feet, and blackened
earth motes drift chaotically through the swirling ash.
Unlike the Plane of Air, gravity has an effect here, but the
supercharged heat from the Plane of Fire keeps even large
earth motes and objects afloat, though unstable. A red
glow from the fiery realm filters through the ash-filled sky.

PLANE OF MAGMA

Towering peaks and volcanoes pierce the Plane of
Magma on the borders of the Planes of Fire and Earth.
Mighty underground channels of lava cut through the
rock, creating a cycle of cooling and re-heating that keeps
the area full of dangers. The area is also known as the
Fountains of Creation, and in the deep caverns great seas
of magma are known to hide dangers and threats beyond
the real possibility of burning or drowning.

PLANE OF OOZE

The bubbling, rumbling Plane of Ooze rests between the
Planes of Water and Earth. Dominated by the aptly named
Swamp of Oblivion, this plane is difficult to travel on the
ground because of the sludge-like pools that dominate

the terrain. It’s not friendly to air travel either, though, as
great insect swarms act as dark clouds that block out the
meager light from the Plane of Water.

CYCLE OF TIME

The Border Elemental Planes share dim ambient light
energy from the Planes of Fire and Water, which both

have regular day/night shifts. It isn’t as distinct as on those
Elemental Planes — a slight darkening of the sky at night,
and a brighter tinge to the air during the day. Most of the
travel and interesting sites on the Plane of Magma takes
place underground, and the Plane of Ice hides its fair share
of secrets below the surface as well, so in these regions no
exterior force exists to assist in recording the passage of
time.

SURVIVING

Each of the Border Elemental Planes offers its own
interpretation on ambient danger that travelers must be
aware of and contend with. The most straightforward is
the Plane of Magma. Falling into or being immersed in the
raw magma of the plane results in 55 (10d10) fire damage.
If a creature starts its turn in the magma, it takes the same
fire damage.

On the Plane of Ice, the dangerous temperatures can
drive unprepared travelers into frosty graves. Creatures
and characters that complete a short or long rest anywhere
on the Plane of Ice must succeed at a Constitution saving
throw (DC 12 for a short rest, DC 18 for a long rest).
Creatures that fail gain one level of exhaustion. Bundling
up in Material Plane winter gear reduces the DC by 2. In
the Cloud City of Calypso on the Plane of Air, specialty
clothing shops make ice-repelling fur gear that can

offer advantage on the saving throw, but acquiring them
requires more than just gold.

The Plane of Ash offers a similar hazard due to the thick
choking clouds. Creatures that need to breathe air must
make a DC 14 Constitution saving throw every hour; on
a failure they gain a level of exhaustion from the soot-
filled clouds that dominate the plane. Wearing a strip of
cloth over the mouth moves the required saving throw to
once every 8 hours, but the cloth must be replaced at the
end of those 8 hours as it ceases to provide any benefit
afterwards.

Traveling the Plane of Ooze offers no special threat to
living creatures, but the entire plane is considered difficult
terrain for the purposes of traveling on the ground. The
insect swarms and mudsinks are another matter entirely
(detailed under Hazards & Phenomena).




GETTING THERE

The easiest access point for all of the Border Elemental
Planes is to travel to the Elemental Planes, reach the
region closest to the border, and keep traveling, though
the distance is variable and highly subjective to the whims
of the multiverse. If you are on the Plane of Earth and
travel to the Mud Hills, if you keep going through that area
you'll eventually reach the Swamp of Oblivion and be on
the Plane of Ooze. Such travel is not without its inherent
dangers, as the natural properties of the Elemental Plane
give way eventually to the hostile nature of the Border
Elemental Plane, but the trip can usually be accomplished
by going in a certain direction.

Portals exist to various points on each of the Border
Elemental Planes, but these tend to be spontaneous events
as much as purposely constructed permanent gateways.
Savage blizzards in hostile arctic terrain on the Material
Plane can create a sudden vortex to the Plane of Ice, and
the appearance of the right conditions in a particularly
nasty swamp can create a temporary gate to the Plane
of Ooze for a short period. The wizards and sages of the
Prismatic Order on the Plane of Air, specifically the Red
Master Mage and his apprentices, have one of the most
complete collections of known portals to the Border
Elemental Planes known to exist.

TRAVELING AROUND

Traversing the Border Elemental Planes carries its own
risks depending on the specific plane. The Plane of Ice
is dangerous because of the numbing cold and powerful
blizzards that spring up without warning, but beyond that
travel is relatively straightforward, on foot or flying. The
Plane of Ooze holds hidden dangers in its endless swampy
domain and moving about is difficult because of the thick
morass of sucking mud and slime — using a boat or finding
another way to stay above the muck is the fastest way to
move about from one location to another.

The Plane of Ash is hazardous to breath and difficult
to see, but aerial creatures can fly relatively unimpeded
(avoiding the earth motes that dot the region and the
searing hot winds). The Plane of Magma offers the most
difficulties to traditional travel, as the entire plane consists
of underground shifting molten rocks. Creatures that need
to breathe air are going to be in for trouble, and those
without the ability to swim through lava or shift through
rock naturally need to find some magical means of getting
around outside of portals or gates.

It's worth noting that the Border Elemental Planes,
like the Elemental Planes, do not have the traditional
“compass” directions of north, east, south, and west.
Among planar cartographers, direction is usually identified
as inner — meaning towards the center of the Elemental
Planes, which is the Material Plane — or outer — towards
the absolutely realm known as the Elemental Chaos.

Each of the Elemental Planes uses its neighboring
Border Elemental Planes as a navigation point for
travelers. For example, on the Plane of Fire, efreet use
the terms “magmaward” and “ashward” to designate the
two opposite ends of the plane, and on the Plane of Water
cartographers in the City of Glass refer to the opposite
ends as either “iceward” or “oozeward.”

POWERFUL & MIGHTY

Few creatures or groups have claimed dominion over

large territories on the Border Elemental Planes. Rumors
persist of an Elemental Lord of Ice named Cyronax who
dwells somewhere in that frosty realm, but its plans and
desires have not yet been revealed to the multiverse. If
other elemental lords exist they have kept quiet to date,
and the generally hostile nature of the Border Elemental
Planes has kept others from making significant progress in
controlling regions.

FIMBULVINTER THE WHITE DoomMm

The oldest and most powerful white dragon known to
exist in all the planes is a venerable great wyrm known

as Fimbulvinter, the White Doom. Fimbulvinter’s
extensive series of caves on the Plane of Ice is a sprawling
masterpiece of icicle mazes miles across filled with traps,
guardians, and no small amount of treasure, which the
dragon protects fiercely. Several cavernous systems attach
to the main lair, and these Fimbulvinter has installed his
progeny — white dragons infused with the power of the
elemental plane itself.

Fimbulvinter has lived longer than any white dragon has
been recorded, and he has done so by being canny and
careful. His long life has given him wisdom, but he is still
prone to rage at the slightest frustration, a rage he takes
out by hunting packs of yeti and frost giants that roam
the Plane of Ice. Fimbulvinter is obsessed with collecting
artifacts that relate to his most hated foes, the giants. Long
ago, on some Material Plane, Fimbulvinter fought against
the forces of Thrym alongside scores of white dragons, but
the cataclysmic battles ended with the frost giants pushing
the dragons out.

Fimbulvinter has never forgotten this, but rather than
trust blindly to his rage he has decided to study his hated
opponents. To that end, the White Doom employs a
network of planar treasure hunters and seekers, and he
is careful not to reveal himself as the secret proprietor of
these endeavors. What Fimbulvinter plans on doing with
his collection of giant artifacts is unknown at this point.



MEPHIT MONARCHS

As far as is understood by planar scholars, no elemental
lords rule over the Border Elemental Planes. But that
doesn’t mean that no creature claims dominion over them,
if you count the loosely organized Mephit Monarchs in that
reckoning. Mephits are minor elemental creatures from
the Inner Planes, more intelligent than regular elementals
but possessing little actual power, even when they travel

to the Material Plane. They are petty, cruel, capricious
creatures, and four of them have decided to carve up the
Border Elemental Planes into their own private fiefdoms.

Each of the Mephit Monarchs rules over a small dwelling
on their respective plane, claiming ownership over a much
larger area but only able to control a small portion. They
each hold “court” attended to by numerous minor mephits,
each one of which schemes for control over the throne.
These squabbles and bickering keep the Mephit Monarchs
from mobilizing and becoming a real force, at least so far,
but there is a possibility for one to stand out and truly unite
the minor elemental pests into a single power.

Krakk the Boisterous is the King of Magma, and he stole
the throne from Krakk the Quiet, who killed the previous
Krakk the Mischievous during a skirmish, who lured
Krakk the Confused into a trap, and so on. Their home
is the Palace of Molten Delights, which is a fancy title for
an otherwise simple large cave crisscrossed with magma
rivers.

Huranna Toecurler is the Queen of Ash, and she has
ruled the longest out of any of the Mephit Monarchs. Her
paranoia keeps her from establishing any true power to
date, but she has the most potential to affect an alliance
with the others — if she could get over her mistrust of
everyone. Huranna Toecurler and her court dwell in
Everember, a clump of ash tumbling through the Great
Conflagration with numerous tunnels carved into its bulk.

Juro Joru is the King of Ice in the Frostfell, and he is
perhaps the most cruel of all the Mephit Monarchs. His ice
mephit subjects are all dreadfully afraid of their king, who
has been known to torture mephits and intruders with the
slightest of provocations. He holds court in the Dreadfrost
Fortress on the Plane of Ice, buried deep beneath the
tundra wasteland.

The laziest of all the Mephit Monarchs is Lazzara the
Queen of Ooze. She is so enormous that she cannot even
fit through the exit to her Hall of Slime and Sludge, and
she must rely on the other ooze mephits to provide her
sustenance. Unfortunately for Lazzara, most ooze mephits
are just as lazy as she is, so she is constantly hungry and in
search of her next meal.

SLIME LORDS

The power of the Plane of Ooze is not readily apparent,
but beneath its murky surface lies a wealth of untapped
potential — or so believe the cabal of ooze manipulators
known as the Slime Lords. The group was founded by an
orc druid on a distant Material Plane, a sole survivor of a
raid by a rival orc tribe. Forced to fend for himself in the
swamp, this orc became enthralled with the natural power
of his surroundings, and he devoted his life to studying the
potential of the swamp around him.

The orc lived a lonely life and grew powerful in his
solitude, but the lifespan of an orc is not long, and so he
sought to extend his vitality. This research led him to the
Swamp of Oblivion, where some property of the plane
could be tapped to extend one’s life. He communicated
with other scholars of planar lore and together they
traveled to the Plane of Ooze, where they built dwellings
out of mud and slime hardened by magic. The orc and his
fellows distilled potions and elixirs from the swampy plane
around them, and developed deep magical understandings
of the natural properties of the Swamp of Oblivion. He and
his fellows called themselves the Slime Lords.

Over the years, the Slime Lords began to develop
sinister uses for their newly found power, and this attracted
newer members from across the multiverse. The orc who
founded the band cut himself off from physical contact
with the rest of the Slime Lords, but others stepped up to
take his place, including an ogre sorcerer, a mephit, and an
exiled dao. Their single building grew into a large complex,
called the House of Slime, and they continued their work
to perfect the secrets of slime and ooze.

In their research and application, the Slime Lords
sought to steal secrets known only to Juilblex, the Demon
Lord of Slimes, from its wretched layer in the Abyss. The
effort did not go as planned, and in retaliation Juilblex used
its vast power to turn the House of Slime in the Swamp
of Oblivion into a permanent tomb for the Slime Lords
and their secrets. The mud-hardened tomb sank into the
swamp, taking with it the secrets of the Slime Lords and
their magic.

CREATURES & DENIZENS

The Border Elemental Planes have no shortage of native
creatures, such as the beetle-like dripping crawlers of the
Plane of Ooze, the mysterious elder things in the Frostfell,
the ever-hungry lava sharks in the Plane of Magma, and
the cruel smoke-like belkers in the Plane of Ash.

BEASTS

Numerous creatures found in the Material Plane can also
be encountered in the Border Elemental Planes. Insects
of all kinds crawl or buzz around the Plane of Ooze,
though of note are the dangerous dripping crawlers that
lie in wait in the mud before hurling acid at their victims
and devouring the remains. The Plane of Ice contains

ice spiders, aurochs, cave bears, crag cats, and other
predatory creatures found in extreme arctic zones.



Several well-adapted species of giant bats and
bloodhawks wing through the Plane of Ash. Fewer
commonly encountered beasts live in the harsh and
extreme regions of the Plane of Magma, though some heat-
resistant giant badgers and crayfish have been found.

ELEMENTALS

The raw power contained in the border elemental planes
creates unique elemental creatures along with the
standard varieties. The Frostfell holds numerous water
and air elementals along with ice elementals; fire, earth,
and magma elementals are found in the Plane of Magma;
earth, water, and ooze elementals populate the Plane of
Ooze; and the choking environment of the Plane of Ash
hides air, fire, and ash elementals. These elementals are
found in greater abundance than the other Inner Planes
and are usually hostile, perhaps owing to the raw and
untamed nature of the border elemental planes.

Some unique creatures can also be found in these
hostile regions. Belkers are cruel monsters of the Plane
of Ash, though they often enjoy talking with their victims
before ripping them to shreds with their smoke claws.
Lava sharks swim through the currents of thick molten
rock in the Plane of Magma, devouring everything in
their path with enormous appetites. Mud serpents crawl
through the Plane of Ooze but are thankfully rare, as their
polymorphic spit can create problems for any traveler.
Frostmites drift in enormous clouds throughout the Plane
of Ice and can become quite the hazard due to the black
chills disease they spread.

Mephits. Mephits are small beings comprised of pure
elemental energy, similar to genies — a comparison genies
are quick to dismiss. These smaller beings have claimed
all of the border elemental planes as their home, though
in truth they have little authority or power to enforce these
bold claims. The Mephit Monarchs work to expand the
reach of their own little empires and feud with each other
constantly, creating an environment where no one gets
ahead because they're all pulling each other down. Mephits
are often summoned to the Material Plane by conjurers,
which give the elemental creatures a chance to spread
mischief and mayhem outside their own little territories.

HAZARDS & PHENOMENA

Like the rest of the Inner Planes, the Border Elemental
Planes have hazards that can wreak havoc on travelers
and natives at a moment’s notice. From chokeclouds on
the Plane of Ash, to deep freezes on the Plane of Ice, to
magmafalls on the Plane of Magma, to insect swarms
on the Plane of Ooze, each one of these realms holds
dangerous ways to threaten life and limb.

PLANE OF AsSH: CHOKECLOUDS

While the entire Plane of Ash is dangerous to creatures
that breathe air, the phenomena known as chokeclouds

can be particularly threatening. This is primarily due to

the fact that a chokecloud is near invisible on the plane

— it appears as little more than another cloud of ash and
embers in the red-lit endless sky.



Creatures that encounter a chokecloud can make a DC
14 Wisdom (Perception) check to smell its presence, which
is made at disadvantage if a bandage or cloth is covering
the creature’s face to protect from the plane’s natural
hazard. Chokeclouds have a faint odor of brimstone,
stronger than the rest of the plane, and canny travelers that
detect the presence of the hazard can attempt to change
course to avoid direct contact with it. Creatures that
breathe air that run into a chokecloud, which is usually
miles across, must make a DC 14 Constitution saving
throw. On a failure they suffer 18 (4d10) poison damage
and gain a level of exhaustion, while on a failure they suffer
only half damage and no exhaustion.

The saving throw must be repeated for every round
spent in the chokecloud. Escaping a chokecloud with a
flying pace of 30 feet or more requires a DC 14 Wisdom
(Perception) check and 1d6 rounds; flying at lower speeds
doubles the amount of time to escape.

PLANE OF ASsH: RED LIGHTNING

STRIKE

The Plane of Ash is riddled with streaks of red lightning
that dance between the thick ember-filled clouds that

fill the Great Conflagration. Some strange property

of the plane draws the red lightning to non-natives, so
encountering a burst of it while traveling involves a short
window of dangerous activity.

A random non-native member of the party is targeted
by a bolt of red lightning, and the target must make a DC
15 Dexterity saving throw, suffering 21 (6d6) lightning
damage on a failure, or half as much on a success. The
lightning waits 1d4 rounds before it strikes another
random target, and it continues the cycle until 1 minute
has passed.

Native creatures are often attracted by the red lightning
strikes. Roll for another random encounter, re-rolling
any non-creature result. The random encounter arrives 5
rounds after the red lightning strikes begin.

PLANE OF ICE: BLIZZARD

A wind constantly blows on the Plane of Ice, and it is
perpetually snowing at least a little throughout the bleak
days and bitter nights on the Frostfell. When a blizzard
picks up, however, it blankets a very wide region in high-
speed winds and heavy snow. A blizzard on the Plane of
Ice lasts for a variable amount of time based on the below
table.

PLANE OF Ice BLizzarD DURATION

1D20 BLizzarp DURATION
1-10 8 hours
11-14 1 day

15-17 4 days
18-19 1 week
20 1 month

During a blizzard, a whiteout occurs in a radius of 1d6

x 50 miles. During a whiteout, visibility is reduced to 30
feet and every 1 foot of travel requires 2 feet of movement
pace, which includes flying speed (but not burrowing)
because of the heavy snow. Any ranged attack in a blizzard
suffers disadvantage, and Wisdom (Survival) and Wisdom
(Perception) checks are also made at disadvantage.
Dexterity (Stealth) checks are made at advantage, however.

PLANE OF ICE: DEEP FREEZE

Snow and ice are constant threats, but one of the real
terrors of the Plane of Ice are the sudden drops in
temperature. Called deep freezes, these polar plunges
occur without warning and can freeze even the most
careful of travelers in a matter of minutes. A deep freeze
lasts 1d8 hours, during which creatures that are not
immune to cold must make a DC 14 Constitution saving
throw every round. On a failure they gain a level of
exhaustion. No amount of winter gear assists against a
deep freeze, only complete immunity to the cold.

The only known way to escape a deep freeze is to get
underground. Some particularly unhinged guides that
have been to the Plane of Ice claim to have survived a deep
freeze wrapped in the body of a dead frost salamander, but
such prospects seem skeptical at best.

PLANE OF MAGMA: MAGMAFALL

The most dangerous hazard on the Plane of Magma is the
magma itself, and some travelers think that by avoiding

the rivers of lava that cross the realm they are safe.
Unfortunately, magma has a way of shifting the landscape,
and sometimes that can happen above an unlucky group of
travelers. When this happens, a magmafall occurs, which
dumps scalding lava in an area 1d10 x 10 feet wide from
the ceiling or wall (determine randomly if necessary).
Creatures caught in a magmafall must make a DC 14
Dexterity saving throw. On a failure they are caught fully in
the cascading material, suffering 55 (10d10) fire damage
and becoming immersed in a sudden pool of lava 5 feet
deep. On a success they suffer half damage and are pushed
to the edge of the newly created lava pool.

PLANE OF OOZE: INSECT SWARMS

Moving about the Plane of Ooze is a dangerous prospect,
and not just because of the monsters that inhabit the realm
or the slow pace that overland travel must take. Enormous
swarms of insects feed off the muck and slime of the plane,
and they enjoy nothing more than a fresh meal of flesh

and blood. The first sign of these swarms is a drone-like
buzzing on the air that grows louder over the course of 1
minute, at which point a veritable black cloud of flies and
other airborne insects descend out of the gloomy sky.



An insect swarm in the Swamp of Oblivion fills the area
with a heavily obscured cover, making sight difficult, and
the droning causes every Wisdom (Perception) check to
made at disadvantage. Spellcasters must make a DC 14
Constitution saving throw while concentrating on a spell
in an insect swarm every round or lose their spell, and
conversation becomes impossible at distances greater than
20 feet. Every minute spent in the insect swarm, creatures
suffer 10 (4d4) piercing damage from countless bites.

The insect swarms on the Plane of Ooze last for 10
minutes and follow groups of travelers relentlessly until
driven away by some means. A strong blast of wind can
disperse the swarm, and creating a fire to smoke the
swarm out reduces the duration by half. Spells and effects
that affect normal insects also affect these swarms.

PLANE OF O0OZE: MUDSINK

While avoiding the great clouds of biting insects that infest
the Swamp of Oblivion, travelers may stumble blindly into
the other big hazard of the plane — mudsinks. A mudsink
appears as a normal region of swamp on the Plane of
Ooze, roughly about 50 feet in diameter, but any creature
walking into must succeed on a DC 15 Dexterity saving
throw. On a failure they are pulled down into the mudsink
up to their waist as the sucking mass surges around them,
affecting other creatures within 10 feet of the original
victim. Creatures that succeed on the saving throw avoid

falling into the mudsink entirely.

Escaping a mudsink requires a DC 15 Strength check,
which can be aided by someone with a branch or pole
long enough to reach from the bank, granting advantage
on the check. A stuck creature is able to move 5 feet on
a successful check, so two such successes are necessary
under normal circumstances to escape. However, at the
end of a stuck creature’s turn, it must succeed at a DC
15 Strength saving throw. On a failure they are pulled
further into the mudsink, up to their shoulders, and further
attempts to escape are made at disadvantage (which can
be cancelled out through the aid of a non-stuck helper).

After a third failure the mudsink pulls the victim down
bodily into the slime, forcing DC 15 Constitution saving
throws to avoid gaining a level of exhaustion every round.
Escape is only possible by succeeding at the DC 15
Strength check to climb out but it cannot be assisted once
the victim is fully submerged in the mudsink.

SITES & TREASURES

With all the hazards and monsters on the Border
Elemental Planes, why would anyone go there? To seek out
treasure and wonders from the various mysterious sites of
course! There are numerous reasons to travel to one of the
Border Elemental Planes, and below are a sample list of
some of the most legendary that may pique the interest of
any adventure-seeking band.

BATTLEFIELDS OF SMOKE

On the Plane of Ash, djinni and efreeti forces clash
regularly in a broad region that has become known as
the Battlefields of Smoke. The Diamond Citadel of the
djinn sits at one end, while the efreet Choking Palace is
on the other, and between them is a dense field of floating
rocks, debris, and swirling ash storms. The two opposing
elemental forces battle for control of this region because,
at its center, is a huge floating dormant volcano known as
the Mountain of Smoke. Long ago when it was pulled up
into the Great Conflagration the lava drained out, leaving
countless tunnels, tubes, and chambers inside, along with
a rare mineral known as jaspum.

Jaspum grows in the hottest of lava tubes and is
generally only found on the Plane of Magma, but through
some combination of factors the mountain in the
Battlefields of Smoke contains rich veins of the smoky
rose quartz-like mineral. Both the djinn and efreet covet
jaspum for the creation of magical jewelry, and thus the
battle for its control has raged for many years. Neither side
gains dominance for long, but over the years each side has
managed to mine away small portions of the mountain.
Rumors in the City of Brass and the Citadel of Ice and
Steel say that some primal guardian stalks the hollow
lava tunnels as well, making mining expeditions extra
dangerous.



BoG oF THE DEAD

Creatures die all the time in the Plane of Ooze, and their
bodies are consumed by the swampy terrain and returned
to the landscape as food for the various plants that grow
and thrive. In the Bog of the Dead, however, this natural
cycle is interrupted by the sheer volume of dead creatures
dumped into it. The source of the dead bodies, humanoids
generally but also monsters of a wide variety, is a portal
that flares to life above the bog, from which pour the fallen
soldiers and foes of a powerful necromancer somewhere
on the Material Plane.

Many of the bodies are former zombies and skeletons,
and some spark of necromantic energy mixes with the
natural power of the Swamp of Oblivion to create a
particularly dangerous region. Undead monsters grasp
and pull down travelers, and sometimes the portal opens
and dumps more dead creatures, or parts of them in some
cases, creating a grisly rain of decaying flesh. Treasure has
been known to be found among the fallen in the Bog of the
Dead, and the lure of discarded items is too much for some
scavengers on the plane.

CHOKING PALACE

The border of the Battlefields of Smoke in the Plane of Ash
closest to the Plane of Fire is monitored and patrolled by
the efreeti forces from the Choking Palace. Currently, the
efreeti bey Zaahid Bilaal el-Diabris commands the troops
from the palace, which sits on an unstable floating island
made of burnt ash. Zaahid’s forces include ash elementals,
an elite squad of efreet warriors called the Five Flaming
Falchions, gargoyle mercenaries, and the best fighting
slaves pulled from the markets of the City of Brass. They
fight for control over the Mountain of Smoke and the rich
veins of jaspum contained in its depths, warring with the
djinn and their allies in the Diamond Citadel on the other
side of the great battlefield.

The Choking Palace is an imposing gothic structure built
to inspire fear rather than hope. The forges run by azer
slaves beneath the onyx towers belch black smoke into the
air, mixing with the already toxic fumes of the Plane of Ash
to create massive clouds that settle around the palace. Bey
Zaahid is an ambitious efreeti noble from the City of Brass
who sees the conquest of the Mountain of Smoke as his
ticket to greater glories, perhaps even a place in the Grand
Sultan’s court, so he drives his forces into more and more
conflicts in an effort to overwhelm the djinn. He knows he’s
fighting an uphill battle — the djinn have more allies in the
region that are able to fly, but Bey Zaahid tries to make up
for that difference in sheer numbers.

C1rTtYy OF THE ELDER THINGS

Frozen in a wind-swept valley in an area of low mountains
on the Plane of Ice sits a sheltered site of madness and
monsters. This City of the Elder Things possesses cubic
architecture unlike any seen elsewhere, either on the Plane
of Ice or beyond, and the slumbering inhabitants are alien
creatures utterly beyond the understanding of most beings.
These elder things sleep in deep hibernation in the vaults
and catacombs beneath the curious stone buildings and
arches that make up the frozen city, but their guardians
remain active and alert to intruders.

The most chilling accounts come from adventurers
and travelers that came upon the city by mistake while
searching for something else, and they tell of great
bubbling slimes with unnatural intelligence that move
about the city’s halls and chambers. Some elder things
have been encountered above ground as well, either having
been disturbed out of their hibernation or plotting some
nefarious scheme, and they command traps and puzzles
that utilize powerful elemental forces completely unheard
of across the Inner Planes.

Yet, some planar scholars seek to catalogue and unearth
the true secrets of the City of the Elder Things. Where
did it come from? What are the true motivations of its
builders? Why do the elder things hibernate and what are
they waiting for? The answers to these questions may lie
somewhere in this frozen city of death and madness on the
Plane of Ice.

DiaMmoND CITADEL

At the opposite end of the sprawling Battlefields of Smoke
on the Plane of Ash from the efreeti Choking Palace
stands a gleaming spike of architectural marvel known as
the Diamond Citadel. In a plane filled with soot and ash,
the gleaming walls of this djinni citadel are always clean
and sparkling, a beacon of light and hope standing in
stark contrast to the darkness belched out by the Choking
Palace. The djinn pulled a cloudstone island from the
Plane of Air into the Great Conflagration, and through
magic and regular upkeep the island and diamond walls
are kept meticulously clean.

The djinni forces at the Diamond Citadel are
commanded by Shahinji Tahaani Randa al-Muraji, a
female djinni working her way through the military of the
Great Caliph. She has sworn in the presence of the Great
Caliph to control the Mountain of Smoke, and to that end
she has been given control over the hippogriff-mounted
unit known as the First Scimitar Air Cavalry, along with
aarokocra soldiers from Aaqa. Shahinji Tahaani has her
entire campaign planned out, and to date her forces have
been performing exactly as she planned. Her plan does
require a lot more time, however, something that is getting
the Great Caliph and his advisors very nervous about the
prospects of actually controlling the Mountain of Smoke.
Only time will tell if they can prevail against the efreeti
forces gathered at the other end of the great battlefield.



THRONE OF BLAZEHEART

Long ago, the azer of the Plane of Fire sought to settle
new lands away from the raiding parties of the efreet.
Several large clans of azer left their mountainous homes
in the Fountains of Creation and traveled deeper into the
Plane of Magma. They crossed rivers of lava and caverns
of wonder before finally settling into a massive chamber
that once fed a titanic volcano. The azer carved homes and
forges from the walls and founded Blazeheart, a kingdom
to call their own.

The exact details of what happened to Blazeheart are
unclear, but something tragic happened and the city of
the azer was consumed by powerful forces that could
melt all of their mighty works. All except the throne of the
azer king of Blazeheart, which now sits somewhere in the
Plane of Magma in a buried chamber. The rumors say the
throne is possessed with the souls of all the azer dwellers
of Blazeheart, and they are imbued with knowledge of the
planes beyond the understanding of most scholars and
wizards. Some azer have gone out in search of the throne
to learn of what befell of Blazeheart and its structures, but
so far none have returned from the journey deep into the
Plane of Magma.

LAIR OF FIMBULVINTER

One of the oldest and most powerful dragons in the
multiverse is a truly ancient white dragon called
Fimbulvinter the Winter Doom. He claims a sprawling
series of frozen caves below the wind-swept tundra of the
Plane of Ice as his lair, which he has continually expanded
and built out over the centuries. Many of the passages are
large enough for the great dragon to fly through, and he
has secret side tunnels that lead to hidden portals that
allow him to access much of the multiverse. Ice golems
and ice elementals patrol much of the lair as well, keeping
intruders out, but it is rumored that Fimbulvinter becomes
aware of any unwanted entry to his lair at any time.

Some parts of the massive megalair are given over to
Fimbulvinter’s offspring, ancient and powerful dragons
in their own right, and they squabble with one another
over their father’s unbelievably large treasure horde.
Fimbulvinter’s obsession with gathering artifacts related
to his most hated foes, giants, means he spends little time
watching his children, but he also knows that if anything
truly valuable were stolen he has the might to take it
back with little effort. Several tribes of yetis worship
Fimbulvinter as a dragon god, something that amuses the
Winter Doom, and he allows them to live in sections of his
lair and provide another level of security.

LosT MIRE

The Plane of Ooze is a vast, unwholesome swamp, filled
with insects and monsters that want nothing more than
to eat travelers and spit out their bones. It is also a realm
where things can go missing for a long time, and nowhere
is that truer than the Lost Mire. Deep shadows hang over
this foreboding region, leading some to believe it holds a
strong connection to the Shadowfell, and dark voices can
be heard on the winds that howl through the stands of
gnarled trees.

Some ancient force holds sway over the Lost Mire, and
any object that is thrown into its depths becomes trapped
for a period of 1,000 years. What force keeps it away from
the multiverse is unknown, but it is strong enough to keep
even deities from retrieving them. After the century has
passed, the object is regurgitated back into the Plane of
Ooze, usually violently and in a random direction. Shadow
creatures patrol the region and seem to do the bidding
of whatever force keeps things lost in the Lost Mire, but
that hasn'’t stopped adventurers and treasure seekers from
seeing what bubbles up every now and then.

OBSIDIAN OBSERVATORY

The Plane of Magma is a very inhospitable place, but

for the wizard Tressafyne it also might hold the key to
understanding the multiverse. She and a small band of
apprentices learned of ancient lines of magic that run
through the Plane of Magma, and they believe these lines
connect up to every portion of the multiverse in some way.
In order to study the strange phenomena, which many in
the planar scholarly community do not believe really exist,
Tressafyne commissioned a building where she could
conduct her research. The azer that built it considered
her mad, but they did as they were paid, and the Obsidian
Observatory was constructed to Tressafyne’s exact
specifications.

The Obsidian Observatory is a large dome made of shiny
black obsidian, magically treated to withstand the power of
the lava around it, with several towers protruding along its
top. Tressafyne chose a cavern in the Plane of Magma that
seemed to be the focus of the magical lines she believed
would unlock the multiverse’s secrets, though over time the
cavern has collapsed and reformed due the flowing molten
rock of the plane. The observatory remains anchored in
place, however, which seals her and her apprentices off for
years at a time. Has Tressafyne found something? Or has
she truly gone mad?



RIVER OF RAGE

Magma is often viewed allegorically linked to anger, but on
the Plane of Magma that link has manifested as a tangible
location. The River of Rage is a magma flow river that cuts
its way through the rocks of the plane with a passionate
fury, and it hungrily devours any and all that get it in

its way. It is theorized that some elemental intelligence
commands the River of Rage, and that it can redirect its
flow at any time in any direction in pursuit of new victims
to consume. The bubbling river of lava is more volatile
than most on the plane, with great bubbles of crimson
erupting from its fast-flowing surface, and it splashes and
moves more like water, allowing it to move swiftly through
slower moving pools of magma.

And it’s not just the lava that travelers must worry about.
Sentient victims of the River of Rage turn into ghostly
apparitions that follow its course and goad other creatures
into falling into its path. These ragewraiths are spirits of
elemental fury, consumed with adding more numbers to
the ever-hungry River of Rage. They are the embodiment
of furious evil, though they have been known to appear in
other planes when a particularly angry individual perished
while holding on to their internal rage.

SLIME LORD TOMBS

The Slime Lords were a group of wicked spellcasters that
used powerful transmutation magic in new and devious
ways. They built a complex on the Plane of Ooze called
the House of Slime to conduct experiments and magical
research, pulling power from the very plane around them,
and they were very successful at their efforts. Each of

the individual Slime Lords had a wing of the House of
Slime that was theirs, though infighting and treachery
were common. The leader of the Slime Lords was an

orc wizard from the Material Plane whose sheer will and
determination kept the rest of his fellows in line.

Until they interfered with Juiblex, Demon Lord of Slime,
in his lair on the Abyss. What secrets were stolen have
never been known, but when Juiblex learned of the thieving
efforts he brought down a terrible wrath upon the Slime
Lords. The Swamp of Oblivion rose up at the command of
the demon lord and encased the House of Slime, trapping
them inside, and then it sank beneath the muck of the
plane. Did any Slime Lords escape? What happened to
their research and magical powers? Some wizards have
sought out the sunken House of Slime, now referred to as
the Slime Lord Tombs, but to date none have found it and
lived to tell the tale.

The region of the Plane of Ooze that sits above the Slime
Lord Tombs is known to have bizarre magical properties
and strange construct-like guardians. Acidic rain, slime
from the swamp that moves up into the sky, geysers of
muck, and more keep the unwary from finding the sunken
home of the Slime Lords.

TuNDRA PITS

On the Plane of Ice, the frozen tundra that stretches
across the realm is broken up periodically by ice-covered
mountains. But in one spot, the landscape dips down and
creates a broad bowl-shaped depression that stretches for
more than a hundred miles. The howling wind is lessened
inside the depression, the interior of which is dotted with
countless holes. This region is known as the Tundra Pits,
and the ice sheet on the floor sits over a curious porous
stone that creates pits with a depth from 10 feet up to 100
feet or more.

Travelers and explorers of the Frostfell have taken refuge
in the Tundra Pits from the unrelenting cold and wind of
the plane, only to find themselves trapped in a surprisingly
deep pit. Some of the pits lead to a series of caves, while
others sit in frigid zones that can freeze a creature in a
matter of moments.

ADVENTURE HOOKS

Like the rest of the Inner Planes, the Border Elemental
Planes can be an exciting location for an adventure, or a
lingering power originating from one of the realms can
affect the Material Plane. Ash, ice, magma, or ooze, these
places hold a wealth of adventure possibilities and dangers
just waiting to be uncovered.

Storm of Frostmites. As winter descends, a strong
blizzard kicks up, dumping swarms of frostmites from
the Plane of Ice onto the unsuspecting people. What
drew the frostmites through the spontaneous portal
from the Frostfell to the Material Plane? Turns out it was
deliberate and a priestess to an ice deity opened the portal
deliberately, and the characters find themselves in the
unique position of tracking the priestess down in her icicle
tower and stopping her reign of icy terror.

Oozemaster’s Staff. A band of bullywug thugs have
been harassing travelers along a swampy road with
renewed vigor, and the characters are asked to put a stop
to them. The bullywug leader holds a staff that allows him
to channel the power of the Plane of Ooze, making their
lair a difficult place to navigate. Who gave the bullywug
the staff? What other powers does it hold? And why do the
ooze elementals keep popping up to try and take it back?



Crashing the Ashen Party. The Mephit Monarch on the
Plane of Ash is looking to build an alliance with her mephit
cohorts across the Border Elemental Planes, an alliance
that threatens to destabilize a trade deal with a planar
merchant company operating out of the City of Glass on
the Plane of Water. The characters are drawn into the mix
when they rescue a member of the merchant company,
who ask the party travel to the Plane of Ash and disrupt
the meeting between the representatives of the Mephit
Monarchs in Everember. How they go about disrupting the
meeting is up to them, but it’s likely to create some long-
lasting enmities with the Mephit Monarchs.

Dagger of Smoke. The characters find themselves in
possession of a curious dagger made of jaspum, a smoky
rose quartz, mined from the Mountain of Smoke on the
Plane of Ash. The dagger draws unwanted attention to the
party from efreet strike forces, but they also befriend an
undercover djinni who explains the source of the material.
The djinni is looking for help in a secret strike into the
Mountain of Smoke to destabilize the mining operations
established by the efreet, and the characters seem like just
the capable type to take on the mission.

Armageddon Under Ice. A band of diviners have
learned of a doomsday machine in the City of the Elder
Things that must be stopped, and so they seek out
the characters to help stop the impending disaster.

The diviners are vague on the details, but the sense of
impending doom is strong enough for them to charter

the characters to travel into the Plane of Ice, find the City
of the Elder Things, and stop whatever mechanism is
poised to end life across the multiverse. But what truth is
really lurking in the frozen megalithic city of curious cubic
buildings? The characters must brave madness and death
to find out!

BORDER ELEMENTAL PLANES



RANDOM ENCOUNTER TABLES

The below tables can be used by the Dungeon Master

as a source of inspiration when a party of characters

is traveling around the Border Elemental Planes. Four
separate tables are provided — one for the Plane of Ash,
one for the Plane of Ice, one for the Plane of Magma, and

one for the Plane of Ooze.

PLANE OF ASH

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-65
66-99
00

PLANE OF AsH ENCOUNTER

1 belker

1d6 hostile ash elementals
1d6 hostile fire elementals
1d6 swarms of ash rats
1d4 efreet

Chokecloud

Red lightning strike

1d4 djinn

1 ancient blue dragon

PLANE OF ICE

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-65
66-99
00

PLANE OF IcE ENCOUNTER

1d4 frost giants

1d6 hostile ice elementals
1d6 hostile air elementals
1d3 frost salamanders
Blizzard

Deep freeze

1d6 yeti

1d4 remorhaz

1 ancient white dragon

PLANE OF MAGMA

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-65
66-99
00

PLANE OF MAGMA ENCOUNTER

1d6 lava sharks

1d6 hostile magma elementals
1d6 hostile fire elementals

1d6 hostile earth elementals
1d4 efreet

1d6 azer miners

Magmafall

1d4 ragewraiths

1 ancient red dragon

PrLANE OF OOZE

1D100
01-10
11-20
21-30
31-40
41-50
51-60
61-65
65-99
00

PLANE oF OozE ENCOUNTER

1d6 hostile ooze elementals
1d6 hostile water elementals
1d4 dripping crawlers

1d6 mud serpents

Insect swarm

1d6 gelatinous cubes
Mudsink

1d4 green hags

1 ancient black dragon



ASTRAL PLANE

“The Astral Plane is an anomaly. Even thinking about it as a plane
is technically wrong, as it is simply the space between the planes,
but the nomenclature can be made to work if it is thought of as
transitive space. Between the Material Plane and the Inner Planes,
and between the Inner Planes and the Outer Planes, the Silver
Void of the Astral sits, facilitating not just travel but life itself. Or
at least intelligent life, which likely draws cognitive essence from
the Astral in some way not yet understood. However, whatever its
original intention, it has become a place of breathtaking wonder
and limitless danger.”

Lillandri the Moon Mage

The Astral Plane is the connective tissue between the
multiverse, a place both within and outside most of it. For
most Material Plane natives, the Astral Plane is little more
than a conduit that is used to access the rest of the planes,
and even then it may not register as a place worth visiting,
But as a realm of powerful thought and pure belief, it can
hold wonders and treasures from bygone times and eras
just waiting to be discovered.

Those wonders are guarded by some fierce monsters,
including creatures such as the githyanki, perhaps the
most famous of the Astral Plane residents. The curious
thing about them is that they are not natives — they were
refugees from some other place, where they escaped
bonds of servitude at the hands of illithids. They've gone on
to colonize portions of the Astral Plane, and have learned
to harness their impressive mental capabilities to power
great ships that sail the Silver Void as quickly as worldly
ships travel an ocean.

And while at first glance the Silver Void earns its
name as being empty, travelers that go long enough
and far enough can find islands of material from across
the multiverse. Great physical masses float tranquilly
through the Astral Plane, the husk-like remnants of gods
the multiverse forgot about or were defeated by others.
Islands of earth, clouds of water, and more have been
pushed or pulled into the Astral Plane by a host of events,
accidental and deliberate, from a multitude of other planar
destinations.

Adventure seekers drawn into the Astral Plane may find
the githyanki city of Tu'narath, explore the vast Field of
Stars, search for the legendary Colorless Pool, or mine for
rare astral diamonds within the Silver Mountain. These
places and more lay scattered about the Astral Plane, just
waiting for explorers to uncover.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Astral Plane as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Astral
Plane.

Silvery Vapors. The Astral Plane is filled with endless
silvery vapors, constantly swirling and reforming in a vast
unending landscape. There is no up or down, no sense of
direction at all, and nothing solid to get a bearing from.
Sailors and travelers used to more traditional navigation
usually find this disorientation distracting, but the
githyanki have learned to train their senses to watch for
the nearly imperceptible shifts that occur within the Silver
Void to navigate.

Time Stands Still. The Astral Plane is a time-locked
plane of transitive nature. Things move and drift, and even
the astral conduits that weave through the multiverse tend
to twist in the silvery nothingness, but a mortal creature
doesn’t need food, air, or water for as long as they are in
the Astral Plane. Natural aging ceases altogether — hair
and fingernails don’t grow, skin doesn’t flake off, and
creatures neither increase nor decrease in height due to
age. Similarly, wounds don’t heal while in the Silver Void,
though magic and other replenishable abilities still need to
recharge.

Thought-Powered Action. A thought has a physical
connection on the Astral Plane. The very nature of the
Silver Void connects it with the latent psychic powers
of all beings. The actual physical movement of walking,
for example, is incredibly difficult on the Astral Plane at
first — the person has to think about the action to have
it realized in the smoothest and easiest possible way.
Naturally psychic creatures, such as illithids and the gith,
find this transition natural, while most others flounder for
a bit especially upon first arriving in the Astral Plane. An
adventurer has to think about their action as deliberate
movements, something most mature beings have long ago
mastered in other planes.

LAYy OF THE LAND

The Astral Plane is a vast realm of eternal silver twilight,
with no discernible direction or regional break across the
entire plane. Planewalkers call the plane the Silver Void
for a good reason, and upon first contact it presents an
empty silvery sea, devoid of any substance. But it is not
empty, and the plane operates on thoughts and willpower
more than the elemental building blocks of the multiverse.
This basis creates a lot of strange situations that can
understandably confuse new travelers.



And, contrary to this first impressions, the Astral Plane
is not even empty of locations and phenomena. The
most commonly encountered feature are color pools —
two-dimensional circles of varying color that allow easy
transportation to other planes in the multiverse. As one of
the most frequently traveled planes across the multiverse,
it's also not uncommon to run into other planar travelers,
usually on their way to somewhere, but the sheer size of
the Astral Plane makes such encounters rare.

How big is the Astral Plane? Planar scholars have
debated this question for ages, and the most common
answer is “forever.” There is no end to the Silver Void,
where time and direction are meaningless, and the nature
of the plane means that finding places to go requires
expending mental energy and having a clear vision rather
than knowing a specific path or route.

Besides color pools and the detritus of the multiverse,
travelers on the Astral Plane are likely to see astral
conduits — ribbons and tubes of various color that wind
through the Silver Void. These conduits are sealed portals
linking the planes of the multiverse, and are used normally
by the souls of the dead moving from their place of death
to their final resting place. On other planes, astral conduit
openings are difficult to find and often have unusual means
of accessing them.

CYCLE OF TIME

On the Astral Plane, time does not pass the same as

it does across the rest of the multiverse, so there is no
measure of time that is useful or meaningful. This means
that a creature on the Astral Plane does not age for as long
as they remain on the Astral Plane, and they also do not
feel hunger or thirst. Travelers still “feel” the passage of
time — a minute that passes feels like a minute anywhere
else, and this time distortion doesn’t affect spells or other
time-based effects.

SURVIVING

The Astral Plane is not hostile to life, and some quirk of
the “air” in the plane means that any creature that breathes
anything can breathe in the Silver Void. Creatures that can
only breathe water can travel side-by-side with another
creature that breathes only rock. In this way, there are few
friendlier planes in the multiverse for simply existing,.
However, because time does not pass as it normally
would, creatures cannot regain hit points by spending
hit dice during a rest and they do not regain hit points
during a long rest. Magical healing functions as normal,
but bodies do not register time as passing so they don't
heal naturally. Certain areas on the Astral Plane, such as
the Inn of the Silver Lantern, have special properties that
overcome this aspect of the plane.

GETTING THERE

The simplest way to enter the Astral Plane is through the
use of the astral projection spell. Using this spell, travelers
into the Silver Void have their spirit forms transported
only, leaving their material bodies behind. A special
connection called a silver cord links the spirit form to the
physical body, allowing the targets to traverse the Astral
Plane at will. If the traveler’s spirit form is reduced to O
hit points, the silver cord simply pulls back the person
back to their physical body. Unfortunately, one of the most
frequently encountered hostile creatures on the Astral
Plane — the githyanki — have special weapons that allow
them to cut a silver cord, severing the tie and Killing the
target immediately.

Gates exist across the multiverse linking the various
planes to the Astral Plane as well, but these are generally
hidden and require a key of some sort to activate. The key
for such a portal does not need to be a physical object,
it can possibly be a gesture or series of actions instead.
Volumes of gate lore are recorded by planar scholars
across the multiverse; the most extensive catalogue
belongs to the library of Arx Infinitus, home to the Codex
Keepers in the Ethereal Plane.

Once a traveler has reached the Astral Plane, finding a
way out is very straightforward. Floating portals exist in
the Silver Void called color pools which link to other gates
in other planes. The colors of these pools reflect their
destination — ruby for the Nine Hells, emerald green for
the Beastlands, jet black for Limbo, and so on. This makes
the Astral Plane an ideal stopping point for finding a portal
to another plane, as it is the only place where such gates
are easily identifiable and discovered.

TRAVELING AROUND

As a realm of thought, moving around in the Astral Plane
is not so much a physical act as a mental one. Creatures
on the Astral Plane have a flying speed equal to 3 x its
Intelligence score while traveling on the plane. Physical
movement is possible as well, but it’s clumsy, so a creature
relying on its walking speed has a flying speed equal to half
its walking speed. Creatures that can swim or fly can move
normally, choosing to use their Intelligence, swimming, or
flying speed to move around.

Distance is a very abstract concept on the Astral Plane
as well. While the plane is theoretically infinite, reaching
a specific destination relies more on willpower and a clear
mental picture than anything else. Traveling to a location
on the Astral Plane requires a number of hours based on
how familiar the traveler is with their destination. Use the
following chart as a guide.



AsTRAL PLANE TRAVEL TIMES

FAMILIARITY TRAVEL TIME
Very familiar 2d6 hours
Studied carefully 1d4 x 8 hours
Seen casually 2d4 x 8 hours

1d6 x 16 hours
2d6 x 16 hours

Viewed once

Description only

A “very familiar” location is one the traveler has been
to multiple times. “Studied carefully” is a well-known
place that the traveler has been to at least once. A
color pool used previously would usually fall under the
“studied carefully” category. “Seen casually” is a place
witnessed from a distance, or one that is similar to a
better-known location — a color pool of the same color as
used previously, for example. “Viewed once” would be a
place seen through magic, and “description only” could be
related to the traveler verbally or written by a third party.
The nature of the Astral Plane means that there are no
encumbrance penalties for travel.

PowEeERFUL & MIGHTY

To date, no overarching power has been found to be
lurking behind the Astral Plane, and most planar scholars
agree that no such entity or intelligence exists. That
doesn’t mean other organizations and powerful creatures
haven’t found the Silver Void to their liking, and travelers
into the Astral Sea should best be knowledgeable about
these groups and their desires.

GODSBLOOD FELLOWSHIP

Across the history of the multiverse, there have many
gods that have perished. Some violently, but most through
simple loss of worshippers, depriving them of their

deific power until they eventually fade away. Or at least,
they fade away from their plane of residence. As a god’s
power wanes and fades, a peculiar island appears in

the Astral Plane, representing the memory of the fallen
deity coalesced as a rocky formation. They bear little
resemblance to their former power, but each is unique and
contains untapped potential for power.

Or so the members of the Godsblood Fellowship believe.

These researchers, wizards, scholars, treasure hunters,
and necromancers have gathered together to study and
utilize the god-isles that float through the Astral Plane.
They were founded by a pair of priests who had lost faith
in their god long ago, but after some tragedy returned
to the faith — only to find the faith gone as the god had
“died.” They scoured the Silver Void until they found
their deity’s god-isle, and upon it they built a home to live
and watch over their fallen god. During this time they
discovered strange creatures called husks that manifested
some power, and fascinated they began to research what
properties lay in the physical remnant of their god’s power.
What they learned surprised them, and eventually they
came across others of like mind, and together they formed
the Godsblood Fellowship. They turned their home into

the Godsblood Citadel, a center for learning, though not
all members were interested in simple research. The two
priests still operate the fellowship as stewards but they
keep the doors to their citadel open for any that show an
interest in the god-isles of the Astral Plane and the power
that they may hold.

HOLDERS OF THE SILVER LANTERN

It is not uncommon to find travelers lost in the Astral
Plane. Perhaps they were searching for a color pool and
got lost in a psychic storm, or they got caught up in a time
ripple that robbed them of their memories. The most
common problems though are lost travelers that run afoul
of one of the plane’s many dangers — githyanki raiders,
psurlon psychics, soul leeches, and other monstrous
creatures that prowl the Astral Sea. But, for the lucky, a
visit from the Holders of the Silver Lantern can be a true
beacon in the Silver Void.

The Holders of the Silver Lantern are a loosely
organized band of monks dedicated to protecting travelers
across the Astral Plane through any means necessary.
They were started by an astral deva named Monaccus
who rescued an elder monk grandmaster from a githyanki
raiding ship. The two formed an instant friendship, and
together they worked to protect those not ready or able
to face the threats of the Astral Plane, guiding lost souls
and travelers through the Silver Void. Hearing of the
grandmaster’s work, other monks came to his side, and
more astral devas joined in as well.

On a rocky chunk of Material Plane sucked into the
Astral Plane long ago they built a home for wayward
travelers called the Inn of the Silver Lantern. The monks
and astral devas use this as their base of operation,
and magical spells cast over the multi-storied building
allow rest and relaxation to benefit those inside. The
grandmaster of the Silver Lantern was captured by the
githyanki long ago, and the astral deva Monaccus has been
searching for him ever since in his ongoing quest to keep
the Astral Plane safe for the innocent.

L1cH-QUEEN OF THE GITHYANKI

Without a doubt, when most people think of the Astral
Plane they think of the githyanki, and with good reason.
The githyanki have taken to the Silver Void and claimed
it as their own as much as possible, with their astral
ships seeking out threats of all kind and well-constructed
fortresses lending support to invasions across the
multiverse. They have developed powerful magical
advances since arriving in the Astral Plane, and most

of that can be attributed to the will and might of their
leader, the Lich-Queen Vlaakith. She has ruled the city
of Tu'narath, built on the hollowed-out god-isle of some
forgotten deity, with an iron-like grip, and under her rule
Tu'narath has grown into the largest metropolis on the
Astral Plane.



Vlaakith is a power-hungry despot whose word
is absolute law in Tu'narath. The githyanki call her
the Revered Queen, and most follow her commands
without question out of blind loyalty. She is a powerful
necromancer and wields formidable magic in her god-skull
throne room atop the spire of Sussurus, the Palace of
Whispers. From there, it is said that she hears any word
whispered by a githyanki anywhere in the Astral Plane,
and she is known to strike quickly and decisively against
would-be rivals to her throne.

Vlaakith wields her power for the glory of the githyanki,
and she yearns to conquer the rest of the multiverse. As
an immortal lich on a plane where time stands still, she
has learned patience, and she is careful not to overextend
the impressive military might of the githyanki too hastily.
But over the centuries, Vlaakith has been plotting
invasion forces, and she sees the Material Plane as the
perfect location for housing the base of her multiversal
empire. Already teams of githyanki assassins and spies
have scoured the portals of the Silver Void, charting the
destinations and learning the secrets of the other side. She
was thwarted once in the past in her invasion attempt, so
she has learned to be more cautious and to account for
meddling teams of heroes that may interfere.

THREE MINDS OF MENNDRYNTAERTH

Some travelers in the Astral Plane have reported
encounters with a very large, very strange dragon.

He is a copper wyrm of ancient descent known as
Menndryntaerth, but something has happened to his once
formidable intellect that has created a mental schism. The
result are three distinct and separate personalities within
the mind of Menndryntaerth, each with its own goals and
agendas.

The copper dragon keeps to himself, moving about the
Astral Plane and never settling in one place, so tracking
Menndryntaerth down has proven difficult if not impossible
for those seeking him out. And when found, it is never
known which of the three minds of the copper dragon are
going to be in control. One of the minds is known to be
that of Menndryntaerth as he always was — a good-natured
prankster with a sharp intellect and a love of riddles and
good conversation. In this personality, the copper dragon
seeks only to help, though he is constantly searching for
his lost treasure hoard.

The second mind of Menndryntaerth is greed, miserly,
covetous, and suspicious. When this personality is in
charge, the copper dragon shies away from company and
has been known to strike out at githyanki astral ships
and innocent travelers in search of lost treasure. Though
unpredictable, this mind of Menndryntaerth usually keeps
the dragon hidden from sight.

The third mind is the most dangerous, and it is
one possessed with primordial anger and rage.
Menndryntaerth in this mind sees everyone as enemies
and spies and doesn'’t hesitate to use all of his powers to
destroy them as punishment for stealing his lost hoard.
He has been known to work with fiends of all kind in this
mind, and it is rumored the copper dragon is owed a great
favor by a demon prince of the Abyss.

All three of Menndryntaerth’s minds are occupied with
finding the dragon’s lost treasure to some degree, leading
some planar scholars to believe it was something in that
hoard that caused the great dragon’s fractured mental
state. No one has so far been able to piece together enough
information about Menndryntaerth’s background to find
more information on his lost treasure, however.

REDFANG REAVERS

It’s not just the githyanki that have discovered the Astral
Plane’s amenable position as a base of operations for raids
into the multiverse. Smaller outfits with a bit of planar
knowledge utilize the Silver Void as well, and the most
successful so far has been a group known as the Redfang
Reavers. The leader of the Reavers is a cunning gnoll
warrior named Redfang from the Material Plane, and

his raiding crew of goblins, hobgoblins, ogres, and other
humanoids has grown in size since he stumbled upon a
portal to the Astral Plane decades ago.

Part of Redfang’s success comes from his patience. He
and his most trusted advisors, which include twin goblin
sorcerers and a minotaur priest, have charted many portals
in the Silver Void, and they are careful not to over raid one
too much. They cycle through them as much as possible,
raiding and pillaging in one for a period before moving on
for years at a time. The spoils of their raid are kept in a
secret base somewhere in the Astral Plane, the location
of which is kept from all but Redfang’s most trusted
lieutenants. The rest of the raiders are blinded leading
to and from the base using the goblin sorcerer’s magical
powers.

In truth, Redfang and his reavers are still pretty small
when compared to the might of the githyanki army, but
they are growing fast and have enjoyed great success
over the years. The raiders are ruthless and cunning, and
Redfang has learned many tricks of the Astral Plane to
avoid complications with his more powerful neighbors.

CREATURES & DENIZENS

Though it is commonly understood that few monsters are
inherently native to the Astral Plane, over the ages many
creatures have settled on it as their permanent place of
resident.

ABERRATIONS

The Astral Plane has become home to numerous creatures
from across the multiverse who have found the thought-
powered realm a natural fit for their unnatural existence.
Aboleths have been encountered in some of the floating
dead god islands, having created a nice personal territory
from which to expand their influence, and the slave-taking
neogi have used the Astral Plane as a regular conduit for
generations. Astral stalkers glide through the Silver Void,
striking silently at their prey, and even beholders have been
found from time to time. Berbalangs are skulking hoarders
of secrets that constantly scour the dead god islands for
new tidbits to gather and steal away.



Mind Flayers. Mind flayers and their ill, including elder
brains and neothelids, have carved out large sections of
the Silver Void for their own personal empires, and many
planar scholars believe the Astral Plane was the central
bastion of the mind flayer empire that once dominated vast
swaths of the multiverse. Their rule was broken and now
only fragments remain, but there is a dream among some
of the Astral Plane mind flayers to once again rise up and
conquer. The githyanki, former slaves of the illithids, do
their best to keep this from happening,.

Psurlons. Psurlons are wicked, worm-like beings that
have managed to avoid outright confrontation with the rest
of the multiverse. They are, nonetheless, thoroughly evil
and bent on total domination, and they have spread into
the Astral Plane from their original home without ever
looking back. They are psychic monsters with considerable
powers at their disposal, but for the time being they
are content to put long-reaching plans into motion and
not draw attention to themselves. They possess hidden
crystalline fortresses all across the Silver Void, but few
have seen or encountered them and lived to tell the tale.

HuMANOIDS

Humanoids from across the multiverse use the Astral
Plane as a convenient travel route between the planes of
existence, and some of them have stopped to stay awhile.
The time-freezing nature of the Silver Void makes it
especially tempting for older mortal beings who have try
to prolong their life outside unnatural means. Wizards,
sorcerers, and warlocks often setup homes within floating
fortresses on the Astral Plane, as they usually have the
magical means to travel to and from the plane without
needing to search constantly for a portal.

Githyanki. The only humanoid race to truly make the
Astral Plane their home are the githyanki. Raiders, pirates,
and reavers, the githyanki were once part of a single race,
the gith, and served as slaves under a mighty mind flayer
empire long ago. They threw off their shackles of servitude
but the race was split by different ideologies. One, the
githzerai, wanted only to find peace and serenity, and they
left to colonize the plane of Limbo. The githyanki wanted
revenge and they stayed in the Astral Plane to hunt down
the illithids, and over time that mentality has extended to
much of the multiverse. They've become excellent raiders
and soldiers who have honed their fighting techniques to
take ultimate advantage of their surrounding terrain. Most
githyanki recognize the ultimate authority of the Lich-
Queen in the city of Tu'narath, built on the corpse of a dead
god, and they serve her whim without question. Others see
different paths for themselves, though the authority and
reach of the Lich-Queen is long and her memory vast.

MONSTROSITIES

Numerous creatures that defy easy categorization make
their way through the vast silvery wasteland of the

Astral Plane. The most dangerous of these are the astral
dreadnoughts, enormous forces of appetite and destruction
originally created by a deranged god to devour creatures
using the Astral Plane as a waypoint in the multiverse.
Soul leeches may be one of the only actual native creatures
of the Silver Void, and while they don’t seem sentient they
do possess instincts of survival that put them above mere
beasts. They gestate in a larval stage before consuming
mortal beings and growing larger, and they often lurk
around color pools in order to trap travelers.

HAzZARDS & PHENOMENA

Travelers to the Astral Plane should be aware of the
various hazards that can wreak havoc on their journey,
such as psychic storms and time ripples. Remembering
which color pool leads to which plane can be helpful as
well, along with knowing what to expect from the tubes of
astral conduit that crisscross the Silver Void.

ASTRAL CONDUIT

The Astral Plane has few natural occurrences, but the
conduit system that connects up the various planes of the
multiverse is considered one of them. Conduits are similar
to portals in that they link two locations on separate planes
to each other, but the difference is in the transportation.
Portals are like doors — start in one plane, step through a
portal, and you're now somewhere else entirely. Conduits
are tubes that can be viewed and interacted with outside of
their entrances and exits and they all use the Astral Plane
as a middle ground.

The most common use of an astral conduit is invisible
and unknown to most people. When a creature dies,
its soul instinctively moves to the nearest conduit that
correlates to their plane of final rest. They move into the
conduit, travel through the Astral Plane, and are deposited
at their destination. Simple as that. Living creatures can
use astral conduits, and the effect can be disorientating
as the mind and body of the traveler is hurled through the
length of the conduit for several minutes before reaching
the exit.

Astral conduits are difficult to locate as they don’t show
up on typical searches, and many conduits only allow
travel by physical bodies under certain circumstances, like
a specific moon phase or time of day or night. They don’t
require keys as a rule and they tend to be more stable than
standard portals. They also only allow one-way travel.

Astral conduits can be directly affected on the Astral
Plane. The githyanki are known to have a special spell that
allows them to pierce an astral conduit, and it’s through
these tears that drift souls are known to spill out of. An
astral conduit self-heals over time, leading some planar
scholars to theorize they are living organisms, but no
definitive conclusion has been reached.



ASTRAL TRAVELER

As the Astral Plane touches all of the other planes of the
multiverse, it is a natural pathway for many creatures
seeking other planes. Whether it's Material Plane wizards
exploring new portals, raiders and pirates choosing

their next target, fiends mounting assaults on faraway
fortresses, or celestials watching over the order of the
multiverse, almost any other type of intelligent creature
can be encountered in the Silver Void.

You can use the table below to inspire an astral traveler
randomly encountered in the Silver Void. Some can be
encountered alone (such as a beholder or lich), while it
makes sense for others to have a group of one or more
with them (such as the pit fiend or hobgoblin warlord). You
can also roll on the Astral Traveler Purpose table to help
outline the nature of the encounter.

RANDOM AsTRAL TRAVELER

1D100 AsTRAL TRAVELER
01-03 Deva

04-06 Planetar
07-09 Solar

10-12 Beholder

13-15 Cambion

16-18 Death knight
19-21 Balor

22-24 Marilith

25-27 Erinyes

28-30 Horned devil
31-33 Pit fiend

34-36 Drow priestess of Lolth
37-39 Dao

40-42 Djinni

43-45 Efreeti

46-48 Marid

49-51 Githzerai monk
52-54 Night hag

55-57 Hobgoblin warlord
58-60 Lich

61-63 Mind flayer
64-66 Mummy lord
67-69 Oni

70-72 Rakshasa

73-75 Death slaad
76-78 Succubus

79-81 Vampire

82-84 Arcanoloth
85-87 Ultroloth

8890  Archmage

1D100 AsTRAL TRAVELER

9193 Assassin

94-96 Chromatic dragon

97-99 Metallic dragon
00 Roll twice

RANDOM AsTRAL TRAVELER PURPOSE
1D20 AsTRAL TRAVELER PURPOSE
1-4 Searching for a color pool
5-8 Hunting a target on the Astral Plane
9-12 Hiding from a rival
13-16  Looking for a specific site

17-20  Meeting another creature (roll again on
the Astral Traveler table)

CoLor PooL

The Astral Plane is famous for its color pools — easily
discovered portals to all of the other planes in the
multiverse. Each color pool appears on the Astral Plane
as a two-dimensional circle, 1d6 x 10 feet in diameter,
completely filled in by a single dominant color. The

colors match to other planes, though each color pool has
a unique and fixed destination point on the other side.
Unfortunately, these are general traits, and there are some
color pools that do not behave as expected.

Most color pools are one way, which means there is no
return journey possible. A rare few are two-way portals,
and these tend to be jealously guarded by creatures native
to the plane on the other side (for protection against
invading githyanki if nothing else!).

Roughly 5% of color pools are incorrect in color, so
where a traveler might think the amber color pool they're
moving through is going to take them to Bytopia, it could in
reality deposit them somewhere in the Nine Hells.

Also, some color pools do not have a fixed location and
instead drop the traveler at a random location on the
destination plane. It's about 5% of color pools that fall into
this category as well.

When a color pool is encountered, roll 1d20. If the result
is a 1, the color of the pool does not match the destination;
roll randomly on the Color Pool Table below to see where
it actually leads. If the result is a 2, it’s a color pool without
a fixed location. When the characters move through it, they
arrive in a random location on the destination plane. Look
to the destination plane for possibilities. If the result is a
20, it’s a rare two-way color pool with a way to access it
from the destination plane.

CoLor PooL DESTINATION

1D100 PLANE PooL CoLor
01-04 Ysgard Indigo
05-08 Limbo Jet black
09-12 Pandemonium Magenta
13-16  The Abyss Amethyst



1D100 PLANE PooL CoLor
17-20  Carceri Olive
21-24  Hades Rust
25-28 Gehenna Russet
29-32  The Nine Hells Ruby
33-36  Acheron Flame red
37-40  Mechanus Diamond blue
41-44  Arcadia Saffron
45-48  Mount Celestia Gold
49-52  Bytopia Amber
53-56  Elysium Orange
57-60 The Beastlands Emerald green
61-64  Arborea Sapphire blue
65-68 The Outlands Leather brown
69-72  Ethereal Plane Spiraling white
73-76  Plane of Air Pale blue
77-80  Plane of Earth Moss granite
81-84  Plane of Fire Fire emerald
85-88  Plane of Water Dark blue
89-00 Material Plane Silver

DeaD GOD

The rocky remnants of gods floating in the Astral Plane
aren't really the bodies of gods — gods have no true
physical form. Instead, they are the physical remains of

memories, heroes, wars, promises, regrets, hopes, and so
much more, and the Astral Plane is where these powerful
fragments coalesce into solid matter. God-isles, as they are
sometimes referred to as, look at first glance to be made
of rock and unworked stone, and though they occasionally
offer a hint in their formation they are just as likely to be
large unidentifiable chunks of terrain.

The Godsblood Fellowship and certain sects of the
githyanki are obsessed with cataloguing these godly
fragments and understanding what powers can be pulled
from them. Some god-isles spawn husks, undead monsters
that hold a spark related to the dead god upon which
they roam, but not all of them do. Most god-isles have
“godquakes” that shake them violently, occurring every few
dozen decades or longer, and during these catastrophic
events strange things can happen. Godsblood scholars
believe a godquake to be a memory shuddering through
the physical remains, and there have been occurrences of
creatures and effects appearing as a result.

Some god-isles have been mined to reveal veins of
otherworldly metal, while others possess strange auras
and properties that defy description. Each one is unique,
and learning the nature of the god that it represents
can offer insight into what treasures and dangers might
be lurking beneath the rocky surface. The Godsblood
Fellowship is dedicating to uncovering as much about the
god-isles as possible, and the self-serving githyanki are
always looking for an edge in their extraplanar conflicts.

PsycHic WIND

The Astral Plane is not completely devoid of natural
phenomena. Psychic winds are not actual storms, but
instead a wave of lost memories and thoughts that gather
naturally in the Silver Void from points all across the
multiverse. What causes a psychic wind to form is not
understood, but they travel through the Astral Plane and
can wreak havoc on travelers and natives alike.

The arrival of a psychic wind is preceded by a darkening
of the silver landscape, but by that point there is no escape
— the phenomena moves too quickly and encompasses too
broad of an area for creatures to escape. Within minutes of
the darkening, the force hits, sending travelers tumbling in
a wild chaotic jumble of powerful thoughts and battering
emotions.

Psychic winds have two effects. The first is a
disorientation, which cannot be avoided. Roll on the
Psychic Wind Location Effect table to determine the result.
The second is a mental one, and intelligent creatures
caught in a psychic wind must succeed on a DC 15
Intelligence saving throw or suffer a random effect from
the Psychic Wind Mental Effect table.

PsycHic WIND LocaTioN EFFECT

1D20 PsycHic WIND LocaTioN EFFeCT
1 Pushed forward; reduce travel time by 1d6
hours

2-8 Diverted; add 1d6 hours to travel time

9-12 Blow off course; add 3d10 hours to travel
time

13-16  Lost; at the end of the travel time, characters
arrive at a location other than the intended
destination

17-20  Sent through color pool to a random plane
(roll on the Astral Color Pools table)

PsycHic WIND MENTAL EFFECT
1D20 PsycHic WIND MENTAL EFFECT

1-8 Stunned for 1 minute; you can repeat the
saving throw at the end of each of your turns
to end the effect on yourself

9-10 Short-term madness (see the Dungeon
Master’s Guide for details)

11-12 11 (2d10) psychic damage
13-16 22 (4d10) psychic damage

17-18 Long-term madness (see the Dungeon
Master’s Guide for details)

19 Unconscious for 5 (1d10) minutes; the effect
on you ends if you take damage or if another
creature uses an action to shake you awake

20 You suffer the effects of a failed saving throw
against the feeblemind spell



TiME RIPPLE

Time behaves strangely on the Astral Plane, and one of
those strange effects is a time ripple that moves through
the plane. A time ripple appears as black and white tear in
the Silver Void, miles wide and dozens of feet tall. It moves
rapidly and is preceded by the sound of crackling. Unlike
a psychic wind, characters can avoid a time ripple if they
know what it is by making a DC 17 Intelligence saving
throw. On a success, they are able to propel themselves out
of the way of the incoming anomaly and do not suffer any
ill effects.

On a failure, the character is caught in the time ripple.
Roll on the below table to determine the effect.

TimMe RippLE EFFECT
1D20 Time RippLE EFFECT
1 You age 1d100 years
2-4 You age 1d6 years

5-8 You lose all hit dice; they are regained after a
long rest spent outside the Astral Plane

9-12 You lose access to any ability or effect that
is usable one per short or long rest; they are
regained after a long rest spent outside the
Astral Plane

13-16  Any spell slots for levels 4 or higher you have
are reduced to O; they are regained after a
long rest spent outside the Astral Plane

17-19  Any spell slots of any level you have are
reduced to 0; they are regained after a long
rest spent outside the Astral Plane

20 You gain insight into the future. Roll 1d20 and
record the result. You can replace the die roll
of any ability check, saving throw, or attack
roll you make with that result. Once you do so
this ability is lost.

TIMELESSNESS

The Astral Plane exists outside of normal time. Creatures
on the Astral Plane do not need to eat, breathe, or drink,
and they do not age naturally. The flip side of this is that
wounds do not heal naturally; a creature that takes a short
rest cannot expend Hit Dice to regain lost hit points, and
no hit points are regained after a long rest. This does not
affect other abilities that are regained after a short or long
rest.

SITES & TREASURES

The Astral Plane may seem like an empty place, but it
holds more mysterious locations and hidden treasures
than most planar travelers give it credit for. Whether it's
uncovering the secrets within the Corpse of the Blood
Lord, searching for the mythical Colorless Pool, or
infiltrating the githyanki capital of Tu'narath, there is plenty
of opportunity for adventure and danger in the Silver Void.

BONECLOUD

Relatively mindless undead like skeletons and zombies
have a difficult time on the Astral Plane, a plane where the
power of one’s intellect drives many aspects. At some point
in the past, a large quantity of zombies and skeletons were
pulled into the Silver Void in a single event by mistake,
and they floated together without purpose or direction.
This marked the beginning of the Bonecloud, and it’s only
grown since then.

Essentially, the Bonecloud is a mass of writhing zombies
and bony skeletons held together by some unknown force.
It is now miles across and moves slowly through the Astral
Plane, directionless and without inherent purpose. The
individual undead creatures inside the Bonecloud have no
need to feed and feel no passage of time, so they simply
float on psychic winds. The formation has grown so large
that it has begun to pull new mindless undead creatures
into its bulk, and for those travelers brave enough to try
the Bonecloud can actually be walked upon. There are so
many skeletons and zombies that the threat from any one
individual to a visitor is nearly nullified.

But that doesn’t mean the Bonecloud is safe. When the
collective mass senses life nearby, it moves to engulf it.

It’s still very slow, so it’s possible for reasonable travelers
to avoid it, but that also means it hides a mass of secrets
under its undead bulk.

COLORLESS PooL

The legend of the Colorless Pool started with a drunk
wizard, who swore that he had found a massive portal that
could lead anywhere on the Astral Plane. The rumors said
that it was not made of color, but instead sound, as it was
connected to every other plane in the multiverse through
some unknown link. The drunk wizard’s claims of having
found it were scoffed at, but some planar travelers took
note of it, and it turns out it’s not just a rumor.

The Colorless Pool exists, and it is a strange phenomena
in a plane that redefines strange on a regular basis. It is
several hundred feet wide and completely invisible, but it
can be heard for miles around it. The sounds of whispers,
scratches, yelling, talking, fighting, and so much more
originate from it, all contained within a dull cacophony that
sits just below normal hearing. Some trick of the plane
keeps travelers from finding it the normal way, but getting
close enough by happenstance can lead someone with
sharp hearing to the location.



Using the Colorless Pool requires only thinking about
a destination and then moving through, which otherwise
functions as a normal color pool. The githyanki have been
searching for the Colorless Pool for years, but the rumors
say it is watched closely by the mind flayers.

CORPSE OF THE BLooDp LoRrD

God-isles float through the Astral Sea like great rocky
debris, each a unique memory fragment of a fallen god.
The Godsblood Fellowship keep careful records of each
that they find for identification and exploitation, but one
in particular stands out among the rest. It's been dubbed
the Corpse of the Blood Lord, and its red rock bulk is
unusually large for a god-isle. The Godsblood Fellowship
has established a base nearby to study the god-isle, one
of the few ongoing research efforts they have across the
Astral Plane.

It’s pretty clear from the spawned husks that the
Corpse of the Blood represents a fallen god of blood, but
there seems to be more to it than that. Debates rage, but
the prevailing theory is that it was a god of blood and
vengeance, as godquakes on the god-isle have resulted in a
strange crimson mist that drives visitors insane with rage.
But, those same godquakes have revealed trickles of a
thick black syrup that holds unique healing properties.

The Godsblood Fellowship holds a strong position
overlooking the Corpse of the Blood Lord, but they must
continually defend their claim from githyanki warlocks
and greedy fiends. The Holders of the Silver Lantern
refuse to go near the site, claiming that the god-isle moves
and breathes, a trait not shared by any other dead god in
the Astral Plane. The fellowship maintains that its just a
period of unusual godquake activity, but even they have
been unable to adequately explain some of the stranger
occurrences that have been recorded on the Blood Lord’s
Corpse.

FIELD OF STARS

One of the more curious sights in the Astral Plane is a site
known as the Field of Stars. Encompassing an area dozens
of miles across, the region is filled with multicolored
spheres of pulsating energy. Each sphere is about 10 feet
in diameter and produces no harmful energy, and they
each change color at random intervals, shifting between
shades of blue, red, orange, yellow, and purple. A creature
can move inside one of the spheres, a sensation not unlike
moving through a color pool, but no transportation occurs
and nothing adverse has been known to happen.




What are the balls of light? What purpose do they serve?
A team of githyanki surveyors studied the Field of Stars for
several years until they finally concluded that it was simply
a natural phenomena of the Silver Void with no intrinsic
value. However, other travelers in the region have spotted
psurlon activity in the Field of Stars, and there is evidence
that one of their hidden crystalline fortresses is nearby. Did
the mysterious psurlons create the spheres of light? Or is it
a byproduct of something they did — or are doing?

FROZEN FIRE FOREST

As a general rule, elemental energy from the Inner
Planes behaves normally on the Astral Plane. Fire burns,
water flows, earth exists, and air floats. But occasionally,
some quirk of the plane, perhaps an errant time ripple
interacting with a color pool, creates something truly
strange. The Frozen Fire Forest is one such example. It
is a shifting area containing tall pillars of red and orange
flames, each suspended in time. They retain all of the
properties of fire, so they burn objects and creatures that
touch them, but they consume no more or less than what
they did when they arrived on the Astral Plane. Each pillar
of fire is between 5 and 20 feet tall and they float through
the Silver Void, clustered together to form the “forest.”

In recent years, the Frozen Fire Forest has become
a popular meeting spot for clandestine gatherings in
the Astral Plane, as it’s unique features make it easy to
describe and for others to find.

GRAYHOLDE THE STOLEN CITY

Long ago, the city of Grayholde sat on the Material Plane.
It was a center for learning, and boasted the impressive
College of Wizardry that catered to magical research

and study. Everything in Grayholde was centered on the
College of Wizardry, from the shops and commerce to the
students and faculty. Then, one day, something happened
within the college, and in the blink of an eye Grayholde
was transported wholly from the Material Plane to the
Astral Plane.

But the residents of Grayholde were not so lucky.
Whatever effect pulled them into the Silver Void attracted
or created a huge quantity of soul leeches. The voracious
eaters descended upon the stunned city and in a matter
of hours no one was left alive. Some of the more prepared
wizards and students of the College of Wizardry managed
to flee, but most succumbed to the soul leeches. Now,
Grayholde floats in the Astral Plane, its buildings and
college devoid of any life except for the soul leeches that
haunt the empty streets. It is said that a monstrously huge
soul leech sits in the College of Wizardry’s center and
feeds upon the ambient magical energy of the place along
with the souls of those lost, but few have dared entered
Grayholde to risk the wrath of the new residents.

INN OF THE SILVER LANTERN

Few places on the Astral Plane offer open hospitality, but
the Inn of the Silver Lantern is one of them. It is a three
story inn built on a floating rock island, with a tranquil
stone garden in front and doors that open freely. A radiant
silver and gold light spills out from the top of a slender
tower that extends above the inn’s roof. Above the door
hangs a sign bearing the silver lantern symbol of the inn
and the monks that operate it. Inside, a feeling of peace
and welcome washes over visitors, and the monks that
tend the place greet all who come in with a smile and a
wave. They do not serve alcohol, but simple foods and
beverages are available, and an enchantment has been
placed over the entire inn to allow travelers to gain the
full benefits of a long and short rest, as their time dictates.
Astral devas are a common site in the inn’s common room.
At all times, an astral deva sits in the tower that stands
over the Inn of the Silver Lantern. They maintain a relic
called the Silver Lantern that prevents the safe haven
from being found by those wishing to do harm to it or to
someone held inside. In this way, the Holders of the Silver
Lantern have built a neutral refuge for people fleeing
githyanki or other terrors of the Astral Plane, and beyond.
In exchange, the monks that operate the inn ask only
that peace be maintained within the inn’s grounds. They
accept donations but the operating costs for the inn are
covered through the aid of the astral devas and the monk
volunteers.

KA’'LA’'TAA SHIPYARD

Githyanki astral ships are a magnificent sight. Each one is
built in a similar style to a sailing ship found on a Material
Plane ocean, but the githyanki use a special wood and
enchant the vessel so that it is receptive to the collective
mental power of the onboard githyanki. The result is a ship
capable of delivering large numbers of raiders and soldiers
across the Astral Sea vaster than they would be able to
travel individually.

These ships are engineered and constructed in a secret
base called the Ka'la'taa Shipyard, the location of which
is jealously guarded by the githyanki. The shipyard is
built around a rare two-way color pool to a Material Plane
forest that grows the unusual trees used in astral ship
construction. Githyanki workers toil tirelessly to build the
ships of the Lich-Queen’s fleet, but working with the rare
wood is a delicate process and they do not produce as
many ships as their queen would like.

Nonetheless, Ka'la'taa Shipyard represents a vital
component in githyanki supremacy on the Astral Plane,
and it is protected from attack by the finest warriors and
defenses. Visitors are not allowed on site, but there was an
uprising by the native Material Plane population in recent
years that caused a slowdown in astral ship construction.
The natives were put down by ruthless githyanki enforcers
and they have not had any trouble since.



MIDNIGHT PRISON

There is a strange region of the Astral Plane known as
the Deadmind, where no psychic winds blow. It is not
very large, but at its center is a granite fortress meant to
house cursed magical items from around the multiverse.
The dwarf clan that runs it calls it Hornpike Hall, but
across the Silver Void It's known as the Midnight Prison.
The Hornpike Clan has operated the Midnight Prison for
centuries, starting out as a simple experiment to see the
effects of the Astral Plane on a cursed magical battleaxe
that had been in the family for generations.

Over the years, their reputation for being able to contain
cursed items has grown to the point where they need
to build more containment cells within Hornpike Hall
in order to house the increasing number of dangerous
items. From bloodlust-filled swords, to amulets that
turn their wearer inside out, and a host of other terrible
items, the Hornpike dwarves have devoted their efforts to
understanding and eventually dismantling these items.
The current clan matriarch, Helenna Hornpike, is a
shrewd negotiator who demands top coin for her clan’s
efforts from any potential client. The previous clan leader
was held responsible for a cursed magical mirror getting
loose, sending dozens of evil doppelgangers of everyone in
the Midnight Prison through the halls. Helenna has vowed
never to let such a lapse in security happen again.

RIVER OF MEMORIES

The River of Memories isn't a traditional river in the same
way the Astral Sea isn't a traditional sea, but it exists
nonetheless. It snakes its way through the Silver Void,
appearing as a misty ribbon of multicolored turbulent
energy, bending and winding to some unknown will.
The River of Memories is the dumping ground for stolen
memories on the River Styx, which is a planar feature that
connects the Lower Planes together.

When an intelligent creature loses its memories to
the River Styx, the River of Memories grows wider as it
absorbs those lost thoughts. If a creature moves into the
River of Memories, they are bombarded with a multitude
of stolen psychic fragments and must make a DC 14
Intelligence saving throw, suffering 36 (8d8) psychic

damage on a failure, or half as much damage on a success.

The saving throw and damage repeats every 1 minute.

It is rumored that there is a way for a person to retrieve
lost memories stolen by the River Styx, but it takes more
than simply swimming into the River of Memories to get
them back. Finding the exact strain of memories among
the jumble is one thing, and then extracting them into the
original mind is another. It’s a tricky process and one that
only a few claim to have completed. One of them is the
master elven bard Dalynn Moonsong, who can often be
found at the Inn of the Silver Lantern, entertaining guests
with her soothing music.

SHATTERED LLAND

Random chunks of earth, whether from god-isles or just
planar debris, are not uncommon in the Astral Plane, as
over time physical fragments gather together in clumps
that have been pulled through various color pools. It's rare
to find more than a few together, but in the region known
as the Shattered Land, a great field of rocky detritus floats
for miles and miles. It is widely assumed that the rock
chunks are the result of meddling by a dao wizard on the
Plane of Earth, which created a one-way ever-spewing
fountain of stone, but none have witnessed new rocky
island being pulled in. Perhaps the color pool is invisible,
or perhaps it was a one-time incident.

Some of the earthen fragments are hundreds of feet
across, and the largest one observed was over a mile wide,
but most are much smaller. They float aimlessly together,
knocked about by psychic winds and time ripples, and the
rocky islands have become a popular vacation spot for
dao nobles from the Sevenfold Mazework. Perhaps some
larger secret lies hidden in the heart of the Shattered
Land, and recently agents of the Great Khan of the
Dao have been seen scouring the debris field for some
unknown reason.

SILVER MOUNTAIN

Astral diamonds are rare precious gemstones with unusual
magical properties that make them ideal for holding
powerful enchantments. Githyanki love them and use

them as a sort of “super” currency, and the vaults of the
Lich-Queen are said to be overflowing with hundreds of
thousands of stored astral diamonds. These gemstones
come from one place on the Astral Plane, a site known

as the Silver Mountain, but it’s not a typical mountain as
most think about. It's a massive semi-solid cloud of silver
vapors, nearly invisible in the Astral Plane. Within its

bulk, the githyanki have created tunnels propped up by
special braces that keep them from collapsing, and they dig
through the ooze-like substance of the Silver Mountain to
unearth the astral diamonds.

Githyanki have undisputed control over the Silver
Mountain, but it is a very large feature — about three miles
tall and wide — so its near impossible for them to assert
their dominance across its entire surface. Raiders of all
sorts sneak into abandoned tunnels and try to get away
with some astral diamonds of their own to sell or trade,
and enough have made it into regular circulation that the
githyanki cannot rightfully claim sole ownership of them
all. Several astral stalkers are known to lair in the Silver
Mountain as well, and they hunt indiscriminately any that
cross their path or get their attention.



TU'NARATH, GITHYANKI CAPITAL

Built on the husk of a vaguely humanoid-shaped dead

god, Tu'narath is the largest and most important of the
githyanki cities on the Astral Plane. Its fortified buildings
and ominous towers are examples of the githyanki mindset
— simple, effective, and built to last. The arms and legs of
the god-isle are adorned with mooring towers and landing
platforms that allow astral ships to dock, and the city is
protected by the largest single githyanki fleet in the Astral
Sea. Over 100,000 githyanki call Tu'narath home, and they
all serve at the whim of Vlaakith the Lich-Queen.

The Lich-Queen’s home is an obsidian palace at the head
of the god-isle known as Susurrus, the Palace of Whispers.
From there she surveys her Astral dominion and through
magical effects and items she is able to see and hear
nearly any point she chooses to focus on across the plane.
Her royal palatial guards are picked from the elite of the
elite of the githyanki military, and she commands a cadre
of assassins that have claimed more lives than the Lich-
Queen has had years of unlife. The obsidian palace of
Susurrus is said to trap the souls of any who die inside, the
whispers of which can be heard by anyone inside.

While githyanki dominate the city streets of Tu'narath,
the merchant district does welcome other astral traders as
long as they adhere to the codified laws of the city. Blood
enemies of the githyanki, such as the githzerai and the
mind flayers, are killed or captured onsite, and harboring
such fugitives is punishable by the same, but the rest of
the laws are strict but tolerable. A secret spy network run
by the psurlons is said to operate in the merchant district,
but to date the githyanki secret guards have not uncovered
proof of its existence.

ADVENTURE HOOKS

Most planar-savvy creatures consider the Astral Plane
devoid of any interesting features, but they are missing out
on a whole realm of adventure and possibility.

Strike of the Redfangs. The characters find themselves
traveling through a region on the Material Plane when they
run into a family fleeing for their lives. They are running
from raiders that stole their goods and burned their home,
and these raiders have appeared every 10 years out of
nowhere. Tracking the bandits down reveals them to be
members of the Redfang Reavers that operate out of the
Astral Plane, and there’s a two-way color pool not far from
the ruined farmhouse. The characters have a chance to
strike back at the nefarious raiders and help make the
region safe for future generations.

The Lost Souls. While staying at an inn, the characters
are awakened by a commotion, and when they go down
to investigate they find a group of displaced drift souls
making inadvertent trouble downstairs. One of the drift
souls is aware enough to explain that they were all lost on
their way “home” and they beg the characters to help. The
way “home” for the drift souls is through an astral conduit,
but once it's found a tear is discovered in it that needs to
be closed. What monster has chewed its way through the
conduit on the Astral Plane?

Curses and Corpses. The characters are at the
epicenter of a magical disaster that causes all sorts of
problems. Getting to the bottom of the disaster reveals a
dead thief and a strange cursed magical item that defies
destruction. A sage points them to the Midnight Prison on
the Astral Plane as a safe location to deposit the item, so
the characters must travel to Hornpike Hall and convince
Helenna to take the item.

Fear and Loathing in Tu’narath. Githyanki raiders steal
a valuable item from a local noble, and she desperately
needs it back to ward off some calamity to her family.

She hires the characters to follow the githyanki into the
Astral Plane and recover the item, which leads the party
to Tu'narath itself. Navigating the laws and streets of the
githyanki city requires caution and finesse, and it turns out
the raider is part of a larger network of thieves operating a
smuggling ring inside the city’s walls.

Island of Memories. The Godsblood Fellowship has
found a new god-isle in the Astral Sea and it bears a
strange connection to one of the characters. Through
divination and research, the fellowship connect the
worship of the dead god to the character’s past, and they
come asking for more information about their family
tree. A trip to the god-isle reveals a rocky island adrift in
the Silver Void with husks protecting something hidden
beneath the surface.

RANDOM ENCOUNTER TABLES

The below table can be used by the Dungeon Master
as a source of inspiration when a party of characters is
traveling around the Astral Plane.

ASTRAL PLANE

1D100 AsTARL PLANE ENCOUNTER
01-05 Time ripple

06-10 Psychic wind

11-15 1 bebilith

16-20 1d4 mind flayers
21-25 1 astral stalker

26-30 1d4 psurlon

31-35 2d6 githyanki warriors
36-40 1d8 githyanki knights
41-45 2d6 drift souls

46-50 1 devourer

51-55 1 astral deva

56-60 Dead god

61-65 Color pool

66-70 2d6 larva soul leeches and 1d6 adult soul
leeches

71-75 1 greater soul leech
76-80 1d6 nightmares
81-95 Astral traveler

96-00 1 astral dreadnought



ETHEREAL PLANE

“What is the purpose of the Ethereal Plane? The question has
plagued scholars for countless generations, but the question helps
to frame the discussion around the Ethereal Plane. Its comparison
to a great waveless sea is not without merit, with the shallow or
border sections touching the Material and Inner Planes while the
Deep Ethereal holds undreamt of mysteries and dangers, and in
this comparison we find a potential answer. Is the Ethereal Plane
the breeding ground of existence itself? Certainly demiplanes
spawn in the Deep Ethereal, giving us glimpses to the raw
potential contained in those gray depths. Was the Material Plane
once a demiplane like the others, adrift in the waveless sea? We
may never know for sure, but the Ethereal Plane holds wonders
and mysteries like none other.”

Lillandri the Moon Mage

The Ethereal Plane is a realm out of phase with the rest
of the multiverse. In this way, it is similar in minor ways

to the echo planes (Shadow, Faerie, and Dream), but

the Ethereal Plane is more than a mirror of the Material
Plane. Where it touches the Material Plane and the rest of
the multiverse, in a region known as the Border Ethereal,
the gray vapors and swirling mists obscure the natural
features of the Material Plane but do not offer substantial
differences.

Savvy planar travelers view the Ethereal Plane as simply
a means to an end, a plane to visit when you want to get
somewhere else. In this way, it shares several traits with
the Astral Plane, and these two are known as the transitive
planes for this exact reason. But the Ethereal Plane holds
more than just a mode of planar travel.

The Border Ethereal can offer sanctuary to travelers
seeking a quick escape from the Material Plane, but other
creatures have adapted to use this tactic as well. The most
common are ghosts, who exist in both the Border Ethereal
and the Material Plane and can “manifest” in one or the
other as a means of defense and attack. Ethereal filchers,
thought eaters, xill, and all manner of other creatures call
the Ethereal Plane home, and those that live off the flesh of
living things learn to hunt in the Border Ethereal.

Beyond the region of the Border Ethereal, the plane
becomes deeper, and here is where it earns its nickname
as the “waveless sea.” The Deep Ethereal is a fathomless,
endless region of dark gray misty tendrils, and it's there
that the demiplanes of the multiverse reside. What creates
them? Who creates them? Powerful wizards and clerics
are known to create small demiplanes, but the bigger
ones have more mysterious origins. Who created the
Nightwalker Pit, the Demiplane of Chains, or the Engulfing
Hunger? What sustains them?

Other regions in the Deep and Border Ethereal are
just as mysterious, such as the Pyramid of the Lost, the
Tower of Iron Will, and the ghostly metropolis known
as Bleakmore. Travelers that find themselves lost in the
waveless sea of the Ethereal Plane can encounter plenty
of mysteries and dangers to keep them interested in the
fog-shrouded plane.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Ethereal Plane as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them
to incorporate into encounters and adventures on the
Ethereal Plane.

Echoes of Life. Most visitors interact with the Ethereal
Plane in its “shallow” end, the Border Ethereal, and here
the plane reflects a shadowy, indistinct echo of the adjacent
plane. Everything is washed out in shades of gray before
dissipating into nothingness at a short distance, but the
actions and movements of creatures on the adjacent plane
can be viewed while on the Border Ethereal. They appear
as wispy, shadowy versions of their original forms, but this
strange effect — a stronger echo than the echo planes like
the Plane of Shadow — is very disconcerting for travelers
at first.

Protomatter. Beyond the Border Ethereal, the Deep
Ethereal is a vast gray realm of possibility. Elemental
chunks float in globular chunks known as protomatter, and
these eventually combine with other chunks and germinate
into demiplanes. Protomatter is a strange substance
comprised of all the elements at once — It’s solid, liquid,
gas, and flame all at once, constantly morphing and re-
morphing as it drifts through the endless gray sea.

Slow Weightlessness. Physical form has no direct
impact on the Ethereal Plane, and the best way
visitors have to describe this sensation is a feeling of
weightlessness. Creatures on the plane can move up,
down, left, and right through otherwise solid echoes on the
adjacent plane, though moving up or down is somewhat
more taxing due to the unusual nature of the Ethereal
Plane. Gravity extends to the Border Ethereal, however, so
unattended objects fall though at a slower rate. Everything
moves at a slightly slower pace, as if moving through thick
mud.

LAYy OF THE LAND

In the larger view of the multiverse, the Ethereal Plane
surrounds the Material Plane and Inner Planes and
provides a link between them all. Some planar scholars
theorize that the only reason the Material Plane exists
at all is because of the Ethereal Plane, which transfers
the raw elemental building blocks of the Inner Planes to
the worlds that make up the Material Plane. In fact, it is
thought that the demiplanes in the Deep Ethereal could
one day become fully fledged Material Planes, they just
need some sort of “push” to get them out of the deep
region.



BORDER ETHEREAL

The region of the Ethereal Plane that overlaps with

the Material and Inner Planes is known as the Border
Ethereal, and this is the “shallow” end of the waveless sea.
The Border Ethereal is like looking at the world through a
smoky crystal — everything is distorted and gray but most
of the features can be made out. Swirling gray vapors fill
the Border Ethereal, limiting vision. Weather events on
the Material Plane or Inner Plane can be viewed from the
Border Ethereal but do not affect creatures or travelers
fully in the Ethereal Plane.

Distance is very relative in the Ethereal Plane, but
beyond the Border Ethereal the vapors grow thicker and
the Deep Ethereal starts. The Border and Deep Ethereal
planes are separated by a strange colorful force known
as an ethereal curtain. A traveler moving from the Border
Ethereal into the Deep Ethereal passes through one of
these curtains without realizing it, but the return trip
requires locating the specific ethereal curtain that leads
back to where they came from. The curtains are colored
based on the plane that it leads to.

DEEP ETHEREAL

Entering the Deep Ethereal, a traveler comes to the

part of the plane without end, with globs of protomatter
floating casually around. Vision is even more limited here
due to the dark gray tendrils of thick fog that envelop
everyone and everything. The Deep Ethereal is where the
demiplanes are born, either by deliberate magic, accidental
power, or through some other unknown force. Each one

is unique, though many carry the aspects of one or more
Inner Planes. Life often forms in a demiplane, usually
nothing more intelligent than an elemental, but exceptions
have occurred.

Each demiplane in the Deep Ethereal appears as a
great mass of swirling protomatter, changing color wildly,
but they are all unique. A traveler can study the patterns
on a demiplane to help determine what elements may be
more dominant, which function as ethereal curtains for
all intents and purposes. Passing through one typically
requires only the will to do so, and in doing so the traveler
feels as though they are walking through thick slime for
a moment before they emerge on the other side into the
demiplane itself. Demiplanes have defined borders, unlike
normal planes, but the size outside is not necessarily
indicative of the size inside.

CYCLE OF TIME

Time in the Border Ethereal passes the same as it does

for the adjoining plane, which is normal for the most part.
Creatures feel hunger and thirst at the normal rate while in
the Border Ethereal, and rest provides the normal benefits.
Similarly, in the Deep Ethereal, creatures age and grow
hungry at the normal rate, though there is no mechanism
on the plane to mark the passage of time.

SURVIVING

Perhaps owing to its nature as the primordial soup of
the planes, creatures that breathe air have no difficulty
breathing in the vapors of the Ethereal Plane. Creatures
that breathe water have no difficulty breathing either.

GETTING THERE

The most straightforward way to travel to the Ethereal
Plane is through the casting of the etherealness spell,
which transports the spellcaster (and others, if the spell

is cast at a higher level) directly into the Border Ethereal.
Magical items also exist that allow users to transport
themselves into the Border Ethereal, and some characters
— such as the spectral warden ranger and the ghostwalker
sorcerer — can view and interact with creatures in the
Border Ethereal.

Portals and gates exist scattered about the Material
Plane and Inner Planes that lead into the Ethereal Plane.
Some of these portals require specific actions or items
to open, while others act as cracks between the planes
that allow some of the ethereal to bleed out. Such areas
usually have a gray pallor to them, choked with strange
thick mists, and are often found at the site of horrendous
magical accidents involving transmutation magic.

TRAVELING AROUND

Movement in the Ethereal Plane, both Border and Deep,
is unrestricted by gravity or physical objects and creatures
on the mirroring plane. Creatures can move up or down,
though doing so costs 2 feet of movement for every 1 foot
moved. Flying or swimming speeds have no special affect
on the Ethereal Plane, though a creature can use its fastest
movement speed regardless of the mode while traveling.

In the Border Ethereal, the mists are thick and swirling,
limiting vision to 60 feet. Traveling within the Border
Ethereal is otherwise unrestricted by the physical objects
or terrain of the adjoining plane, though notable exceptions
exist. Spells or effects that create or manipulate force
magic, such as the wall of force spell, can affect creatures
in the Border Ethereal. The wealthiest and most paranoid
of residents in the Material and Inner Planes have paid
alchemists large sums of gold to mix gorgon’s blood into
traditional mortar and built rooms or even whole castles
using the mixture, which also stops ethereal travel. The
private chambers of the Grand Sultan of the Efreet in the
City of Brass is said to have been constructed using these
materials.

Gravity does exist in the Border Ethereal, so non-
animate objects fall at regular rates and seem affected
by physical objects and barriers as if they were on the
adjoining plane. Planar scholars agree that the presence
of life in the Ethereal Plane is what supersedes the object
permanence of the adjoining plane, though exactly how or
why is still a hotly debated topic.



In the Deep Ethereal, the thicker gray mists limit vision
to just 30 feet. Distance becomes very relative in the Deep
Ethereal, and traveling to a specific location requires
concentration in the form of a group Wisdom (Insight)
check and 1d10 x 10 hours of travel. The DC is based on
how well known the location is among the group using the
following chart as a guide.

Deep ETHEREAL TRAVEL DIFFiCULTY

LocATioN FAMILIARITY INsicHT DC
Frequently visited 10
Visited once 13

Second-hand account 16
Visually described 19
Vaguely outlined 22

Failing the group check has a 10% chance of stumbling
upon a similar but different location, as determined by the
Dungeon Master. Otherwise, the time is simply spent and
the characters are no closer to arriving at their intended
destination.

POWERFUL & MIGHTY

Though the Ethereal Plane appears empty save for some
wandering monsters, great and powerful beings still work
behind the scenes. Most of them are located in the Deep
Ethereal, creating a space for an advanced creature to rule
a section in the Border Ethereal.

ETHERFARER SOCIETY

Few organizations have studied the Ethereal Plane and
its mysteries as well as the Etherfarer Society, and few
libraries across the multiverse are as complete on the
nature of demiplanes and other wondrous sites in both
the Border and Deep Ethereal. The society was founded
several hundred years ago by a gnome wizard Erskin
Figfallow who traveled into the Ethereal Plane searching
for the Seed of Creation, a legendary item that is said

to give its possessor untold command over protomatter.
Erskin did not find it, but he did find a semisolid chunk of
ethereal matter in the Deep Ethereal that seemed unique.
He explored it, found it to be benign, and then worked with
his industrious family to construct a home there.

Eager to learn as much as he could about the Ethereal
Plane, Erskin called upon scholars to join him in the
plane, and some did, adding their knowledge to that of
Figfallow. They formed the Etherfarer Society as a joint
venture in scholarly learning and adventurous pursuits
in the Ethereal Plane, and Erskin’s small home grew
considerably. The grandest building became known as the
Motherhouse, containing the library of the society and the
private residences of its most esteemed members, but the
rest of the community grew up quickly around it. It gained
the name Freehold after a band of radical priests seeking
divine enlightenment arrived, having been banished from
their own Material Plane for unpopular beliefs in the
nature of ghosts and the Ethereal Plane.

Today, Erskin Figfallow still functions as Member First
of the Etherfarer Society, but many others have joined over
the years. Induction into the Etherfarer Society requires
approval by two-third members, and they are all ranked
according to the order in which they joined. Membership is
for life, and they have to date never re-ordered — Member
Third and Member Fourth both died while cataloguing an
unknown demiplane in the Deep Ethereal, and others have
fallen in the line of duty. The Etherfarer Society believes
in the free transfer and sharing of information as long
as it is between society members, who all must agree to
document their findings and writings of the Ethereal Plane
in the Motherhouse of Freehold.

RovyaL COURT OF BLEAKMORE

Across the width and breadth of the Ethereal Plane, no
greater bastion of civilization exists than Bleakmore,
Castle of Ghosts. It hovers at the ephemeral edge between
the Border and Deep Ethereal regions, allowing it to exist
just outside of every Border Ethereal in some strange and
unknown way. The sprawling castle is ruled by members
of the royal court, including a king, queen, and several
princes and princesses. They bicker, argue, fight, and
maneuver politically against one another, but their ghost
forms and strange nature of Bleakmore keeps them from
ever truly dying.

In name at least, the royal court is ruled by King Tristan
Whitlock, a bitter and miserly old man who lost his crown
long before Bleakmore was pulled into the Ethereal Plane.
His wife, Queen Geraldine Whitlock, has a face like a
prune and an attitude like a snake. In life on the Material
Plane, the king and queen had two sons and a daughter,
but their eldest son was killed in battle under mysterious
circumstances. His betrothed, Lady Zola Nisbett, is filled
with vitriolic rage at the circumstances of being denied
rulership of Bleakmore, which passed to Prince Foster and
his wife Sibyl. Foster is a hollow shell of a man controlled
completely by his wife, who gloats over Lady Zola at every
opportunity. The feuding between Lady Zola and Lady
Sibyl is the most acrid in the castle.

The youngest daughter of the king and queen is Mable
Whitlock who is possessed by some outside power and is
wracked by fits of powerful and chaotic magic. Other times
she is the most lucid of the royal court, and it is through
her intervention that keeps the worst of her family at bay.
The royal court keeps ghostly soldiers in defense of the
castle and a small number of dukes and duchesses that
dwell in the outlying sections of Bleakmore, but these are
just pawns in the petty efforts of the Whitlock royal family.

As splintered as they are, the ghosts of the royal court
of Bleakmore have some control over lesser ghosts, and
since the time that their castle was pulled into the Ethereal
Plane they have mounted assaults on outside regions. The
nature and purpose of those assaults has varied over the
centuries as one member of the royal court gains influence.
For example, for a period King Tristan held sway, and
during that time ghostly warriors were sent out to conquer
a neighboring kingdom he was convinced was moving
against him. This “neighboring kingdom” turned out to an
unassuming nation in the Material Plane that found itself
under attack by phalanxes of ghost warriors!



THE SPLINTERSOUL

In the Deep Ethereal, it is widely known that the
protomatter floating around forms the basis for the
demiplanes that spawn there. Most of the demiplanes are
landscapes filled with wildly varying environments, but
occasionally something else is born in the ethereal mists.
The Splintersoul is one such anomaly. It is a massive
crystalline structure composed of irregular diamond-like
towers and spires floating in the Deep Ethereal, and it has
a singular intelligence. It can communicate telepathically
with beings that stand upon its surface as well as anyone
holding a shard of it, which tend to break off naturally

and float through the mists. In this way, shards of the
Splintersoul have reached across the multiverse, and those
that pick them up hear a faint voice telling them what to
do. Some shards wield mental powers that allow them

to control weaker willed targets, but most are simply the
voice of the Splintersoul.

What does the Splintersoul want? This has been difficult
to determine. Some of the shards seek to return home
and bring as many intelligent creatures with them, which
has led some planar scholars to believe the entity feeds
on intelligence somehow. Other shards sow chaos and
dissent without a need for reunification with the whole,
and others seem benign and offer genuinely helpful advice
to their holder. Most Splintersoul shards do have the ability
to create humanoid shapes made up of ethereal mists,
creatures known as Splintersoul slaves, that obey the will
of the shard.

In the Deep Ethereal, the Splintersoul itself is just as
maddening to deal with, but there is some effect that
leeches intelligence from creatures that remain in contact
with the structure for periods of time. Splintersoul slaves
are common on the structure, moving around to correct
fractures in the structure or to reunite lost shards back
into the collective.

One consistent quirk of the Splintersoul is its reference
to itself as a group. It uses “we” and “us” when speaking
of itself, leading most to believe there is perhaps a group
intelligence at work. So far, the Splintersoul has remained
an enigmatic mystery with tendrils across the multiverse,
with plans and plots that have yet to reveal themselves on
the smaller scale.

TATHA’NALLA THE SPINNER OF
SECRETS

Secrets are a precious commodity across the planes, and
there are numerous brokers and traders of them in the
major planar metropolises, including the City of Brass, the
City of Glass, Dylath-Leen, and the Sevenfold Mazework.
The demiplane known as the Web of Worlds, bobbing in
the Deep Ethereal, is the home to a powerful figure in the
secret business. She is Tatha'Nalla, the Spinner of Secrets,
and she is a phase spider of tremendous size, age, and
power. Tatha’Nalla uses her powers to spin portals across
the multiverse from the Web of Worlds, and has an army of
informants and a network of spies in every major place.

Tatha'Nalla is a selfish and cowardly creature at heart,
however, and she has made sure that certain protections
keep her from harm should the wrong secret pass into
the wrong hands. Demon lords, devil princes, elemental
kings, celestial guards, and more have learned to trust
the Spinner of Secrets only so far as they must, but her
information is reliable and she tends to have the right
piece of data at the right moment to squeeze the most
out of a needy person. Tatha'Nalla isn't interested in gold
or jewels, though certain magical items and relics have
caught her attention. Her main commodity is in favors,
and she uses her well-placed network of spies, assassins,
and informants to work for her when she needs to call in
a favor. Few resist, and the Web of Worlds has special pits
for those that dared cross the Spinner of Secrets.

X1LL HicH CLANS

The xill are a strange race, and one of the few intelligent
native species of the Ethereal Plane. They are divided
into two types. The low clans are the barbaric, savage
marauders of the plane, using their powers to shift into
and out of the Border Ethereal in order to steal humanoid
creatures to use as living incubators for their egg sacs.

The high clans, however, are civilized, and dwell in caves
made of random protomatter across the Deep Ethereal.
The largest is a region known as the Scarlet Caves, so
named because of the extensive tunnels carved into the red
clay, and it goes on for several miles. The xill high clans
communicate with one another telepathically, across any
distance, and they coordinate their actions like a highly
efficient single organism. The low clan xill serve the high
clans as workers, soldiers, and slaves, allowing the more
advanced creatures to plan for grander scale movements.
What is their ultimate goal? Some say it is a total takeover
of all Material Planes, while others say they are searching
for something more tangible across the multiverse.

High clan xill are easily recognized from their low clan
brethren because of their radically different skin color.
Low clan xill have a deep crimson skin color, while high
clan xill can have nearly any other color. Midnight blue,
dull yellow, mottled green, pale white, and more have
been documented. There doesn’t seem to be an obvious
hierarchy to the coloration, and it seems as though no
high clan xill is more in charge than any other. Psychically
attuned adventurers that have probed into the mind of a
high clan xill have uncovered a vast mental array where all
the minds of all high clan xill are linked, but the intruder
was detected almost immediately. In the city of Freehold
in the Deep Ethereal, there is a tavern called the Thirsty
Pagan that now serves as the home of this brain-fried
adventurer.



CREATURES & DENIZENS

The Ethereal Plane is populated by monsters that can
affect both the Material Plane and their native plane, so
they can strike unsuspecting creatures from positions of
surprise. From the massive dharculus to the smaller but
no less deadly ethereal marauders, attacks from monsters
dwelling in the Border Ethereal keep many paranoid
warriors up at night.

ABERRATIONS

There are strange creatures that dwell in the Border

and Deep Ethereal Planes, lurking and waiting for their
moment to strike. The dharculus is one of the largest and
most feared, with a mass of tentacles that draws in victims
to satiate its never-ending hunger. Spectral lurkers are
invisible predators that wait in the misty, shadowed halls of
forgotten castles on the Border Ethereal before reaching
out to suck in victims, draining them of their nimbleness
and leaving nothing but a dried up husk behind.

Perhaps the strangest inhabitant of the Ethereal Plane
is the thought eater. It can exist only in the Ethereal Plane,
and it feeds off magic on the Material and Inner Plane. It
appears as a skeletal platypus, sickly gray in color, with a
cowardly tendency and a voracious appetite.

MONSTROSITIES

The monsters that stalk through the Ethereal Plane

are well-adapted to the strange and somewhat spiritual
nature of the realm. Ethereal marauders are aggressive
triangular-shaped creatures that can leap in and out of
the Ethereal Plane to ambush prey and drag them in to
the Border Ethereal to feast away from any of the victim's
allies. Similarly, phase spiders are adept at injecting
victims with a paralytic poison before dragging them into
the Border Ethereal.

Xill. One of the most fearsome foes in the Ethereal
Plane are four-armed, reptilian xill. They are dangerous
monsters, exhibiting features of both reptile and insect,
and are renown across the Material Plane for leaping
suddenly out of the Ethereal Plane and implanting their
eggs into unwilling victims. It isn't commonly known that
the xill actually divide themselves into two castes, high and
low xill. The low xill are the common savage marauders
with little more thought than survival. High xill are much
rarer and possess a level of culture and civilization on
par with most humanoid cities. They remain dangerous
monsters, but a high xill often has larger ulterior motives
behind its atrocities.

UNDEAD

Most scholars and adventurers associate the Ethereal
Plane with its best known inhabitant — ghosts. If a living
creature dies with powerful emotions left unattended,
it's possible their spirit gets trapped in the adjacent
Ethereal Plane and remains there as a ghost, an undead
apparition caught between the land of the living and that
of the spiritual dead. Regular ghosts can come from any

source, but the more powerful ancient ghost have used
their undead state to increase their own personal power
and can live for centuries on end. Hunger ghosts are the
savage undead spirits that can take the form of a skeletal
humanoid or a great black mastiff, but they are always
hungry for life and brutal in their methods.

HAZARDS & PHENOMENA

Some planar travelers claim the Ethereal Plane is a barren
wasteland, devoid of real hazards, but these travelers are
simply wrong. From ether cyclones to elemental gashes,
the realms of the Ethereal Plane are filled with strange
phenomena and hazards capable of challenging any who
would sail its waveless sea.

DEADWAVE

The Positive and Negative Energy Planes stand adjacent
to the Ethereal like the rest of the Inner Planes, but their
connection is unique and not fully understood. Ghosts
and other spiritual beings are both a part of the Ethereal
Plane and have strong ties to the Negative Energy Plane,
but other undead creatures do not share this trait. And
occasionally, deadwaves rock out from the Deep Ethereal,
which are powerful currents of necrotic energy that
originate from some rippling of the border between the
Negative Energy and Ethereal Planes.

A deadwave appears as a black ribbon of crackling
energy, almost like lightning, that washes over creatures
and objects with two effects. The first is a forceful push as
strong as a hurricane. Parties traveling through the Border
Ethereal are pushed back by the deadwave 1d6 x 500 feet,
and in the Deep Ethereal the deadwave adds 1d6 hours
to any travel time. The second effect is deadlier. Living
creatures must succeed on a DC 14 Wisdom saving throw,
suffering 22 (4d10) necrotic damage on a failure, or half as
much on a success.




The deadwave has no effect on the adjoining planes,
though creatures with connections to death may feel a
wave of cold wash over them.

DEMIPLANE

The Deep Ethereal is a primordial sea of protomatter
which can form budding new realms of existence known as
demiplanes. Demiplanes can form naturally or deliberately
through powerful magic, though in theory they follow the
same basic principles. Demiplanes are distinct regions

of semi-stable protomatter within the Deep Ethereal that
exhibit unique traits. No two demiplanes are exactly alike
as the forces that create them are unique as well, so even
with two formed primarily of elemental fire differences
arise in the exact nature. Accessing a demiplane from the
Deep Ethereal requires passing through a multicolored
ethereal curtain with no easily discernible marks, though
canny planar travelers have learned to pick up some of the
elemental traits by observing the flow of the curtain for a
period of time.

Beyond the curtain, the demiplane reveals itself. Some,
like the Demiplane of Chains and Web of Worlds, are filled
with strange terrain that makes moving around difficult or
impossible. The Engulfing Hunger is a unique demiplane
that is possessed of a supernatural intelligence craving
living material, but its natural geography looks like an
idyllic Material Plane region. The Nightwalker Pit is a
bleak demiplane of howling darkness reminiscent of the
Abyss or the Nine Hells.

Demiplanes can be randomly generated using the below
tables for inspiration. To randomly generate a demiplane,
start with the planes of influence. You can roll on this
table one or more times to help give the demiplane a basic
outline. Once you've settled on the influential planes, roll
1d4+1 times on the demiplane characteristics table to
guide the core idea of the demiplane. Many demiplanes
are inhabited by creatures, which you can roll for in the
demiplane inhabitants table. Generally only a single roll
is required on that table. The final table determines the
rough size of the demiplane, from 10 feet in diameter to 50
or more miles.

Some of the results may not make sense, but such is
the nature of the Deep Ethereal. Trying to tie disparate
elements from random tables together can yield
surprisingly interesting results.

DEeMIPLANE INFLUENTIAL SOURCE

1D20
12
34
56
7-8
9.10
11-12
13-14
15-16
17-18
19-20

PLANE OF INFLUENCE
Plane of Air

Plane of Earth

Plane of Fire

Plane of Water
Positive Energy Plane
Negative Energy Plane
Plane of Faerie

Plane of Shadow
Plane of Dreams

No influential plane

DEemIPLANE CHARACTERISTICS

1D20
1
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DEeMIPLANE CHARACTERISTICS

Dead magic — Magic spells and effects don't
function

Gelatinous
Swampy
Mountains
Forested
Storm-wracked
Oceanic
Jungle

No landmass
Poisonous
Ordered

No gravity
Sentient

Dry

Metallic

Wild magic — All spells cause wild magic surges

Frozen
Misty

Fast — All creatures act as if affected by the
haste spell

Slow — All creatures act as if affected by the
slow spell



DEMIPLANE PRIMARY INHABITANT

1D20
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DEMIPLANE INHABITANTS

None

Mundane Material Plane creatures
Mundane Inner Plane creatures
Demons

Devils

Elves

Dwarves

Gnomes

Humans

Minotaurs

Goblinoids

[ithids

Beholders

Giants

Dragons

Undead

Yugoloths

Lycanthropes

Sahuagin

Powerful adventurers

DEMIPLANE SizE

1D20
1

2

34
5.6
7-8
9.11
1213
14-15
16-17
18

19
20

DEMIPLANE SizE

10 feet diameter
100 feet diameter
1,000 feet diameter
2,000 feet diameter
1 mile diameter

2 miles diameter

3 miles diameter

6 miles diameter
12 miles diameter
25 miles diameter
50 miles diameter

50 miles + roll again and sum the results

ELEMENTAL GASH

Sometimes, catastrophic events in the Ethereal Plane or
Inner Plane can cause fissures to open up, bleeding raw
power from the neighboring plane into the ethereal. These
elemental gashes can be dangerous when they occur,
though the natural properties of the plane heal such planar
wounds within an hour. Roll 1d4 to determine the nature of
the elemental gash, which spews forth elemental damage
in a 500-foot diameter cloud. Creatures in the cloud must
succeed on a DC 14 Dexterity saving throw, suffering 21
(6d6) damage of a type determined by the gash origin on a
failure, or half as much on a success.

ELeMENTAL GAsH DAMAGE

104 ELEMENT Damace Type
1 Air Lightning

2 Earth Acid

3 Fire Fire

4 Water Cold

ETHER CYCLONE

Despite its nickname as the waveless sea, the mists of the
Ethereal Plane hold an energy in their twisting and moving
that can surge suddenly and without warning. The result
is an ether cyclone, birthed under unknown circumstances
in the Deep Ethereal, that moves through the realm as a
serpentine column of powerful force and energy. An ether
cyclone can be detected 1d4 rounds before it appears with
a DC 15 Wisdom (Perception) check, marked by a low
hum in the surrounding ethereal mists. Unless a creature
can move out of the Ethereal Plane in that short window
they are struck by the ether cyclone. Roll on the below
table to determine the effect.

ETHER CYCLONE
DESCRIPTION

Make a group DC 15
Charisma saving throw.
On a success, travel is
extended by 1d10 hours,
while failure doubles
travel time

1D20 ETHER CycLONE EFFECT

1-12 Extended journey

13-19 Pushed into curtain The party is pushed
into a nearby ethereal
curtain (roll randomly to

determine which one)

20 Astral rift The party is flung into

the Astral Plane

Being blow off course by the ether cyclone is the most
common occurrence, but it is not rare to be hurled into
a nearby ethereal curtain and pushed into the Border
Ethereal of a strange region. Rarely the fabric of the
multiverse is ripped and a rift into the Astral Plane is
created, but it has been known to occur.



ETHEREAL CURTAIN

The Border Ethereal regions of the various overlapping
planes are separated from the Deep Ethereal by great
barriers known as ethereal curtains. Ethereal curtains
are colored based on their origin and are seen only by
creatures in the Deep Ethereal; passing from the Border
Ethereal deeper into the plane passes no clear markers,
only a spectral darkening of the surrounding mists. From
the Deep, however, the ethereal curtains are known as the
Wall of Color and they ebb and flow like the tidal waters
of a massive ocean. However, owing to the vision limiting
nature of the Deep Ethereal, creatures only see a small

portion of the curtain at a time.

The known colors of the ethereal curtain are listed

below in a random table.

ETHEREAL CURTAIN DESTINATION

1D20 PLANE

1-2 Material Plane
34 Plane of Shadow
5-6 Plane of Faerie
7-8 Plane of Dreams
9-10 Plane of Air
11-12 Plane of Earth
13-14 Plane of Fire
15-16 Plane of Water
17 Elemental Chaos

18 Positive Energy
Plane

19 Negative Energy
Plane

20 Demiplane

CurTAIN COLOR
Bright turquoise
Dusky gray
Opalescent white
Deep sapphire
Pale blue
Reddish-brown
Orange

Green

Swirling mix of blue,
brown, orange, and
green

Radiant yellow

Reflective purple

Maelstrom of all colors

Passing through an ethereal curtain is like moving through
breathable gelatinous material for a few rounds, the
material resistance of the planar boundary pushing against
the traveler for a moment before ultimately yielding.

LicHT FALL

Deadwaves are the result of the Negative Energy Plane
affecting the Ethereal Plane while light fall is the result

of the Positive Energy Plane’s influence. A light fall is a
harmless event where drops of luminous white and yellow
drops of pure light streak down in a cloud roughly 1d4
miles in diameter. The light fall lights up the Ethereal
Plane and increases vision to 120 feet in both the Border
and Deep regions. Light falls last for 1d4 hours before

fading away.

PROTOMATTER

The raw building blocks of demiplanes are the hunks of
protomatter drifting through the Deep Ethereal. They
appear as multicolored globules of jelly-like substance
with little mass and almost no weight, and they range in
size from fist-sized to as large as a continent. Sometimes,
when a chunk of protomatter drifts too close to an ethereal
curtain leading to one of the Inner Planes, it stabilizes

and forms a solid landmass, and it’s upon this that some
structures can be built or anchored to. The city of Freehold
is built on one such mass of protomatter, and the Scarlet
Caves of the High Clan xill are carved into another. To date
no one has successfully transported protomatter out of the
Deep Ethereal — the small samples that have been taken
out simply collapse into liquid form as soon as they enter
another plane of existence.

SITES & TREASURES

The Ethereal Plane is filled with sites of adventure just
waiting for parties of heroes to explore and catalog, along
with numerous relics that are unique to this strange
transitive plane.

BLEAKMORE, CASTLE OF GHOSTS

Floating in a strange realm between the Border and Deep
Ethereal is an extensive castle, towers, and battlements
known now as Bleakmore, the Castle of Ghosts. It is a
hauntingly beautiful site now as the stones that make
up the structures have become faded white from the
swirling mists. The castle and towers were ripped from the
Material Plane hundreds of years ago by some unknown
force, and it pulled the residents with it. Nothing living
lives in Bleakmore now — only the ghosts of the Whitlock
family occupy it.

On the Material Plane the site was known as Bluemore
Castle, and it was the seat of the Whitlock royal family
for generations. Over the years, infighting and squabbling
overtook the members of the family and, and in the current
generation the corruption and petty malevolence ran the
deepest. How did Bluemore get pulled into the Ethereal
Plane? The prevailing theory is a ritual gone awry that was
likely meant to kill or incapacitate one or more members of
the Whitlock family, though none of the ghostly court now
remember any of the details. They are each consumed with
ruling Bleakmore at the expense of everything else.

Bleakmore is composed of a magnificent castle around
which stand a dozen smaller towers. The courtyards
are filled with dead trees and plants now sustained by
the same hate and loathing that keeps the ghosts from
moving on, and since their arrival in the Ethereal Plane the
Whitlock family has been busy at creating new and terrible
ways to maim each other. Little that they do affects each
other in their ghostly forms, but for any mortal trespassers
a host of traps, dungeons, and mazes await.



THE CrTy THAT WAITS

Few know anything about the unusual cityscape floating in
the Deep Ethereal. It's not a demiplane but it appears as if
an entire city was pulled up from its roots and tossed into
the ethereal mists. The scale is broader than Bleakmore,
but the City That Waits as it is referred to now is not
occupied by ghosts. Its population are neither living nor
undead, but instead construct-like beings frozen in their
last moments before being pulled into the Ethereal Plane.
The cobblestone streets are filled with residents going
about their normal day, each one stopped in mid-action.

It is rumored that one of the demon lords of the Abyss
stole this city and placed it into the Deep Ethereal for
some unknown reason. Perhaps it was meant to be a
sacrifice, or perhaps as a secret storehouse away from
prying eyes. The frozen occupants of the City That Waits
do not respond to pain or any other external stimuli,
though they can be killed. Adventurers that have stumbled
upon the eerie site claim a dangerous ephemeral monster
lurks amid the waiting citizens, a vestige of some powerful
entity — or perhaps the collected anger and resentment of
the population itself.

DEMIPLANE OF CHAINS

Outside of the prison plane of Carceri, the Demiplane

of Chains is one of the most secure prison sites in the
multiverse. It is a demiplane in the Deep Ethereal, only
about 6 miles in diameter, but filled completely with
intelligent but non-verbal links of chain. It is widely
believed the demiplane is alive, similar to the Engulfing
Hunger, and that each chain link acts towards the central
will of the plane itself. For all intents and purposes, that
central will seems dominated with holding prisoner
anyone or thing that enters its ethereal curtain. Angels,
devils, sorcerers, warlords, and more have become trapped
in the Demiplane of Chains.

Is there a way out? A legendary thief now hiding out in
the City of Brass claims to know a way and he has the link
of chain from the demiplane to prove it. Getting someone
out of the Demiplane of Chains would prove a monumental
task as the sentient links move like great metal serpents to
ensnare and imprison anyone that enters.



ENGULFING HUNGER

Few demiplanes are as alive as the Engulfing Hunger. This
massive, 50-mile diameter demiplane in the Deep Ethereal
is controlled by a single primitive intelligence that seeks to
devour anything and everything living that comes within its
borders. It has the intellect of a canny predator, and those
travelers that have escaped the Engulfing Hunger with
their life claim the demiplane enjoys toying with its victims.
Beyond its ethereal curtain, visitors are greeted with a lush
landscape of tropical jungle, but no birds or natural critters
can be seen or heard.

When the Engulfing Hunger moves to strike it uses the
trees and even ground to swallow victims, pulling them
down into the heart of the demiplane where it crushes
them with stones and digestive acids. The demiplane can
manifest extensions of itself to chase and drive targets
into specific areas, all the while the sky darkens above
and the face of the alien entity can be seen looming like a
god. Why would anyone visit the Engulfing Hunger? Some
are pushed into it by an ether cyclone or stumble upon
it by mistake, but others seek it out deliberately. Rumors
persist that a rare and potent flower grows in the Engulfing
Hunger’s jungle interior with powerful restorative
capabilities. The exact nature of those capabilities hasn’t
been documented but it seems to respond to the needs of
the person who eats it.

Is this a lure by the Engulfing Hunger to draw fresh
victims into its mass? Or is it a natural byproduct of the
demiplane’s existence? For those that need the flower in
the heart of the Engulfing Hunger, the answer is irrelevant.

FREEHOLD

The city of Freehold is built on a floating mass of
protomatter in the Deep Ethereal and serves as one of

the only havens for scholarly learning in the plane. It is

the home of the Etherfarer Society, a group dedicated

to studying and cataloguing the wonders of the Ethereal
Plane, but they have a very casual attitude towards
travelers. The society runs the Motherhouse in Freehold,
the largest and oldest structure in the settlement, but other
smaller buildings have been built or conjured around it

to serve various needs. The Gallant Ghost Tavern serves
exotic wines and beers from around the multiverse, and
the Freehold Market holds numerous merchants that cater
to travelers and explorers.

There is some friction among the older generations
of Etherfarers and newcomes that creates interesting
opportunities for adventurers of all types. The newer
society members believe that the group’s works should
be more accessible, and they work towards making their
findings public and available across the multiverse. Older
members believe that only Etherfarers should have access
to the information, thus keeping it restricted and valuable
for seekers of knowledge.

Freehold is not a refuge for regular open conflict or bare-
knuckle fights, though an occasional stabbing or magical
assassination has been known to occur. For the most part,
the residents of Freehold keep up appearances as civil
students devoted to the common good, though secretly all
have some detail they wish changed about the settlement.

GOBLET OF ETHER

Crafted at the behest of a powerful king on the Material
Plane, the Goblet of Ether is a magnificent silver cup
adorned with opals and white diamonds along its rim.
The handle is smooth and supports the oversized cup
by balancing the weight with a polished platinum base.
Overall the relic gives the impression of opulence and
simplicity, but its real value comes from its magical
properties. The king who ordered its construction used it
as his personal wine vessel for many years, but when his
queen died the king sought a way to conquer death so that
he could see his lost queen. An enigmatic wizard offered to
enchant the king’s goblet to give him such a power, and so
the Goblet of Ether was born.

When any amount of liquid is poured into the goblet,
it evaporates into ethereal mists that can be consumed
by the person holding the goblet. Doing so allows the
drinker to see and interact with creatures and objects
in the Border Ethereal as if they were on the Material
Plane. Unfortunately for the king, his deceased queen was
plotting against him and had returned as a ghost, so when
he drank from the Goblet of Ether he found himself at the
mercy of her fury. The Goblet of Ether passed away from
the king’s hands and fell into the lap of a trader, who take
it faraway without realizing its power. Where it is now is
anyone’s guess.

HAaTcHERY OF UL'LULAA’'MU

High Clan xill enjoy their civil societies and look down
upon their Low Clan brethren as barbaric, savage, and
backwards. However, all xill reproduce by laying eggs in a
living humanoid host, but for the High Clan xill they have
kept such unpleasantness contained within a number of
secret locations. The largest is the Hatchery of Ul'lulaa’Mu,
a word pulled from an ancient dialect of Elven that roughly
translates as “place of life and tranquility.”

It is, however, far from that. The Hatchery of Ul'lulaa’Mu
is a breeding ground for slaves of the High Clan xill.
Rumors persist that it is located in the Border Ethereal of
the Plane of Earth in a secluded cave cut off from the rest
of the realm, but few have even heard of the hatchery let
alone returned from it. The xill masters use all manner
of guards and traps to keep the stock of breeding slaves
docile and willing, going so far as to concocting powerful
magical drugs to sedate them. Caves are dedicated to
the hatching of eggs by powerful individual xill across
the Ethereal Plane, most of whom come to visit to lay
their eggs and perpetuate their species. The Hatchery
of Ul'lulaa’Mu is a nightmarish place of suffering and
subjugation that the High Clan xill do not openly admit to
outsiders even exists.



MASK OF THE FACELESS ONE

This evil item was found originally by a member of the
Etherfarer Society cataloguing a new demiplane in the
Deep Ethereal. It appears as a wooden mask meant to fit
over the face of a regular humanoid creature, but it has no
eyes or mouth holes. The wood is colored purple and gives
off a slight electrical hum when held by a living creature.
Wearing the mask bombards the holder with visions of
cyclopean cities, ancient pyramids of timeless stone, and
a deep-seated loathing for all living creatures. The mask
typically takes over its wearer in an instant and drives
them to commit horrendous acts of violence on as grand a
scale as it can muster.

The society member that found it put it on in the
Motherhouse in Freehold, and the subsequent attacks
killed a dozen individuals and bystanders before the
wearer could be subdued. The Mask of the Faceless One,
as it became known as, gave its wearer supernatural
strength and endurance. It was taken into the vaults below
the Motherhouse of the Etherfarer Society for further
study, but it has thus far given no concrete clues as to
who made it or where it came from. A rare few have been
able to put on the mask for a short time and resist the
murderous urges brought on by its psychic control, and
those that have done so believe it is linked somehow to the
Pyramid of the Lost located in the Deep Ethereal.

NIGHTWALKER PIT

Few darker demiplanes exist in the Deep Ethereal than the
Nightwalker Pit, both figuratively and literally. This isolated
realm is 12-miles deep but it's not shaped like a typical
demiplane. Instead, the opening through the ethereal
curtain leads into a pitch black tubular realm about 1
mile in diameter. It extends into nightmarish darkness
for 12 miles which is filled with horrible monsters culled
from the most shadowed corners of the Abyss and other
lightless regions of the multiverse. Does some malevolence
draw these creatures to the Nightwalker Pit? Or are they
spawned naturally? What lays at the bottom? None have
found out and returned.

The Nightwalker Pit is also the best example the
members of the Etherfarer Society have given showing
the Ethereal Plane can spawn demiplanes on its own that
are just as deep and varied as any created by a powerful
wizard or priest on the Material Plane. Nothing seems to
lay claim over the Nightwalker Pit, and the horrors inside
have no desire beyond tearing travelers limb from limb that
stumble into its feared ethereal curtain. Others say that
such an evil-tainted demiplane must have been created
by some external force, such as a devil prince or yugoloth
warlord, as no other demiplane of such pure evil has been
found since. Is there a strong connection to the Negative
Energy Plane in the Nightwalker Pit? Such a presence
would be suggested but so far not yet been proven.

PYRAMID OF THE LOST

It's not uncommon to come across bizarre sites in the
Deep Ethereal, but the massive structure known as the
Pyramid of the Lost is one of the most compelling and
mysterious. It is a truly enormous stepped pyramid with
its pyramidal nature reflected back on itself at its base,
creating a structure with a distinct pinnacle at the top and
the bottom. The “top” half is made of an unknown bluish-
gray stone, while the “bottom” half is a reddish-brown
color. It floats among the ethereal mists without resting
on any protomatter, and in fact the natural protomatter

of the Deep Ethereal seems repelled by it somehow. Four
doors are set on its exterior, one on each side along its
center where the blue and red stones meet, and the doors
have no discernable top or bottom. They are made up of
an unknown golden metal and are marked with raised
symbols that have defied identification.

The Etherfarer Society believes the Pyramid of the Lost
was built by a race of being called the ethergaunts in the
time before the Material Plane existed. Other smaller
structures have been found across the Deep Ethereal and
even in some Border Ethereal regions of the Inner Planes
that show these creatures to be vaguely humanoid with
stooped shoulders and long, thin arms and legs. Their
heads were set on skinny necks that rested in their chest
rather than atop it. The Mask of the Faceless One has been
linked to the ethergaunts and seems somehow connected
to the Pyramid of the Lost, though scholars in Freehold
are baffled as to how or why.

What happened to the ethergaunts? Are any still alive in
the Pyramid of the Lost? No one to date has been able to
open any of its doors, but it radiates powerful necromantic
and enchantment magic under sorcerous scrutiny.

SCARLET CAVES

The largest home of the High Clan xill on the Ethereal
Plane are a series of tunnels and towers carved out of

a large red island of protomatter. Known as the Scarlet
Caves, the xill here live in opulence, drifting in the Deep
Ethereal and confident in their own mastery. They forge
weapons and armor in one cave fed by elemental gashes
to the Plane of Fire, and in other complex they greet
guests with art and sculptures depicting the greatest in
xill philosophy and aesthetic design. Each High Clan xill
dwelling in the Scarlet Caves has a well-appointed home
attended to by numerous slaves, such as umber hulks and
other mindless beasts, but they do their best to pacify any
visitors that come to trade.

As much as the xill in the Scarlet Caves like to pretend
at playing civil for the sake of appearances, they are not
above abducting visitors with brute force and carrying
them away to one of the many hatcheries across the
Ethereal Plane. Sometimes the xill keep unique prisoners
in elaborate dungeons within their cavern complex to be
used as bartering tools when dealing with visiting dao or
efreet from the Inner Planes. It's worth noting that the
High Clan xill do not employ or use Low Clan xill to do
any of the work or defense of the Scarlet Caves — the two
factions of the race barely acknowledge one another’s
presence in the multiverse, and the High Clan xill seem
perfectly content in letting their Low Clan brethren raid
and scavenge in the Border Ethereal.



SEED OF CREATION

The Seed of Creation is the kind of artifact that drives
regular explorers to travel to remote regions of the
multiverse on just the hint of its location. Even its exact
powers aren’t known, as tales vary wildly from one legend
to the next. Most agree that it contains a divine spark
normally reserved for the hands of gods, but exactly what
it can do is more nebulous. One story tells of a peaceful
monk that used the Seed of Creation to remove the fury
from 10,000 raging barbarians intent on destroying a
single monastery. Another legend claims a cleric used
the relic to restore life to a dead god floating in the Astral
Plane.

Even the description of the Seed of Creation is vague
at best. Most stories claim it to be about the size of a
watermelon, oval, and possessing an inner light that
pierces any darkness. Holding it allows the possessor to
shrink the side, or perhaps it is the possessor and the rest
of the multiverse that grows in comparison? Perception
becomes distorted around the artifact, though it doesn’t
seem to possess an intelligence of its own.

The gnome wizard Erskin Figfallow followed stories
about the Seed of Creation and believed it to have
originated in the Ethereal Plane. And not just anywhere,
but at the theoretically center of the Deep Ethereal from
which everything in the plane spreads. Erskin founded the
Etherfarer Society to help fund and shape his expeditions,
all of which were focused on finding the center of the
Ethereal Plane and its connection to the Seed of Creation.
He never found it, but tantalizing rumors have kept him on
the trail.

THE SPLINTERSOUL AND SHARDS

The Splintersoul is a complex crystalline structure free
floating in the Deep Ethereal. It has walkways, towers,
arches, and paths, all made out of a pale blue crystal that
curiously does not reflect light — it absorbs it. One of the
most curious thing about the Splintersoul is it seems to
have a psychic intelligence attached to it somehow, and it
can speak telepathically to creatures both on it and within
sight of it in the Ethereal Plane.

What it wants, however, is much more of a mystery.
It refers to itself in the third person as “we” and “us”
and claims to have no name for itself, though it uses
Splintersoul as the title bestowed upon it by travelers.
It was first discovered by a pair of Etherfarer Society
members who got blown off course by an ether cyclone,
and they were astonished at what they uncovered. The
Splintersoul created humanoid representatives of itself
which the pair dubbed splinter slaves, and it used these to
guide the travelers around the complex tunnels and mazes
of blue crystal architecture. However, things took a dark
turn when they reached a hub of some sort and the two
society members tried to flee. One escaped, but the other
was caught and kept by the splinter slaves. Her fate is still
unknown.

One of the curious things about the Splintersoul are the
large number of shards that have broken off from its main
“body” and drifted into the Ethereal Plane and out into
the multiverse. These shards are usually only fist sized,
but they each contain a fragment of the Splintersoul’s
personality and power. The shards can create splinter
slaves away from the Ethereal Plane, and they each seem
to want something else entirely. Some want to reunite with
the Splintersoul, others seek to bring peace and harmony,
while others are interested only in warfare and bloodshed.

WEB OF WORLDS

Tatha'Nalla, the Spinner of Secrets, is a phase spider of
enormous bulk that lives in the demiplane known as the
Web of Worlds. She is a broker of information, and from
her small realm in the Deep Ethereal she has created
secret portals to much of the rest of the multiverse.
Exactly how is a mystery and one that Tatha'Nalla has not
divulged, but some planar scholars believe the webs of her
demiplane interact with the mists of the Deep Ethereal in
a unique way that allow her to “phase” into other planes of
existence.

Inside, the Web of Worlds is a gray sticky mess, only
about 6 miles in diameter, with Tatha'Nalla spinning more
webs and plots from its center. She has a large number of
phase spiders completely devoted to her and the Web of
Worlds at her beck and call, but the information broker has
on occasion invited guests into her demiplane home. Such
guests report being ushered into rooms that resemble
large cocoons of thick webbing, and that Tatha’Nalla was
always guarded by protective armor made from the same
webs.

ADVENTURE HOOKS

Despite its reputation as a simple means to planar travel,
the Ethereal Plane has much to offer a band of adventurers
of nearly any level.

Unusual Excavations. A local baron begins to act
strangely, ordering crews of servants to dig in a remote
forest at the edge of his domain. The party becomes
involved when the baron’s mercenaries come to round up
more slaves and won't take “no” for an answer. It turns the
baron has a shard of the Splintersoul, and it's commanding
him to dig into the earth at a specific location in order to
find “the truth.” The baron and the shard are inexorably
linked now and drawn to the site. What is revealed in the
excavation? Why does the shard of the Splintersoul want it
uncovered?

The Karlsholm Ghost. A particularly intelligent and
cunning plasm is pushed from the Ethereal Plane into
the Material Plane, and it finds the plane to its liking. It
takes residence in a mining complex close to the remote
settlement of Karlsholm, and from there the plasm uses
stories of a local ghost legend to bully the populace. A
family leaves Karlsholm after their patriarch is killed by
the “ghost” and the party begins investigating. The plasm
has a superstitious tribe of mountain warriors that it uses
to keep people from the mine. With luck and determination
the characters can root out the plasm and restore the mine
to working condition for the people of Karlsholm.



When Ethereal Tentacles Attack. While staying in a
favored tavern, the characters witness a stranger burst in
with a wild look in her eyes. She rushes over to the party
and explains she is from the Etherfarer Society, and that
she is being followed by some ethereal stalker that has
dogged her every movement. She offers to pay the party
to protect her, but during the offer the creature strikes — a
dharculus! The party can take up her mission by laying
claim to an Etherfarer charm that allows them to travel to
Freehold. What was the member investigating? Why did
she draw the ire of a dharculus?

Ghost of a Chance. The royal squabbles of the royal
court of Bleakmore spill over into the Material Plane as
Lady Zola and Lady Sibyl move via proxies against one
another. They have chosen two tribes of orcs as their
pawns and the characters find themselves in the middle
of the struggle. On one side is the Hollow Tusk Tribe
orcs under the sway of Lady Zola who is possessing the
tribal chief, while Lady Sibyl controls the eldest shaman
in the Black Blood Tribe. The two ancient ghosts must
be expelled before the orc war spills over into the nearby
communities.

Favor of the Xill. The characters receive an invitation
from a strange source asking them to arrive at a certain
place at a certain time for a gala extraplanar celebration.
The invitation is from Kla'ta'naka, a High Clan xill seeking
to make friends with the party so that it can ask them a
favor. Kla'ta'naka lives in the Scarlet Caves and believes
one of its rivals is plotting against it — it wants the party
to act as bodyguards and spies in the xill home to help
uncover the plot. But is Kla'tanaka being honest? And
what about the secret caravans being sent deeper into the
Ethereal Plane with cages of humanoid slaves? The High
Clan xill offer nothing more than innocent explanations for
the sinister doings.

RANDOM ENCOUNTER TABLES

The below table can be used by the Dungeon Master
as a source of inspiration when a party of characters
is traveling around the Ethereal Plane. Two tables are
provided covering the Border Ethereal and the Deep
Ethereal.

BORDER ETHEREAL

1D100 BorpDER ETHEREAL ENCOUNTER

01-05 A dharculus

06-10 A pack of ethereal marauders hunting prey
11-15 A pair of hunger ghosts seeking a meal
16-20 A lonely ghost wandering

21-25 A vengeful ghost looking for action

26-30 A nest of phase spiders

31-35 Phase spiders on the prowl

36-40 A single Low Clan xill lost

41-45 Low Clan xill returning with captives

1D100 BORDER ETHEREAL ENCOUNTER
46-50 A plasm
51-55 A spectral lurker waiting in ambush

56-60 A thought eater sprinting away from a
predator

61-65 Deadwave

66-70 Light fall

71-75 Two basilisks

76-80 The cache of an ethereal traveler long dead
81-85 A cockatrice

86-90 A small band of ethereal travelers looking
for someone

91-00 Ether cyclone

DEEP ETHEREAL

1D100 DEeep ETHEREAL ENCOUNTER

01-05 An ancient ghost with servants

06-10 A host of hunger ghosts lost in the mists
11-15 A lich returning to its demiplane

16-20 Several plasm traveling towards an ethereal
curtain

21-25 A thought eater hiding behind protomatter

26-30 A High Clan xill traveling in a carriage
pulled by umber hulks

31-35 A caravan of captured slaves bound for a xill
hatchery

36-40 Demiplane

41-45 Elemental gash

46-50 Deadwave

51-55 Light fall

56-60 Great hunks of protomatter

61-65 A pair of elementals (randomly determine
the type)
66-70 A noble efreeti looking for a xill outpost

71-75 A tiny pocket demiplane holding the remains
of a wizard

76-80 An expeditionary force from the Etherfarer
Society

81-85 The lost journal and possessions of an
explorer

86-90 A noble djinni hunting xill slavers
91-00 Ether cyclone



PLANE OF SHADOW

“The Plane of Shadow, also referred to as the Shadowfell, is an
echo of the Material Plane. It overlaps the known world but it
remains separate, and a great gloom and sense of dread holds
sway over its gray, shadow-filled landscape. It is the opposite of
the Plane of Faerie, and there is strong evidence to support the
two echo planes are linked in some ephemeral way. | surmise that
the Plane of Shadow is a byproduct of the Negative Energy Plane
influencing the Material Plane, and that it represents a decaying
of the natural order inherent to all things and places in the
multiverse. Certainly the prevalence of necrotic energy and undead
horrors in the Shadowfell lends credence to this theory.”

Lillandri the Moon Mage

Gloom, despair, hopelessness, and loss are just some of
the words that can be used to describe the feelings that
weigh down travelers that enter the Plane of Shadow. It

is an echo of the Material Plane, but it holds only a dark
reflection filled with darkness and a creeping sense of
being watched. Forests hold sinister shadows, mountains
loom taller and more ominous, and everywhere the natural
order seems twisted and bent towards a darkly malevolent
end.

The nature of the Plane of Shadow draws evil and
undead creatures to it, and this attraction has led many
planar scholars to link the realm to the Negative Energy
Plane. There certainly seems to be some truth to this
connection, and it’s worth noting that the Plane of Faerie
— another echo plane, but one filled with vibrant and often
violent life — seems just as strongly linked to the Positive
Energy Plane. Are these two sides of the Material Plane
the result of the Positive and Negative Energy Planes? Or
are the Positive and Negative Energy Planes a result of the
Shadowfell and Feywild? Debates continue in scholarly
circles.

From a more conventional standpoint, the Plane of
Shadow is a place where fell creatures dwell, and its
location on the other “side” of the Material Plane makes
its interference much more common than other decidedly
evil outer planes, such as the Abyss or the Nine Hells. A
pervasive gloom in a forlorn crypt, the shadow cast by
a tombstone in the moonlight, or the yawning darkness
beneath a creaking gallows all can contain portals to the
Plane of Shadow, allowing monstrous creatures to slip
between the cracks and wreak havoc.

The Shadowfell is also the home to the Domains of
Dread, unique and isolated realms locked away from
the rest of the plane by insidious Dark Powers. These
unknown macabre masters of darkness draw powerful
men and women away from the Material Plane at their
darkest moment, trapping them and their lands. Barovia,
home of the vampire lord Strahd von Zarovich, is the most
famous, but other domains exist, scattered across the
Plane of Shadow.

Monsters of all types stalk the gloomy wilderness of
the Shadowfell, and between them havens of civilization
are hard to come by. The most famous is the city of
Gloomwrought with its legion of mysterious keepers
maintaining order. Other famous sites include the
Nightwyrm Fortress, the Onyx Palace of the Raven Queen,
the Moon Towers, and the Circle of Midnight Stones, just
to name a few. Truly, in a realm possessed of so much
darkness and despair, heroes are needed to push back the
encroaching shadow at every opportunity.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Shadow as characters explore

and travel through it. These are suggestions of elements
that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Plane
of Shadow.

Hidden Menace. The Plane of Shadow is infused with
a sense of dread and menace lurking just behind what’s
visible. Tree branches take on the shape of long claws, a
soft wind feels like the breath of a dangerous stalker, and a
thousand other sounds and sensations all add up to a very
real feeling of hidden terror. Whether it’s in the wilderness
or in a city, the Shadowfell conveys the idea that travelers
are being watched by sinister eyes at all times, and that
anything could jump out at any moment.

Dark Mirror: As an echo plane, the Shadowfell is a dark
and twisted mirror of the Material Plane. This mirroring
is broad and can easily become distorted — a forest of lush
trees in the Material Plane may be a gnarled wood of dead
branches, or a mountain may hold innumerable caves
filled with darkness and chilling winds. Cities on the Plane
of Shadow are gloomy places where inky pools gather in
otherwise empty streets and sinister alleys.

Perpetual Twilight. No sun or moon hangs in the sky
over the Plane of Shadow. Instead, a perpetual twilight
blankets the land in shades of gray and black, bathing
everything in monochromatic tones that heighten
the sense of dread throughout the entire plane. Time
passes here but there’s little to mark its passage, though
occasionally a noteworthy event — such as a full moon
— may create a disturbing equivalent in the Shadowfell,
something most view as a sign of ill portent.



LAYy OF THE LAND

As an echo of the Material Plane, the Plane of Shadow
holds many of the same basic geographic features of its
mirror. However, they are distorted, often more brooding
and sinister in appearance. The sky is always dark, cloaked
often in thick gray clouds, but even when they pass there
is no moon, sun, or stars that shine overhead. Most major
natural features in the Material Plane have a “shadow-
analogue” in the Shadowfell, such as mountains and
forests, and even cities have a dark mirror. Few of them are
inhabited in the Plane of Shadow, however.

Just as in many Material Planes, twisting below the
ground of the Plane of Shadow is a labyrinthine maze
of tunnels and caves. Known as the Shadowdark, in the
Plane of Shadow this region is unnaturally cold and only
gets colder the further into the ground one explores. Some
planar scholars have theorized that there is a massive
portal or vortex leading to the Negative Energy Plane
somewhere in the Shadowdark, but if it’s true it has yet to
be found.

There are some strange exceptions to these general
guidelines. The most prominent of which are the Domains
of Dread, each an isolated realm surrounded by obscuring
fog that reaches beyond the planar border. These pockets
of the Shadowfell are held together by powerful entities
known as the Dark Powers, though their exact makeup
and nature are a mystery, and each domain serves as a
prison for those trapped inside. The center of each domain
is a darklord — a creature, usually sentient but not always,
that has gained the favor of the Dark Powers and exercises
some control over the mists that bind the domain and
even some denizens within it. Each darklord is as much
a prisoner as other inhabitants, however, but through the
influence of the Dark Powers they have extended or even
immortal lifespans.

The most famous Domain of Dread is Barovia, a gothic
land ruled by the powerful vampire darklord Count Strahd
von Zarovich. From his imposing seat of power at Castle
Ravenloft, Count Strahd works towards multiple ends,
including how to break free of the mists and return to the
Shadowfell proper. Another well-known and feared domain
is the Necropolis, a bleak region dominated by countless
mindless undead under the direct control of the region’s
scheming master, the lich Azalin.

Finding one of these Domains of Dread is rarely a
chance encounter, and the mists the surround and bind
each one seems to be a direct extension of the Dark
Powers themselves. The mists can extend through the
multiverse, though they rarely move beyond the Material
Plane, and they can draw in unsuspecting people into their
prisons.

CYCLE OF TIME

Time passes in the Plane of Shadow exactly the same as
the Material Plane, but not sun or moon exists to mark

the passage of time. Day and night are filled with the same
inky twilight with no discernible difference between the
two. Each of the isolated Domains of Dread within the
Shadowfell behave under their own rules, however. Most
do have a day-night schedule with a sun that rises and sets,
but it’s all part of the prison built by the Dark Powers and
maintained by the domain’s darklord.

SURVIVING

The Plane of Shadow seems to share the same air

as its mirror so creatures that can live and breathe in

the Material Plane have no inherent problems in the
Shadowfell. A creature can survive in the Plane of Shadow
as long as they can live off the brackish foul-tasting water
that runs in the lakes and rivers, and find food that hasn’t
spoiled (something that happens at an accelerated pace).
Any non-native humanoid that takes a short rest in the
Plane of Shadow risks fell despair (described under
Hazards & Phenomena).

GETTING THERE

Spontaneous portals to the Plane of Shadow from the
Material Plane are common, and they only appear at
night. Few permanent portals are known to exist, and the
ones that are known exist below ground where the sun
never shines and darkness prevails. The appearance of a
spontaneous portal to the Shadowfell is difficult to predict,
but certain organizations such as the Tenebrous Cabal and
the Shadow Hand Guild have worked to understand and
catalog the triggers.

A spontaneous portal appears in a place of darkness
and shadow and usually only when certain conditions are
met. Some of those conditions are known. For example,
nights where the moon or moons are obscured in the sky
on the Material Plane are prime triggers for spontaneous
portals, as are certain festivals and holidays that honor the
gods and goddesses of shadow and darkness. Cemeteries,
graveyards, and crypts can all hold portals to the Plane of
Shadow, often in new construction over old ground.

Certain spells in older tomes and spellbooks are
known to pierce the veil between the Material Plane and
Shadowfell as well, but the secrets of these have been lost
to most of the current arcane world.



TRAVELING AROUND

Movement is no more hindered or helped in the Plane of
Shadow than the Material Plane, but distance becomes a
somewhat elastic concept over time. A group of travelers
that enters the Shadowfell from a forest within the
Material Plane may find themselves in a similar forest,
though dark and twisted. Traveling outside the forest,
however, the travelers can find the landscape take on larger
deviances, but these differences are fluid. Maps are usually
without merit on the Plane of Shadow.

However, this landscape distortion can be a boon when
utilized properly. Great distances can be traveled over
much shorter timespans if an entrance to the Material
Plane can be found in the right region.

While on the Plane of Shadow, light sources are greatly
diminished. Every light source provides radiance in half
of the normal area while in the Shadowfell, and spells
and effects that provide illumination have their durations
reduced by half. The ever-present darkness of the plane
seeks to snuff out all light that enters.

Characters that take a short rest in the Plane of Shadow
risk suffering from fell despair; see the Hazards &
Phenomena section for details on this effect.

POWERFUL & MIGHTY

While there are no definitive rules of the Plane of Shadow,
there are enough powerful entities and influential
organizations to keep adventurers on their toes.

DARK POWERS

What are the Dark Powers? Few know exact details. They
are malevolent entities of near god-like status that dictate
the creation of the various Domains of Dread. Within
each individual domain, a darklord or group of darklords
hold supreme power, including controlling the mists that
form the border between the realm and the rest of the
multiverse. But the Dark Powers are the true masters
behind the scenes, and it is by their will the darklords
suffer and rule in their pocket prisons.

Some warlocks have reached out to the Dark Powers
to make bargains for power and influence, but these deals
are always done through a proxy of some sort. There
does seem to be multiple Dark Powers and sometimes
they seem to operate through agents against each other,
but for the most part their machinations are difficult to
discern. Shadow demons, shadows, and nightshades are
common representatives of the Dark Powers across the
multiverse, and there are some scholars who believe they
are advanced nightshades of monumental power.

Gaining the attention of the Dark Powers is rarely a
boon to mortals. They tend to have a cruel sense of irony
when dealing with lesser creatures, a trait exhibited by
all of the darklords they choose to imprison within a
Domain of Dread. There are some wild theories that say
the Dark Powers are actually agents of benevolence, and
by removing powerful individuals and imprisoning them
in misty realms within the Shadowfell they are tipping the
scales of balance towards good.

Warlocks and other beings that have dealt with the
proxies of the Dark Powers know that this is probably not
the case, or at least not the case with all of them. Perhaps
they are moving towards a cosmic balance, but it’s not out
of some sense of justice or temperance that they infuse evil
beings with great power and elevate them to the status of
darklords.

THE RAVEN QUEEN

One of the great powers of the Plane of Shadow is the
enigmatic figure known as the Raven Queen. She has the
powers of a god, and she possesses great influence over
the spheres of death, winter, and fate. In the Material
Plane, cults have sprung up to worship her, and from these
followers the Raven Queen draws great strength. Does that
make her a god? It certainly seems to qualify, but some
planar scholars are not so sure.

Little is known about the Raven Queen’s background.
Rumors says she was a mortal sorceress who impressed
an ancient god of death. Did she betray the god of death
and steal his power? Or did she simply claim what was
left behind? Can a god of death die? These questions all
swirl around the background for the Raven Queen, but
regardless she seems to have stepped into the mantle of a
deity with dominion over death.

In the Plane of Shadow, she rules from the Onyx Citadel,
a massive structure that moves around the Shadowfell
at the Raven Queen’s wishes. Several temples run by
deranged cultists lay scattered about the plane as well, and
she has an ongoing feud with Orcus, Demon Prince of the
Undead. The two have sparred through proxies countless
times across the multiverse, but the Plane of Shadow is
where their most fierce showdowns have taken place.

SHADOW HAND GUILD

Thieves and rogues have a natural affinity towards
darkness, and many of them find solace in the gloomy
twilight of the Plane of Shadow. The Shadow Hand

Guild takes that a step further, however, and has actually
established a home on the Shadowfell in Gloomwrought,
the City of Midnight. Gloomwrought is a dark city ruled

by various factions of petty and corrupt nobles, but
underneath it all operates the Shadow Hand thieves. They
rule from an elaborate series of sewer tunnels beneath the
streets of the City of Midnight, and from there they run an
extensive network of spies and informants. They watch not
just the actions within Gloomwrought but as many major
cities as they can.

Within their sewer tunnels, powerful wizards in the
Shadow Hand Guild have constructed viewing portals
that allow them visual access to many other cities. They
operate a series of two-way portals as well, partnering with
thieves’ guilds in major cities to provide easy access. Few
but the most powerful members of each of these external
guilds even knows about the Shadow Hand'’s existence —
most just feel a slight breeze as a shadow passes from a
darkened corner into the night-filled streets.



The masters of the Shadow Hand Guild seem interested
in accruing magical items and trinkets from across the
multiverse, and they hoard these in secret vaults hidden
within their sewer tunnels below Gloomwrought. Some
of these they use as tests for initiates into the guild, while
others are meant to deter or destroy uninvited guests.

TENEBROUS CABAL

The Tenebrous Cabal is a loosely-knit organization of
wizards and clerics dedicated to death and necromancy.
They do not have much of a formal power structure

and usually operate as individuals with their plans and
schemes, but they do have one grand resource — the Bleak
Academy. This large school in the Plane of Shadow is
dedicated to the art of necromancy, and all members of the
Tenebrous Cabal are graduates of the academy.

The Tenebrous Cabal was founded long ago by devotees
of the archlich Acererak, and they constructed the original
Black Academy over the site of the infamous Tomb of
Horrors as a means of honoring their patron and teaching
their skills to new generations. Through the actions
of heroes and the indifference of Acererak, the Black
Academy in the Material Plane was destroyed, but not
before much of the knowledge was secreted away by the
school’s vampire masters. They worked to recreate the
academy in the Shadowfell, and there they built a dark
and magnificent campus shaped like a great skull. They
renamed it the Bleak Academy and created the Tenebrous
Cabal to continue the study of the necromantic arts.

Most members of the Tenebrous Cabal are evil, and
many are undead creatures seeking to expand their
mastery over magic. Many horrors have been birthed in
the shadowed halls of the Bleak Academy over the years,
but not all who pass through become undead-loving
necromancers. Some students and teachers are dedicated
to understanding necromancy and its place in the grand
arcane scale, and this kind of study does not lend itself
towards evil actions directly.

THE UMBRAL CHIEF

Long ago, on a distant Material Plane, there was a great
barbarian chief from the savage tribes of the windswept
steppes. He rose up and united his people, and drove them
forth to conquer the civilized lands. He did this through
influence from the Shadowfell, and he commanded great
powers of shadow and deceit that he used in his bloody
path of conquest. His enemies called him the Umbral
Chief, and his legions of shadow-touched barbarians were
ruthless and without mercy.

Eventually the Umbral Chief was defeated, but in defeat
he was pulled into the Plane of Shadow for all eternity.
Now he serves as a force for destruction and change in
the Shadowfell. The Umbral Chief still leads his shadow-
fed army, and his most loyal followers are known as
umbral ones far and wide. They thunder on black shadow
steeds across the gloom-filled landscape of the plane, and
occasionally they cross into the Material Plane to wreak
havoc and vengeance against the light.

The Umbral Chief is an undead behemoth of frightening
strength and cunning. The final resting place for his
bones lies in a secret barrow somewhere in the Plane of
Shadow, and rumors say that a single bone shard from
the Umbral Chief’s physical remains can grant fantastic
powers to mortal warriors. Few have found the barrow of
the Umbral Chief, but those that have sought it out say it
lies somewhere in a great valley of darkness, guarded by
hideous shadow monsters like no other.

CREATURES & DENIZENS

Undead monsters are common in the Plane of Shadow,
owing to its strong connection to the Negative Energy
Plane. Other monsters do prowl the Shadowfell, however,
so travelers should be on the alert for more than just
undead.

ABERRATIONS

There are many monsters that slither, lurk, or crawl
through the Shadowfell that defy easy categorization.

One of the most insidious are the balhannoth, who create
elaborate illusions by tapping into the memories of nearby
travelers in order to lure them into their lairs. Bone weirds
resemble vaguely-serpentined shaped piles of bones that
lurk in cracks and other darkened holes. They have the
ability to subsume the bones of victims, leaving them
paralyzed and weak. Few creatures compare to the vile
appetites of the banderhobbs, who are created under
rituals that infuse shadow with flesh; they are thankfully
rare even in the Plane of Shadow.

The smallest of the Shadowfell’s native monsters is the
odem. Physically, they appear as little more than wisps of
grayish vapor, but they have the ability to completely uproot
the mind of a victim and take over for their own devices.
Their motives are mysterious, and there are some that take
their host bodies on “joy rides” of wanton mayhem and
destruction, but just as many use their time in control of a
physical body to study and learn about the world at large.

HumMANOIDS

The Plane of Shadow is populated largely by humanoids,
many of whom transitioned to the Shadowfell generations
ago and simply made a life for themselves. Many cities,
such as Gloomwrought, are populated with a wide variety
of people that fall into this category. Humans, dwarves,
gnomes, dragonborn, and more all can be found among the
native inhabitants of the Plane of Shadow.

EIf. A rare subrace of elves known as shadar-kai have
dwelled on the Plane of Shadow for generations. They
serve the Raven Queen, a powerful entity with command
over life and death, and watch the border between the
Shadowfell and the Material Plane for the choicest souls to
take to the palace of the Raven Queen. Physically, shadar-
kai appear as withered pale elves, with ashen gray skin and
an overall corpse-like appearance. They are fearsome foes
who have mastered a wide variety of unique weapons and
combat tactics, making them dangerous in a fight.



Meazel. Humanoids that escape into the Plane of
Shadow sometimes devolve into hateful creatures known
as meazels. These cowardly beings have given themselves
over to the hate and rage of the Shadowfell completely,
and they lurk near known gates and portals to the Material
Plane as “guardians” of their new home against any that
come in bringing hope or joy.

Nagpa. The nagpa are among the most powerful of the
Raven Queen’s servants. They are hideous bird-like beings,
bent and corrupted by foul magic, who meddle in grand
affairs meant to bring calamity and catastrophe to the
world at large. They are power-hungry schemers with far-
reaching goals of utter destruction, and they work behind
the scenes on an almost inconceivable scale to put plans
into motion.

Skulks. Meazels are the result of travelers giving over
to the hate of the Shadowfell, but more often mortal
creatures simply succumb to the relentless despair. These
unfortunate victims become skulks, invisible wanderers in
the Plane of Shadow possessed of little more than simple
cruelty at any costs. Summoners can pull a skulk into
the Material Plane, but in the Shadowfell they gather in
large numbers in hollow ruins and the empty mirrors of
populated cities.

UNDEAD

The Plane of Shadow has a strong connection to the
Negative Energy Plane, and it is widely believed that its
creation is the result of that plane’s influence over the
Material Plane (and by contrast, the Plane of Faerie is
from a similarly close connection to the Positive Energy
Plane). Regardless, undead of all sorts haunt the ruins
and dark wilderness of the Shadowfell, from zombies and
skeletons on up to the more powerful types. A crumbling
fortress may be the lair of a lich, while a death knight may
dwell within a castle it once held in life. Gwiddons are
undead druids who have given themselves over to the dark
power of the Plane of Shadow and tend to gardens filled
with dangerous plants, including shambling graveyards
and corpse flowers.

Of special note are the nightshades. Massive and
powerful creatures born of necromantic energy and
shadow given form, there are three known types —
nightwalkers, nightcrawlers, and nightwings. They are
monsters of pure nightmare given form and anti-life agents
who seek nothing more than total annihilation of living
creatures.

HAzZARDS & PHENOMENA

The Plane of shadow is a dangerous place for the
unprepared. The very air saps the will to live out of visitors,
and spontaneous hazards like necromantic seepage and
darklands can cause sudden and very real problems.
Travelers to the Shadowfell be warned!

DARKLAND

Darklands are regions of intense cold and dread in a
concentrated area on the Plane of Shadow. Typically, a
darkland covers a radius of 1d20 miles, but larger and
smaller zones have been encountered across the plane.
Creatures that take a short rest in a darkland cannot
spend any hit dice for healing and must succeed on a DC
14 Wisdom saving throw or suffer one level of exhaustion
from the deep numbing cold. Creatures that finish a

long rest within a darkland automatically gain a level of
exhaustion and do not regain any hit points or spent hit
dice.

This effect is more than just a physical cold, however. If
a creature is immune to both necrotic and cold damage
it is immune to the effect of the darkland, but only if it is
immune to both damage types.

It is theorized that darklands are regions where the
border between the Plane of Shadow and the Negative
Energy Plane is thinnest. Sometimes this has an obvious
source, and sometimes the source can be stopped so
that the power of the darkland eventually fades away. In
the Shadowdark below the surface of the Shadowfell,
darklands are much more common and less obvious in
their causes.



FELL DESPAIR

An intangible but omnipresent feeling of dread and
despair hangs over the entire Plane of Shadow. Creatures
entering it from the Material Plane feel it immediately

— an oppressiveness, as if the darkness had weight and
was pressing in from all sides. It’s been described as
suffocating and insufferable. For characters, spending too
much time in the Shadowfell risks an effect known as fell
despair.

After each short rest spent in the Plane of Shadow,
characters must succeed on a DC 10 Wisdom saving
throw. On a failure, the character is affected by fell despair.
Roll 1d20 and consult the following table to determine the
fell despair effect.

FeLL DespAIR EFFECT
1D20 FeLL DespAIR EFFECT

1 Clumsy. Whenever you roll a 1 on an attack roll,
saving throw, or ability check, you fall prone.

Distracted. You suffer disadvantage on initiative.
Drowsy. You cannot make opportunity attacks.

Fatalistic. You suffer disadvantage on death
saving throws.

5 Hopeless. You suffer -2 on all saving throws.

Indifferent. You cannot use Inspiration.

7 Lethargic. You suffer disadvantage on
Constitution saving throws.

8 Sluggish. Your speed is reduced by 5 feet.

9 Unconcerned. You suffer disadvantage on
Dexterity saving throws.

10 Craven. You suffer disadvantage on Strength-
based ability checks.

11 Insomnia. You regain only half normal hit points
from Hit Dice spent.

12 Mistrustful. You cannot move through allies’
spaces.

13 Paranoid. You suffer disadvantage on Wisdom
saving throws.

14 Forgetful. You suffer disadvantage on
Intelligence-based ability checks.

15 Jealous. You cannot take the Help action.

16 Squeamish. You suffer disadvantage on your

first attack in a round against an opponent who
is at or below half their starting hit points.

17 Delusional. You suffer disadvantage on Wisdom-
based ability checks.

18 Jittery. You suffer disadvantage on Dexterity-
based ability checks.

19 Quarrelsome. You suffer disadvantage on

Charisma-based ability checks.

20 Surge of Hope. You gain a point of Inspiration.

If a character is already suffering a fell despair effect and
fails the saving throw, the new despair effect replaces the
old one. Removing a fell despair effect requires spending
half of the character’s Hit Dice during a long rest and
succeeding at a DC 15 Wisdom saving throw. The calm
emotions spell removes despair, as does any spell or other
magical effect that removes a curse.

NECROMANTIC SEEPAGE

Pools of black and purple sludge occasionally bubble

up from the ground in the Plane of Shadow, creating
necromantic seepage. This thick fluid is lethal, and any
living creature that touches necromantic seepage must
succeed on a DC 14 Constitution saving throw. On a failure
the creature contracts a debilitating disease known as soul
rot.

Soul rot takes effect immediately. Creatures suffering
from soul rot lose all of their available Hit Dice, and cannot
regain Hit Dice or spend Hit Dice while suffering from
the disease. They regain only half the normal hit points
from magical healing sources and regain no hit points on
a long rest. Victims show signs immediately as their skin
becomes pale and deep shadows appear under their eyes
and around the corners of their mouth.

At the end of each long rest, the infected creature must
make a DC 14 Constitution saving throw. On a failure, the
character suffers necrotic damage equal to one half of their
maximum hit points. The infected creature must succeed
on two saving throws to end the soul rot. If the necrotic
damage suffered reduces the character’s hit points to 0
or lower, they die immediately and rise as a wraith in 1d4
rounds.

SHADOW STAIN

The Plane of Shadow’s connection to the Negative Energy
Plane is strong, and in certain areas that vibrancy can
increase the potency of undead creatures. These regions,
known as shadow stains, usually cover 60-foot radius
areas, and any undead creature inside the area of effect
regenerates 5 hit points at the start of their turn as long
as they have 1 or more hit points. In addition, any necrotic
damage suffered by a target in a shadow stain deals
maximum damage. It has been theorized that shadow
stains are the result of powerful undead creatures expiring
in the Shadowfell, and that some remnant of their strong
link between the two planes remains and empowers
similar creatures.



SITES & TREASURES

The Plane of Shadow is rife with wicked locations,

evil cultists, and all manner of dangerous places, and
sometimes characters have a need to pierce the veil of
worlds and find these locations. Other times, they may find
that the borders between the Shadowfell and the Material
Plane are thin enough to draw out some of these fell sites
and objects!

BALEFIRE

A sword forged by death giants long ago, Balefire is a relic
of ancient design and terrible purpose that drifts though
time according to some unknown will. It is possessed with
an intelligence that rivals many mortal wizards and has
the ability to transform itself from one type of sword to
another. It often disguises itself as a mundane dagger or
shortsword, waiting to be picked up by the right wielder,
before it latches its psychic tentacles into a target and
consumes them with a burning rage.

Balefire can be commanded to ignite in purple flames,
similar to a flame tongue sword, but its flames deal psychic
damage rather than fire. The sword’s name also refers to
the curse of balefire that consumes wielders that choose
to hold on to it for too long — the insidious weapon causes
madness as its power burns through the brain of the
holder.

Balefire seems consumed with destroying every last
vestige of death giant architecture and design, and drives
its wielder to hunt down and demolish strongholds and
cities once held by the powerful creatures. It holds some
unknown connection to Kazzak'tul, and it is rumored that
it was originally forged there and played some part in the
great castle’s downfall. The secret to unraveling Balefire
might be found somewhere in its vaults.

BARROW OF THE UMBRAL CHIEF

The Umbral Chief is a legendary figure within the Plane
of Shadow, an individual of great strength and conviction
who passed over from the Material Plane by sheer force of
will. Long ago, the Umbral Chief was a barbarian king who
united disparate tribes of the eastern lands in a distant
Material Plane, and he used the powers of shadows and
darkness to enhance his abilities. His horde conquered,
but eventually he fell and was interred in a great lavish
barrow high in the mountains of his homeland.

Then, unexpectedly, the Umbral Chief rose in the
Shadowfell from where he was laid. He summoned
forth spectral and shadowy forces and now wanders
the darkened realm as a force of chaos. His barrow still
remains, however, but it has passed fully into the Plane of
Shadow. It holds the original bones of the Umbral Chief
in an elaborate and richly decorated burial chamber deep
beneath the mountains. It is guarded by the shades of
the great chief’s most loyal bodyguards, but inside lay
the treasure the conqueror collected in his legendary
campaigns.

BLEAK ACADEMY

Founded by a trio of vampire masters, the Bleak Academy
is a gothic school built in the Shadowfell focused on
advancing the arcane and divine arts of necromancy. It was
recreated from the pieces of the original site after being
destroyed in the Material Plane due to its location above
the legendary Tomb of Horrors, but since then it has seen
quite a revival in faculty, students, and forbidden lore.
The vampire masters formed the Tenebrous Cabal to help
further their goals, and over the years they have attracted
a large number of individuals with interests in the darker
magical arts.

The Bleak Academy is built from bone white stone,
but the vampires that control it can cloak the ground
in a shadowy field to hide it from prying eyes. It also
moves, though it's unclear if this is just a natural part
of the Shadowfell or if it's a deliberate action by one or
more of the Tenebrous Cabal leaders. Several towers
spike up around the main building, which is shaped like a
grinning skull, and in the center sits a planar observatory
that only views the Negative Energy Plane. Intelligent
undead of all kind populate the halls, along with would-be
necromancers, death domain clerics, and others with an
interest and aptitude in necromantic magic.

The library of the Bleak Academy is relatively small but
contains the largest collection of dark tomes known in the
Plane of Shadow. It is the prize of the Tenebrous Cabal,
and one of the vampire masters can always be found
within its book-laden chambers. Students and faculty are
allowed to peruse the library’s collection, but visitors are
not allowed to touch any of the books lest they risk the
wrath of the Bleak Academy curse (which may be just a
rumor, but so far has deterred most would-be thieves).

CIRCLE OF MIDNIGHT STONES

Scattered through the Plane of Shadow are curious circles
of tall, monolithic stone blocks carved out of a unique
and otherwise unknown rock. Known as midnight stones,
these circles have been found all over the Shadowfell, from
mountainous valleys to shadow-haunted forests to dismal
swamps. It isn't even know if there are multiple circles,
or if there’s just one that moves around with greater
frequency than the rest of the plane, but wherever it lands
great evil manifests nearby. The prevailing theory is that a
(the?) Circle of Midnight Stones is a direct communication
tool to the Dark Powers that rule behind the scenes and
create the Domains of Dread.

Thick billowing mists have been reported around
the stones as well, lending credence to the connection
with the Dark Powers, but to date no traveler or scholar
has discovered the truth and lived to tell the tale. Evil
creatures in the Shadowfell seem naturally drawn to
the Circle of Midnight Stones, and it’s not uncommon to
see nightshades in great number congregating around
them. Do the nightshades have something to do with the
midnight stones? No one knows for certain.



EVERNIGHT

Cities on the Material Plane usually have a dark reflection
in the Plane of Shadow, but often these are empty,

eerie locations filled with ghostly sounds but no actual
inhabitants. One of the exceptions is the city of Evernight.
Some strange plane-warping property of the Shadowfell
creates a single Evernight but it is linked to every Material
Plane, usually as a mirror of a major Material Plane city.
On Faerun, the city of Neverwinter is located on the other
side.

Evernight is a city ruled by undead monsters with no
regard for law or order. The living are viewed as nothing
more than chattel and food for the masses. Vampires,
liches, mummies, ghosts, skeletons, zombies, and more
wander the streets, and through some unknown accord
peace is kept within the confines of Evernight. They trade
and work in the shadow-filled city and though killings and
murders are commonplace events there are no formal
guards or laws.

Rumors persist that certain nobles within Evernight can
grant living creatures a special boon that allows them to
pass as one of the undead within the monstrous city, but
finding and convincing one of the undead lords to do this
has thus far proven impossible. Evernight is viewed as a
safe haven for the living dead, but most of the inhabitants
are selfish, cruel, hate-filled creatures so “safe” should be
regarded as a very relative term.

GLOOMWROUGHT, CITY OF MIDNIGHT

Gloomwrought is a thriving metropolis in the Plane of
Shadow that exists uniquely in the plane only. It does not
have a mirror in the Material Plane, and its construction
hints at greater mysteries within the Shadowfell itself. It is
situated on the shores of a storm-wracked sea of darkness,
and its gloom-filled streets are oppressive and cold. The
city is shaped like a crescent along a bay of similar size,
with the streets and buildings dipping lower the closer

it approaches the water’s edge, creating a bowl-like
depression.

The city is ruled by Prince Rolan the Deathless, a
human noble who has ruled for many more years than a
human normally lives. He and the nobles of Gloomwrought
govern with the help of the mysterious keepers — strange,
somber, normally silent guardians and stewards of the city
itself. The keepers were there before the residents, and
the warlocks and priests claim they will be there after all
the mortals have been consumed by the darkness of the
plane. For their own part, the keepers seem interested in
maintaining the city itself rather than enforcing any laws or
keeping the peace.

The Double Dagger Tavern is a popular watering hole
for travelers from the Material Plane seeking guides
and information about the Plane of Shadow. Most of
Gloomwrought’s citizens are transplants from other
planes, though a fair number of shadowborn beings call
the city home as well. The Raven Queen has a large
following in Gloomwrought, and the Tenebrous Cabal
maintains a strong position among the nobles as well.




KaAazzAK’'TUL

Death giants are dangerous wanderers of the Plane

of Shadow, but once long ago they commanded great
respect from impressive castles. Kazzak’'tul was one of
their greatest strongholds, and its ruins still dominate the
icy shadow-filled peaks where it now resides in ruin and
collapse. It was ruled over by four death giant warlords of
great power long ago, each one controlling one quarter of
the massive stronghold, but infighting and treachery tore
the death giants apart. Two were killed, one was driven
out, but it is rumored Kazzak'tul still holds the fourth, who
wanders the now empty halls, madness claiming her mind
and body.

The vaults below Kazzak’tul were said to hold a great
treasure coveted by the death giants, but the stronghold’s
remote location has deterred most adventurers from
finding the site. Those that have found Kazzak’tul report
that ancient wards still protect the lowest levels, and the
remaining death giant warlord driven mad by some force
vexes travelers.

MooN TOWERS

The Plane of Shadow is the home to a subrace of elves
known as the shadar-kai. These mysterious beings

keep to themselves, usually shunning the company of
other creatures, and their works are rare and just as
confounding. Moon Towers are perfect examples of this.
These tall thin towers stand in remote regions of the
Shadowfell, the result of ancient shadar-kai construction
and shadow weaving. They are each roughly 300 feet tall
made of pale gray stone, and at the top sits an orb. The
orbs shed dim light in a short radius around the Moon
Tower, but within that light the shadows are deeper and
darker than the rest of the plane.

No doors or windows exist to access a Moon Tower, but
somehow the shadar-kai are able to get in and operate
the orb on top. They can direct its light towards a target
up to several miles away, and the result is a deep well of
shadows that grants a shadar-kai enhanced power. The
exact nature of this power isn’t known, but it is thought
that these shadow elves have found a way to tap into a true
source of shadow power. Not just an aspect of Negative
Energy, but a profoundly deep darkness.

NIGHTWYRM FORTRESS

Constructed before much of the Material Planes were even
formed, the legendary Nightwyrm Fortress is the colossal
home of the ancient shadow dragon Urishtar. It sits not

on the Plane of Shadow but above it, in a titanic shadow
storm that swirls miles and miles above the ground. Within
the eye of the storm, the Nightwyrm Fortress moves across
the Shadowfell, resting on fossilized stones from the time
before the Inner Planes collided and formed much of the
multiverse. Urishtar is one of the oldest beings known to
exist, and it has collected treasures and secrets since time
immemorial and placed them within the walls of its flying
home.

Urishtar rarely leaves the Nightwyrm Fortress, instead
using agents of shadow to do its bidding across the
multiverse. What the shadow dragon’s goals are is anyone’s
guess, as it seems to collect both powerful and mundane
items and transport them back to the fortress via powerful
shadow teleportation magic.

ONyx CITADEL OF THE RAVEN QUEEN

Hidden away within the realm known as the Shadow of
Shadows is the seat of the Raven Queen herself. Rising
from a torrential tornado of souls stands her Onyx Citadel,
a grim and monolithic structure constructed of polished
black ice that resembles onyx at a distance. The soul storm
that surrounds the citadel keeps most intruders at bay, but
at the Raven Queen’s whim the storm can be abated to
allow for travelers to enter her sacred home.

Within the Onyx Citadel the Raven Queen holds court.
The cold is so great that any living creature that remains
with its walls for more than a day freeze into solid blocks.
She is attended to by monstrous consorts of all sorts,
including massive undead shadows that she sends to do
her bidding across the Plane of Shadow. The Raven Queen
holds supreme power within the confines of the Shadow of
Shadows and it is whispered that she sees everything that
transpires within the Shadowfell through the use of her
raven spies that can be heard but rarely seen all across the
land.

Sitting at the edge of the soul storm that surrounds
the Onyx Citadel is the Raven Queen’s greatest temple,
Zvomarana. Here, acolytes of the Raven Queen come to
attempt the grueling steps necessary to become one of her
chosen, a sorrowsworn. Most die in the process, but those
that succeed ascend to the Onyx Citadel and are tasked
with specific duties across the Shadowfell.

SHADOWDARK

Below the ground of the Plane of Shadow lurks a labyrinth
of tunnels and darkness deeper and more sinister than
most things found on the surface. This is the realm known
as the Shadowdark, and its tunnels stretch on for miles
and miles in twisting, confusing pathways. The tunnels
cross into massive caverns with lakes of necromantic
sludge, or shadow ice filled chambers of supremely

evil power. Most of the Shadowdark is enshrouded in a
darkland, making travel difficult if not impossible for the
unprepared, and monsters of darkness and death lurk in
the night-filled caves.

There are rumors of a city of undead drow elves
somewhere in the Shadowdark along with illithid elder
brains and vampiric versions of normal Underdark
denizens. Few have found good reason to explore
the Shadowdark, and those that do come back with
nightmares and little to show for it. Legends say the source
of the Shadowfell, a great portal to the Negative Energy
Plane, sits deep beneath the Shadowdark, which would
explain the qualities of the underground realm. Could
this portal be closed? Could the connection between the
two planes be severed? It seems unlikely, but some planar
scholars believe the only constant in the multiverse is
change.



SHIP OF HORROR

Oceans of dark water exist in the Plane of Shadow, the
mirror images of Material Plane waters, but the storms
that wrack the shadow oceans are constant and rough.
Few travel them deliberately, but there is one vessel that
has been seen that heralds dark and foreboding times.
Sailors on the Material Plane refer to it as the Ship of
Horror, and it is a moving portal to the Shadowfell that
travels the seas, trapping ships in its shadowy wake and
sending them to a watery grave in the Plane of Shadow.
The Ship of Horror is said to be crewed by undead sailors
under the command of a necromancer of terrible power,
who is himself trapped aboard the vessel.

The Ship of Horror is only encountered at night, and it
is always accompanied by thick mists that cut visibility. It
is thought that the ship is itself a Domain of Dread and its
captain a darklord, and certain aspects of the vessel bear
this theory out. Rare is the encounter with the Ship of
Horror that does not result in all hands being lost at sea
in the Plane of Shadow. What does the enigmatic captain
want? Some say he searches for a lost love that was swept
overboard by a rogue wave, while others say he seeks fresh
victims for his crew on their journey of the damned.

ADVENTURE HOOKS

The Plane of Shadow holds a wealth of adventure
opportunities for would-be heroes and treasure seekers.

It can inadvertently pull unsuspecting characters into its
depths, or powerful beings could try to push their way
into the Material Plane. The plots of the Raven Queen and
the Tenebrous Cabal can also lead to exciting adventure
opportunities.

A Different Person. An acquaintance of the characters
begins to act very out of character and seems preoccupied
with death. It turns out the acquaintance is possessed by
an odem, and that its seeking to link up with others of its
kind in the city. How far has the odem infestation gone?
Who can be trusted? The characters are going to have to
investigate and keep their findings to themselves until the
time is right if they hope to expunge the parasitic forces.

The Merchant’s Curse. A stranger comes to visit the
town the characters are in, peddling art and trinkets from
the Plane of Shadow. The stranger is trying to get rid of the
items but by curse cannot give them away — he must sell
them. When he tries to break the curse a pack of shadow
mastiffs show up and attack, and he begs the characters to
help him. Where did he find the cache of shadow items in
the first place? Is he telling the truth?

Path of the Lost Soul. A shadowborn family in
Gloomwrought reaches out to the characters for help.
They are devotees of the Raven Queen, and when one of
their own passed away recently they learned the soul never
made it to the Onyx Citadel. The characters can track
down the missing soul, discovering that it was stolen by
a devil hiding in a remote shadow mountain castle along
with hundreds of others that it plans to sell on the soul
market in the Outer Planes.

Sanctuary of Evernight. The characters face a powerful
undead foe, but their opponent flees to the sanctuary of
Evernight, taking valuable information and items with it. In

order to get into Evernight, the characters must somehow
disguise themselves as undead, and they can work with

a disenfranchised mummy lord who is looking to strike
revenge against other forces in the city. Can they trust
their new undead friend? What dangers lurk in a city full of
monstrously evil denizens?

Wrath of the Shadow Horde. A horde of undead
barbarians breaks from the Shadowfell to the Material
Plane. They move only at night but they are merciless in
their ferocious rage. The only thing that can stop them is
a bone from the resting place of the Umbral Chief, and the
characters must hurry to find the item before the horde
decimates more innocent lives. The characters must
track down more information about the Umbral Chief
before they can find his final resting place in the Plane of
Shadow. The barrow is guarded by the warlord’s greatest
bodyguards, now undead shadow warriors, along with
traps meant to protect the treasure and final bones of the
great Umbral Chief.

RANDOM ENCOUNTER TABLES

The below tables can be used by the Dungeon Master

as a source of inspiration when a party of characters is
traveling through the Plane of Shadow. Look at each one
as a springboard for new adventure ideas, or as a means of
highlighting the nature of the plane for the players.

PLANE OF SHADOW

1D100 PLANE OF SHADOW ENCOUNTER

01-05 A pack of zombies recently risen

06-10 A pool of necromantic seepage

11-15 Darkling thieves looking for easy marks
16-20 A necromancer and bodyguards

21-25 A pack of shadow mastiffs

26-30 A bone weird

31-35 A tribe of ghoul scavengers

36-40  An odem searching for a victim

41-45 A pair of shadow demons on assignment
46-50 The garden of a gwiddon

51-55 A bone golem gone berserk

56-60 A shambling graveyard

61-65 A pool containing several slime shadows
66-70 Darkland

71-75 A vampire teacher from the Bleak Academy
76-80 Shadow stain

81-85 A death giant searching for lost ruins
86-90 A tunnel caused by a nearby nightcrawler
91-95 A pair of nightwings seeking fresh prey

96-00 A nightwalker rising from a pool of
shadows



P1LANE OF FAERIE

“The Plane of Faerie, sometimes referred to as the Feywild, is a
vibrant echo of the Material Plane, and in this it is similar to the
Plane of Shadow. Along with the Plane of Dreams, these echo
planes coexist with the Material Plane, highlighting and accenting
different aspects, and for the Feywild, life, nature, and its various
dangers are pushed to extreme levels. The seasons are varied

and static, changing from one to another in stark contrast in
varying regions, and the capricious archfey that rule over it all
have their own petty squabbles and political discourse. Lost relics
and overgrown ruins of ancient primordial elven people litter

the Feywild, but travelers should be warned that rarely are these
treasures left unprotected.”

Lillandri the Moon Mage

On the other side of a thin planar barrier surrounding the
Material Plane sits a place of wonder and beauty, terror
and darkness, hope and fear. It is the realm of ancient
archfey and powerful elves from times long since passed
where the seasons stand frozen at the whim of bickering
fey courts. This is the Plane of Faerie, also known as the
Feywild, and it is a place of terrible beauty and glittering
shadows.

Like the Plane of Shadow and the Plane of Dreams, the
Plane of Faerie is an echo of the Material Plane, sitting
like an overlay over the entire plane. Most people do
not know it exists, though in certain areas known as ley
lines the border becomes blurred, and in other regions
spontaneous gates and portals open up allowing free travel
between the two. Capricious fey creatures, from sprites
and pixies to hags and quicklings, populate the realm.
Many owe allegiance to one of the faerie courts, including
the Summer Court, the Gloaming Court, and the Winter
Court, but not all do, and some actively work against the
powerful archfey that rule these powerful organizations.

Fey are not the only inhabitants of the Plane of Faerie.
Long ago, a race of giants pierced the planar veil and
marched a mighty army through with intents to conquer
the lush and bountiful land. They were not successful, and
for their transgression they were cursed. These fomorians
lurk in the darkness and shadows of the Feywild now,
striking against all native creatures with as much power
as they can muster, and their ruined fortresses still dot the
landscape.

The Plane of Faerie is a place of natural danger, where
the weather can turn deadly with no warning and the
beasts of the forest prey on travelers with malice and
hunger in their hearts. Time is a strange thing in the
Feywild as well, and some travelers that leave find that
more or less time has passed since when they left. For
immortal fey creatures, this isn’t a problem, but mortal
short-lived creatures can find their lives wasting away
the instant they leave. This is one of the many reasons
travelers to the Plane of Faerie end up staying.

There’s also an intoxicating flavor that permeates the
plane, and for non-fey it can prove an addicting experience.
It’s difficult to describe — the air is thicker, more alive,
and all scents and aromas are enhanced a hundred-fold.
Beyond this olfactory enhancement, the very land of the
Feywild is lush and vibrant, filled with life and beauty, but
there’s always a trick in the Plane of Faerie. Sometimes,
a verdant forest clearing dappled with pure sunlight turns
mortals into gold, as is known to happen in the Golden
Glade, while in the vast swamp known as Murkendraw
creeping yellow vines obey the commands of the hag
covens that fill the region, choking and pulling down
travelers.

Treasures abound in the Plane of Faerie as well, relics
from ancient kingdoms of primordial elves known as
eladrin. The Scepter of Starlight, the Diamond Staff, and
the Leaves of All Seasons all originated from the Feywild
and have found their way across the multiverse at one
point or another, yet they always seem to find their way
back to the Plane of Faerie.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Faerie as characters explore and
travel through it. These are suggestions of elements

that can be used in descriptions of the landscape and
denizens with the goal of actualizing the “outside” nature
of the multiverse beyond the Material Plane. Use them to
incorporate into encounters and adventures on the Plane
of Faerie.

Vibrant Life. The Feywild is a plane of vibrant life in
all forms. Flowers are full and enormous, the grass is
lush, and the air teems with electric energy. Bird sing
beautiful melodies from barely hidden branches that fill
the air with songs that shift subtly between a chorus of
joy to discordant notes of sadness. A gentle breeze blows
through at all times, rustling trees and carrying the sweet
scent of powerful flowers. Everything in the Plane of
Faerie is alive and almost humming with energy.

Striking Colorations. Everything in the Plane of Faerie
is colored with a palette from a mad painter with no
singular vision on the canvas. The grass is electric green
and shifts to shades of blue and red with the breeze, and
a valley filled with flowers contains every color in the
rainbow. The colorations of the objects around the Feywild
shift with the emotions of nearby travelers, the stronger the
emotion the stronger the color variance, so that a person in
deep mourning over the loss of a loved one creates a color
ripple of blue, black, and violet wherever they go, while the
thrilling touch of a romantic interest can shoot rays of red
and pink through the surrounding foliage. The unsettling
vibrancy of the color to otherwise mundane objects chills
travelers from the Material Plane and reminds them that
they are in a very different realm.



Dream-like Wonder. To an outsider, the Feywild is
a plane of shimmering beauty as if seen through a thin
gauze, and that thin gauze ripples and changes with each
breath and blink of the eye. A flower may suddenly grow
eyes and wink, while a bird’s song could whisper the
words of a long lost loved one before vanishing on the
wind. There is a very real sense of wonder that infuses
everything on the Plane of Faerie, creating moments that
seem pulled directly from a dream.

LLAY OF THE LAND

The basic geography of the Plane of Faerie is an echo of
the Material Plane, at least in rough shape. The further
one travels from a fey crossing or portal, the more varied
the landscape becomes, but when the two planes become
more in sync the spontaneous crossings appear. These
usually occur in out of the way places, where a bit of the
magic and wonder of the Feywild crosses over into the
Material Plane to create a magical if temporary bridge.

Seasons and the sun’s cycle can vary wildly, however.
Geographic regions across the Plane of Faerie are frozen
in a season’s particular grasp, usually summer or winter.
The same holds true for the position of the moon and sun
— some areas never see the sun dimming, while others are
bathed forever in moonlight. The borders between these
regions can be extreme. A group of travelers may enter the
Feywild in a summer-filled forest where the sun never sets,
and while exploring they come upon a mountain range
frozen in winter’s fury where the moon hangs high and full
in the sky at all times.

It is natural to connect these extreme seasonal changes
and day-moon phases to the powerful archfey that rule
much of the Feywild, but the truth is that only a few of the
mightiest exert any real influence over the plane itself on
such a grand scale. The Queen of the Summer Court has
been known to change a region from winter to summer,
or night to day, but these events are rare and usually
catastrophic to the natural beings that have taken up
residence in the affected area. Locally, however, the mood
of the most powerful denizen of a particular small area
can affect the surroundings in minor ways, such as the
gathering of storm clouds, the movement of brambles, or
the rushing of rivers with no apparent outlet.

Below the ground in the Plane of Faerie twists an
endless maze of brightly lit tunnels known as the Feydark.
It is a mirror of the Underdark on the Material Plane,
but a natural light, akin to that of a star, infuses the stone
and prevents total darkness from blanketing any large
subterranean realm. Foul things dwell in the Feydark,
from the twisted fomorians cursed by the archfey for their
transgressions long ago to goblins and other unsavory
beings.

There are regions beyond the strong seasonal variations
of summer and winter. Known as the Wild Lands, clouds
fill the twilight sky in these areas, and dark and twisted
things fester outside the domains of the archfey. Some
planar scholars say that the Wild Lands are what the
Plane of Faerie would be like without the influence of the
fey, and that it is held back only by the combined will of
the courts. Sometimes, the Wild Lands breach the barrier
between the planes and encroach upon the Material Plane,
creating an overgrown tangled nightmare that threatens all
creatures.

CYCLE OF TIME

Time is a strange thing on the Plane of Faerie. The sun
does not set if it is risen, and the moon does not wax while
it is in the air. Time passes normally for creatures in the
Feywild, though it can be difficult to mark its passage
considering the unusual and stagnant cycles of day, night,
and the seasons. Leaving the Plane of Faerie, however, is
when time can catch up to a non-native suddenly. Refer to
the Fey Time Loss hazard for more details.

SURVIVING

There is nothing inherently violent or threatening in

the landscape of the Plane of Faerie, or at least nothing
that permeates the entire plane. Winter regions are cold
and unprotected travelers can certainly succumb to the
elements if they are not prepared, but this is typically no
worse than a winter on the Material Plane. Some specific
regions of the Feywild do have more localized threats that
travelers should be wary of, however.

GETTING THERE

As an echo plane, the Plane of Faerie exists simultaneously
with the Material Plane, which can make passing between
the two surprising and sometimes frequent. There are
differences between the two, sometimes wildly different,
but when particular geographic and environmental
features line up, a temporary gateway opens up. This is
referred to as a crossing, a fey crossing specifically, and
they can last anywhere from minutes to days.

Fey crossings are two-way portals between the Plane
of Faerie and Material Plane, allowing denizens of both
planes to cross over into the other. Often times, wicked
archfey and powerful hags follow the signs in the Feywild
and watch for these events to occur, timing their plans and
schemes to coincide with the appearance of a fey crossing.
Some of these plans involve conquest, but just as often
it’s to escape a curse or other magical detriment the fey
crossing bypasses.

Portals and gates exist that lead to the Plane of Faerie as
well. Notably, Bytopia, the Beastlands, and Elysium in the
Outer Planes contain many portals leading to the Feywild,
allowing the good-aligned and often fey-aligned denizens
of those planar destinations to travel and trade freely with
the archfey and their fickle courts. The Ethereal Plane
contains numerous color curtains that lead directly to the
Plane of Faerie as well, and some planar travelers have
found color pools in the Astral Plane that can transport
them directly to the realm of the fey.

In the Material Plane, a gate may exist to the Plane of
Faerie under specific circumstances. For example, when
morning sun pierces a halo of verdant leaves in an ancient
forest, the shimmering haze may just be a one-way portal
to the Feywild. Dormant gates may be activated by the
possession of a particular type of leaf or forest berry, or
by singing the correct incantation honoring the ancient
elves who founded many of the great cities in the Plane of
Faerie.



TRAVELING AROUND

Travel within the Plane of Faerie is unimpeded by any
natural planar effect or hazard. Daylight dazzles brilliantly,
and even regions blanked by night are usually illuminated
by an unnaturally large moon (the exact definition of which
defies all logic, as it is not the moon of any Material Plane
and doesn't appear to be any true celestial body). Summer
regions are the easiest to travel, and the winter-dominated
sections are no more difficult to travel than particularly
cold or snowy geographies in the Material Plane.

Weather effects can be fierce and dramatic, however, but
these do not follow predictable or even logical patterns.
Instead, the weather of a region of the Plane of Faerie is
dictated by the whims of the most powerful archfey in that
region. Cloudless skies with light breezes are usually the
result of a content or happy archfey, but raging storms with
driving rain, howling blizzards, or other extreme effects
can spin up suddenly and without warning.

POwWERFUL & MIGHTY

Powerful archfey, wicked hags, twisted fomorian kings,
and more lurk in the Plane of Faerie, each with their
agenda and plots. Some of those plots involve invasion,
some heroes would be wise to learn all that they can about
the movers and shakers of the Feywild before they blunder
into a castle belonging to someone much more powerful
than they are!

BLIGHTED MOTHERS

Hags are as much a part of the Plane of Faerie as any of
the other fey creatures. They are typically solitary beings,
owing loyalty to themselves or a small group of sisterly
hangs known as a coven. But in the vast swamp known as
Murkendraw, the most powerful and wicked of the hags

in all of the Feywild have combined forces and formed

the Blighted Mothers, a particularly ruthless coven that
demands fealty from all other hags. There are four hags in
the Blighted Mothers, each representing a different type
commonly encountered in the Plane of Faerie. Mother
Brona is an annis hag, Mother Blagovesta is a bheur hag,
Mother Zabyna is a sea hag, and Mother Vaclava is a green
hag.

The Blighted Mothers work in the deepest darkest heart
of the Murkendraw, and they honor the greatest hag of all
time — Baba Yaga. In her name, the four have performed
terrible atrocities across the Feywild and beyond, and they
have networks of spies and informants from the courts of
the archfey to the most influential nobles of the Material
Plane. Nothing moves in the Murkendraw without the
Blighted Mothers knowing about it, or so it is whispered,
and they are known to cast their spirits far and wide to
oversee their plots and schemes personally.

What do the Blighted Mothers want? Their motives
seem rooted in spreading chaos and disorder in the name
of Baba Yaga as far and wide as possible. But the four hags
do not always see eye to eye, and they occasionally work
against one another. Direct conflict is forbidden by Baba
Yaga's ancient decree, but the Blighted Mothers still use
their pawns to thwart or delay the plans of the other hags
in the coven. But when they are united, such as to recover
a stolen item or to fulfill some obscure prophecy, their
powers are formidable and their wills like iron.

COURTS OF THE ARCHFEY

Great swaths of the Plane of Faerie is under the direct
influence of powerful archfey, fey beings of enormous
power and age. Some are noble, some are wicked, but
many of them obey ancient traditions of the Feywild that
organize their powers into distinct courts. There are

four primary courts — the Court of Summer, the Court of
Winter, the Court of Green, and the Court of Coral. A fifth,
the Gloaming Court, was cast out originally for crimes
against the Feywild, but it remains an influential and
important member of the balance of power.

The Court of Summer is ruled by Queen Titania,
arguably the most powerful archfey in the entire plane, and
her powers are near infinite while on the Plane of Faerie.
She is amused by the actions of mortal creatures and often
sends her agents to bring specimens back from Material
Plane to act and cavort for her and her attendees. But her
wrath when crossed is deadly and her moods can shift
suddenly and without warning. Queen Titania rules from
Senaliesse, a city built within towering silver trees.

The Gloaming Court is ruled by the Queen of Air and
Darkness, whose real name has been lost to time. She
commands legions of unseelie faeries to do her bidding,
and she has engaged in a life-long cat-and-mouse game
with Queen Titania and the Court of Summer. Sometimes,
the Queen of Air and Darkness is able to convince one
of the other archfey courts to ally with her, especially the
Court of Winter which often finds its needs aligned with
that of the Gloaming Court. Truces and pacts among the
archfey are fleeting at best, however, and these alliances
rarely last more than a few decades.

The Courts of Green, Winter, and Coral do not have
dedicated leaders, but they count many powerful archfey
among their members. Rarely do these lesser courts
convene together, as the individuals hold more sway over
local forces and regions, but Queen Titania has called all
of the courts together several times to discuss matters of
importance that affect all of the Feywild. Unseating the
Gloaming Court and casting out the Queen of Air and
Darkness was one of these times.

All of the courts, and many independent archfey, operate
across the multiverse through the actions of proxies and
agents. Some of these agents are warlocks dedicated to
the power of the archfey, while others are simply mortals
caught in the wrong place at the wrong time. Often times,
the communicated desires of their patron to a fey agent
make little sense, such as moving a certain stone in a
certain place several feet in a single direction. There is
always meaning in these actions, however, it just requires a
level of perspective that most mortals do not possess.



KiNG oF MAG TUREAH

Long ago, a force of giants entered the Plane of Faerie with
dreams of conquest. They pushed into the Feywild through
faerie crossings and forced gates, and they established
several strongholds to fortify their positions. The largest
and most complete of these was the fortress-city known as
Mag Tureah, and from there the giants struck out against
the archfey with murderous intent. Ultimately, however,
the giants were defeated, but the archfey were not content
to simply cast out the invaders. They cursed the entire
race, turning them into hideously twisted fomorians and
spreading madness among their ranks. Mag Tureah,

once a beacon of conquest, was cast down deep into the
Feydark.

A fomorian king has ruled Mag Tureah since, but each
has been afflicted with madness and insanity that seems
to far outstrip the rest of their kind. The current ruler is
King Jarrhild, and he is determined to master the network
of portals that exist below Mag Tureah. Fortunately for
the Material Plane, Jarrhild’s faculties are fleeting and his
mind scattered, so he continually seeks and finds the same
passages. Over the years, the fomorian presence in Mag
Tureah has been reduced, but other sinister and evil forces
still lurk within the fortress-city’s walls and tunnels. But
King Jarrhild is concerned with none of that.

QUEEN OF THE FAERIE DRAGONS

Faerie dragons are native beings to the Feywild, and they
claim to be the first and oldest creatures of the entire
plane. This type of boasting is not uncommon for faerie
dragons, so few pay them any heed, but there is one that
might just prove it all to be true. Tasmiira is the oldest
faerie dragon in the multiverse, and she rules as the de
facto queen of the faerie dragons in the Plane of Faerie.
Her memory is long and flawless, but unlike many of her
kind her arrogance and pride do not cloud her judgment.
Tasmiira is interested in only two things — keeping her
subjects safe, and protecting the great treasure hoard of
her people.

For years, Tasmiira has been the custodian of a great
treasure hoard, representing the accumulated wealth of
all faerie dragons everywhere. It is rumored that anytime a
faerie dragon gains treasure, a portion is given over to the
collected hoard through ancient magic, and the gathered
wealth has become quite legendary among certain seekers
and adventurers. Tasmiira and a small contingent of loyal
faerie dragons are the only ones that know the location
of this fabulous treasure, but it hasn’t stopped them from
being hunted down. To this end, the Faerie Dragon Queen
and her loyal subjects move from place to place within the
Feywild, sometimes even crossing into the Material Plane,
never settling in one location for too long. Their forced
exile is necessary to protect the wealth of their people, but
it wears on Tasmiira that she cannot find a home for the
faerie dragons.

STAR CHILDREN

Stars are a funny thing in the Plane of Faerie. Those
regions that are blanketed under darkness have skies filled
with stars, but they are not the same stars as seen in the
night sky of the Material Plane. These stars, it is said, are
the spirits of powerful beings that have died in the Feywild
and have ascended to pure light. This may be true for
some of the lights in the night sky, but the Cult of the Star
Children believe that there is more up there than meets the
eye.

The Star Children believe the night sky in the Plane of
Faerie opens up to a place of madness and utter chaos
known as the Far Realm, and that some of those stars
are actually openings between the planes. The Far Realm
exists outside the accepted boundaries of the multiverse,
or so most planar scholars believe, and it is an alien realm
home to beings that operate on completely different levels
of existence, mentally and physically. Most cannot even
exist outside the Far Realm, but the Star Children claim to
have seen and communicated with these entities through
the holes in the Feywild night sky.

Followers of the Star Children are patient and
thoroughly malevolent, waiting in their twisted citadel for
the day when the stars are right and the Far Realm can
invade the Plane of Faerie once and for all. Membership
in the cult requires undergoing a secret ceremony, the
most prominent result of which is the hollowing out of the
member’s eyes and replacing them with black nothingness.
Most Star Children can disguise this unsettling feature for
a period to blend in with others, but in their citadel their
madness and cruelty hold supreme.

CREATURES & DENIZENS

Numerous creatures inhabit the Plane of Faerie, from
dryads, pixies, and satyrs, to blink dogs, yeth hounds, and
faerie dragons. Some of these creatures are intelligent,
many are playful, and more than a handful hold a dim
view of mortal life. Travelers to the Feywild should trust no
one, as illusion magic is common and enchantments can
sometimes fall like rain.

BEASTS

There are a great number of beasts prowling around

the Plane of Faerie. They resemble their Material Plane
counterparts in abilities but they often have striking
colorations and sharp, angular features that mark them
as natives of the Feywild. A bear may have green fur, while
a pack of wolves possesses striped bodies of alternating
black and purple lines. Many of these beasts are under the
direct sway of the fey that rule the plane and obey their
whims without question. Eladrin druids are especially
renown for having packs of wild animals at their beck and
call in the wilds of the Plane of Faerie.



FEY

The fey are the original inhabitants of the Plane of Faerie,
and they come in an astonishing array of shapes, sizes,
colors, and temperaments. Every type of fey creature in the
multiverse can trace its origin to the Feywild at some point
in their past. Many dryads emigrate to the Material Plane,
but their bond with their chosen tree extends to the same
tree in the Feywild as well. A great number of fey pledge
allegiance to one of the Courts of the Archfey and serve as
spies, warriors, and guards to the archfey lords that rule
over the great cities.

Outside the cities the overgrown forests and lush
wilderness is populated with creatures of all kinds.

Blind dogs run in packs, and many of the oldest regions
are protected by the boar-like triath. Gnashers are evil
monsters that prey on lost travelers but can be driven away
by sunlight. Nightlocks are fey spirits bound to poisonous
plants with a mean disposition that serve an agent of the
Queen of Air and Darkness.

Though she does not dwell on the Plane of Faerie
anymore, the influence of the Queen of Air and Darkness
can still be keenly felt all across the Feywild. Gremlins
skulk about in the streets of the archfey cities, spying and
reporting back to their queen, while packs of yeth hounds
fly through the air on missions of cruelty and malice.
Quicklings are cursed to serve the queen and get into no
end of mischief within the Plane of Faerie and the Material
Plane.

The Wild Lands, beyond the borders of the fey courts
and largely disconnected from the echo nature of the
Plane of Faerie, are dangerous realms filled with all
manner of dark and twisted fey creatures. Brambles are
the main denizens of these parts, with equal parts hate and
overconfidence filling their blackened hearts. Madcaps can
appear almost anywhere, springing from spilled blood to
run around in murderous glee.

Darklings. The thieves and assassins of the Feywild
are the darklings. These shadowy hunters were once a
proud house of the Summer Court, but they betrayed
Queen Titania and were cursed by the vengeful archfey.
Queen Titania’s curse made sunlight age a darkling
rapidly, turning them into withered husks, and so they
quickly adapted to their new lifestyles in the darkness.
Nonetheless, they posses a great love of art in all its
forms and often find themselves taking risks in order
to appreciate a moment that may remind them of their
former lives in the Court of Summer.

Eladrin. Eladrin are to elves as elves are to humans.
They possess powerful impulses and live passionate lives
around the seasons of nature in the Feywild, and they often
serve the archfey as ambassadors, diplomats, generals,
and lords. Eladrin are dangerous and whimsical, and their
moods are as difficult to predict as the weather of the day.
They do tend to look down upon lesser fey, and consider
elves of the Material Plane nothing more than common
rabble.

Hags. The Feywild is home to all kinds of hags. They
are hateful, spiteful monsters who dwell in dark and ugly
parts of the plane, such as the Murkendraw and other fell
places. Annis hags, dusk hags, green hags, and bheur hags
are the most commonly encountered types, and they often
form covens out of greed and necessity. Their numbers

are large and their powers great, but they often bicker and
squabble among their kind, fighting over petty differences
instead of uniting to take on the archfey whom they loathe.
It is not uncommon to find hags allied with fomorians and
agents of the Queen of Air and Darkness, though these
relationships rarely last long.

HuMANOIDS

Most humanoids that live in the Plane of Faerie have been
adopted by the fey, often times at an age where they're too
young to protest. Many fey creatures, including sprites and
nymphs, adopt a mortal child from the Material Plane and
raise them as their own in the Feywild. The Autumn City of
Mithrendain is the most cosmopolitan of the great archfey
cities, and there are numerous families of humanoids
living and working in the sculpted boughs of that wondrous
metropolis.

EIf. Elves have a natural connection to the Plane of
Faerie that draws many of them with its mysteries and
ancient wonders. Some elven myths claim that the Feywild
is the original home of all elves (others say it is in the
forests of Arborea where the elves originally made their
home), and the truth is likely a mix of all these stories.
Some of the archfey have elven houses in their court, and
a great number of elves and half-elves live in the Autumn
City as well. Drow are especially common in the darker
regions of the Feywild, often lurking around the ruins of
Cendriane.

Firbolg. Firbolgs are well known as the gentle
shepherds of forests and other natural surroundings,
but they have a sizable presence in the Plane of Faerie
as well. They usually shy away from the grand splendor
and opulence of the archfey cities, preferring instead the
untamed regions of the magical wilderness. They are
allies of many fey creatures, and the skill of firbolg rangers
and hunters in tracking down lost things in the Feywild is
legendary.

HAZARDS & PHENOMENA

Travelers to the Plane of Faerie need to be wary of the
natural hazards that come with the region. The most
prominent and obvious is the forgetfulness and time
loss that can occur when leaving the Feywild, but other
phenomena should be known and avoided as well.

BEFUDDLING RAIN

Falling rain is not an uncommon feature in the Plane

of Faerie, especially around archfey or other powerful
denizens that have a deep sense of melancholy or
loneliness. Occasionally, however, the falling rain takes
on an otherworldly quality with an ability to confuse and
bewilder travelers. This befuddling rain is usually the
result of an archfey’s sour mood mixing with a natural
weather phenomena in the Feywild, so it’s difficult to
predict or control. Befuddling rain does not fall hard, but
the falling rain shimmers with all the colors of the rainbow
giving it a beautifully distinct look.



Non-fey creatures caught in an area of befuddling rain
must succeed on a DC 14 Wisdom saving throw. On
a failure, they are affected by the confusion spell for 1
minute. Befuddling rainstorms last only 1d4 x 10 minutes,
but some denizens of the Plane of Faerie have learned to
watch for the signs of the phenomena and strike affected
travelers. Gremlins especially love this tactic.

FORGETFULNESS

The Plane of Faerie is a land of magic, beauty, and

strange wonder, and for non-natives their memory of time
spent in the echo plane can fade to a simple dream-like
remembrance. This forgetfulness affects any non-fey
creature leaving the Plane of Faerie, though creatures with
the Fey Ancestry trait (like elves) are also immune. Other
creatures must succeed on a DC 10 Wisdom saving throw
when they leave the Feywild. On a failure, their memories
of their time spent on the plane quickly fade away and are
easily confused with dreams and fanciful imagination.

OBLIVION MoOsSS

Some darker forests and mountains in the Plane of Faerie
grow a strange plant known as oblivion moss in shadowed
corners. It never grows in full or partial sunlight, and some
innate defensive mechanism within the non-intelligent
plant retreats from such light automatically (albeit slowly).
Oblivion moss can sense creatures with memories
around it, and when it does so it shoots spores into the
air in a 30-foot radius sphere. Any living creature must
succeed on a DC 12 Intelligence saving throw or have
some of their memories leeched from their mind. While
affected, the target must roll a d4 and subtract the number
rolled from any ability check or attack roll it makes. The
memory loss becomes worse quickly, and after each
minute affected targets must succeed at additional DC
12 Intelligence saving throws. For every failure, the
memory loss penalty die increases, from d4 to d6, d6 to
d8, d8 to d12, and d12 to d20. The memory loss saving
throws stop when the target succeeds at one of the saving
throws, and the effect lasts until the target finishes a long
rest. A greater restoration or heal spell also restores lost
memories.

TiME Loss

Time behaves differently on the Plane of Faerie than it
does on the Material Plane or elsewhere in the multiverse.
Non-native creatures that depart the Plane of Faerie after
spending at least 1 day on the plane roll 1d20 on the
Faerie Time Loss table below.

PLANE OF FAERIE TIME SHIFT
1020  TIME SHIFT
1-2 Days become minutes
3-6 Days become hours
7-13  No change
14-17 Days become weeks
18-19 Days become months

20 Days become years

Some powerful archfey have the ability to reverse this
effect, though none do it out of charity. Parties that find
great lengths of time have passed may need to deal with
one of the archfey courts in order to regain their lost time.

WILD THORNS

Between the lush and verdant lands of the Plane of Faerie
exists a twisted, gray region known as the Wild Lands.
Harsh thorns tear at flesh, hungry for blood and eager to
pull down living creatures into its dull expanse. The pain-
filled nature of the Wild Lands affects creatures traveling
overland or flying over them, as the thorns and brambles
expand out to surround and pull down even flying targets.
Creatures that are not native to the Wild Lands traveling
through such regions must succeed on a DC 14 Dexterity
saving throw every hour of travel. On a failure, they gain
one level of exhaustion from the draining power of the wild
thorns that permeate the land. Any creature that takes a
short rest in the Wild Land automatically gains one level
of exhaustion as well, and taking a long rest results in an
agonizing death that only a wish spell can restore life from.




SITES & TREASURES

The Plane of Faerie is an echo plane filled with wonders,
strange sights, powerful denizens, and exotic treasures
from ancient fey kingdoms. It’s close proximity to the
Material Plane draws all sorts of adventurers and treasure
seekers into its realm, but all such travelers should be
cautious of the dangers and monsters that lurk in the
Feywild.

ARCHFEY CITIES

The greatest cities on the Plane of Faerie belong to the
courts of the archfey. While each member of the court

can hold sway over a castle, refuge, or individual site,

the leaders of each rule from sprawling cities that have
become beacons across the Feywild. Queen Titania of

the Summer Court rules from Senaliesse, a city built

in the boughs of towering silver trees the likes of which
have never been seen elsewhere in the multiverse. Rope
elevators lead guests honored enough to be invited to
Queen Titania’s home up into the heights of the treetops,
where the true breathtaking beauty of Senaliesse is beheld.
The city is constructed of delicate crystal stone that blends
naturally and effortlessly into the silver trees, creating a
sense of otherworldly wonder.

Lord Oran of the Green Court rules from Shinaelestra,
a city that has become nearly engulfed by the Howling
Forest around it. The transition has been natural and
harmonious, with more and more of the city’s once elegant
stone streets and pavements becoming forested woodland.
It was claimed by Lord Oran as his home for its peaceful
quality and he does nothing to stem the flow of the
Howling Forest. It is rumored that Shinaelestra was once
a Material Plane city that was transported into the Plane
of Faerie by some ancient elven magic, but that was long
before Lord Oran took over.

The Winter Court’s greatest archfey, the Prince of Frost,
rules from beneath a titanic mountain of crystal-clear ice
called the Summit of Stars. Kathrius, City of the Ice Moon,
sprawls beneath the mountain’s peak where night reigns
supreme. The brilliant moon and star-filled sky provide
ample illumination for the Prince of Frost’s court, who take
time to regularly gaze out through the icy mountain’s clear
exterior and into the wild night beyond.

Elias and Siobhan Alastai are the archfey twins that
rule the Court of Coral and they command the smallest
of the archfey cities. The Lake of Dreams is a deep body
of water that pulls in currents from the twin rivers Azure
and Cerulean, creating a natural whirlpool in the center
that constantly draws objects and creatures to the bottom.
There, the city of Shale Dothore sits at the bottom, with
the Coral Court commanding the lake, current, and
surrounding region. Shale Dothore is constructed of
multicolored coral crystals naturally harvested from the
bed of the Lake of Dreams.

The Queen of Air and Darkness rules the Gloaming
Court from no city, but she and her kin once held the city
of Cendriane as their home. When the other archfey courts
cast them out, Cendriane fell into ruin, and has since
become the home of numerous evil creatures, including
drow, spiders, and a powerful elven vampire.

Each of these wondrous cities holds a common feature
— they do not allow visitors unless explicitly invited. The
archfey are capricious and follow their own strict sense
of morals and honors, but one of the threads learned by
planar sages is a disdain for mortals that do not follow
protocol. Accessing the greatest lords and ladies of the
Plane of Faerie requires no small amount of courtesy for
those that seek an audience with them for one reason or
another.

CENDRIANE, CI1TY OF FALLEN STARS

Cendriane was once the beautiful home of the Queen of
Air and Darkness, in the time before her banishment from
the archfey courts. Its spires and towers were delicate and
radiant, and the wonders of Cendriane were unmatched by
any other city across the Plane of Faerie. Then, darkness
struck, and the Gloaming Court was created. The Queen
could no longer dwell in such a place as Cendriane, and
so she moved herself and her followers out in haste. Were
they pushed out? Did some ancient ward prevent her from
holding on to the ancient throne? None know for sure.

Cendriane is now a dark, shadow-haunted ruin of elven
wonder. Giant spiders of all sorts can be found lurking in
the ruins, along with bands of drow from House Vrammyr
who have vowed to claim the ruined city for their own
home in the Plane of Faerie. Much of the city’s ancient
elven vaults still remain sealed in darkened tombs and
ancient holdings, protected by potent magical power. An
elven vampire, an original consort to the Queen of Air
and Darkness, commands a cult of blood-thirsty undead
that rule over a portion of Cendriane, with intentions of
reclaiming all of the city in his queen’s name. Rumors
persist that the city’s Great Library has yet to be recovered
by any faction, and that its knowledge could further arcane
and divine studies of all kind.

Cendriane is hidden in a twisted forest covered in
summer night known as the Onyx Woods. Magical
protections keep the city from being discovered by
accident, but those that seek it out deliberately can
navigate the hidden forest pathways to the ruined archway
leading into Cendriane’s Avenue of the Gods.

CITADEL OF THE STAR CHILDREN

The most deranged cult in the Plane of Faerie are the Star
Children, who believe the stars in the sky of the Feywild
are actually gates and holes that lead to an otherworldly
alien place called the Far Realm. They believe this so
fervently that they work to bring their alien masters out of
the Far Realm, and they believe the Plane of Faerie is the
best chance for an invasion to start. The epicenter of their
efforts is a pulsating red crystal citadel where the most
favored Star Children tend towards the cult’s goals.



This citadel is located on a rocky mountain, and the
unnatural work done by the denizens inside has driven
all natural life from around the region, an unusual site in
the Feywild. The red crystalline structure was built by the
founder of the Star Children, an elven diviner now known
only as Hollow Eye, and the architecture of the citadel
defies logic and natural form. Angles inside and out are
incorrect, and anyone with an eye for engineering can
tell right away that the building should not stand upright.
But yet it does, in defiance to the natural order, and this
architectural oddity is but a taste of the terrors held inside.

DIAMOND STAFF

On the Material Plane, in the realm of Toril, an artifact
has recently surfaced that has grabbed the attention

of numerous factions. Known as the Diamond Staff

of Chomylla, it was discovered to be in the lair of an
ancient dracolich, and forces moved to reclaim and study
its secrets. The exact location of the relic is currently
unknown, but rumors persist that it could unlock an
ancient elven vault. The truth is that it is one of a set, built
by ancient elves of the Plane of Faerie, and that its true
potential has yet to be revealed.

Each Diamond Staff appears as a slender quarterstaff
constructed entirely of pale blue diamond. It is topped with
a transparent globe and carved from a single enormous
crystal. The construction of the Diamond Staves dates
back to a time when the line between the Feywild and the
Material Plane was thinnest, and the realm of Uvarean
straddled the line between the two planes. Ultimately
Uvarean was destroyed by a falling star, but the legendary
Diamond Staves survived the cataclysm. One of them,
possessed by the wizard Chomylla, was kept on the
Material Plane, but the others were scattered across
the Plane of Faerie. Their whereabouts are currently
unknown, but with the appearance of one in recent years,
the others are likely to turn up as well for good or ill.

GOLDEN GLADE

The Plane of Faerie contains its fair share of strange and
unexplainable phenomena. One of these is a small forest
meadow known as the Golden Glade hidden in the center
of the Heart’'s Wish Woods. The summer sunlight that
dapples the region passes through the boughs of a series of
enchanted trees, with bark like gold, and when the filtered
light touches any material object it turns to gold. This
includes creatures as well as objects. Objects transformed
to gold through this process disintegrate when removed
from the Plane of Faerie, so would-be treasure seekers
have written the site off as a curiosity rather than a get rich
scheme, but the truth behind it has eluded planar sages.

The golden oak trees seem to be the catalyst for the
transmutation power of the Golden Glade, but some
argue that the truth is hidden in the forest around it. The
Heart’s Wish Woods earned its name from a nymph who
fell in love with a mortal man. Their love was forbidden by
ancient decree, but they managed to conquer the odds and
the mortal moved into the Feywild to be with his beloved.
Or so she thought, for when he arrived, his heart’s desire
was not the nymph, but instead material goods. Stories of
the region say a golden statue of a man has been passed
around from collector to collector in the Plane of Faerie,
but so far it has not found a permanent home.

LEAVES OF ALL SEASONS

The seasons of nature have a profound influence on the
Plane of Faerie, owing to its strong connection to the
Material Plane and the Positive Energy Plane. Spring

to summer, summer to autumn, autumn to winter, each
has its place and a distinct power over the landscape of
the Feywild. Ancient elven legends actually attribute this
connection to a single source, a tree of great power that
the elves held in highest reverence. The exact location
and nature of this tree has not yet been found, but leaves
from it have been uncovered across the Plane of Faerie,
and they are potent items in the hands of those who know
about them.

Each Leaf of All Seasons appears as a broad oak leaf,
about a foot across, with a thick stem. The membranes
of the leaf are strong and course with radiant power,
giving off a scintillating glow that can illuminate as well
as any torch. When held by an elf or other creature with
a strong connection to the natural world, the leaf shifts
quickly between bright green, lush red, vibrant orange,
and sparkling white, representing the power of the four
seasons. The exact abilities of the Leaves of All Seasons
have not been catalogued, but stories say that possessors
have been protected from elemental damage and can
in turn command great elemental power, reflecting the
season of choice — acid for spring, lightning for summer,
fire for autumn, and cold for winter.

Many assume that since the Leaves of All Seasons are
real, they must have originated from somewhere. Parties
have scoured the Plane of Faerie in search of the source of
the leaves, a mystical tree with command over the seasons
of the plane itself, but to date no one has found it. If the
archfey of the plane know its whereabouts, none so far
have revealed it, and no one fey lord claims dominion over
multiple seasons.

MAG TUREAH

The greatest fortress of the giants that came into the Plane
of Faerie with dreams of conquest was undoubtedly Mag
Tureah. Built to be impregnable and to serve as the giant’s
base of operation in the plane, it was constructed using
powerful magical processes the giants had perfected.

The iron walls and towers were elegantly engineered,
ruthlessly beautiful and ornately purposeful, and it became
a beacon for the giants’ campaign of slaughter and
conquest.



Until the curse befell them, transforming them into
fomorians and casting aside their mighty weapons of war.
In a flashy display of power, the archfey courts banded
together and created a rift in the earth below Mag Tureah,
sending it tumbling into the Feydark. Most of the residents
were Killed or driven off in the process. The world sealed
around the tumbled fortress-city, which now lay deep in the
Feydark, and the fomorians have been trying to reclaim it
ever since.

By some strange quirk of the Feydark, Mag Tureah
sits on top of a massive network of portals that connect
to many other places in the multiverse. King Jarrhild
currently occupies the ruins with a force of goblins and
fomorians, but his mind and the minds of those around
him are corrupted by chaos, and so far they have been
unable to fully utilize the network of portals and gates
beneath Mag Tureah. Lord Oran and his consorts of the
Green Court keep an eye on the Feydark, and Mag Tureah
in particular, to ensure that the fomorians or any other
force do not reclaim the iron fortress-city or its portals.

MAZE OF FATHAGHN

Dryads are no stranger to the Plane of Faerie, and many
owe allegiance to one of the archfey courts across the land.
But few argue that the strongest among them is Queen
Fathaghn, who guards the most sacred tree in all of the
Feywild — the Mother Tree. Fathaghn and the massive
sprawling oak tree lay hidden in the center of a maze that
bears her name.

Travelers who stumble upon the Maze of Fathaghn find
themselves trapped in a forest of thick undergrowth that
resists fire and chopping. Passages open up suddenly,
allowing travel deeper into the maze, but the magic of
the maze keeps most from finding the Mother Tree or the
dryad queen at its heart. Minotaur warriors, more wood
than flesh, act as guardians of the Maze of Fathaghn as
well. It is said that a staff fashioned from a branch of the
Mother Tree has tremendous druidic potential, and that
the acorns that fall from it can be used to grow entire
forests. Queen Fathaghn takes her charge seriously,
however, and few have managed to deal with the testy
dryad and return alive.

MITHRENDAIN THE AUTUMN CITY

Senaliesse, Shinaelestra, Kathrius, and Shale Dothore are
the greatest cities of the archfey, each holding the most
powerful and influential members of the courts that rule
much of the Plane of Faerie. These cities are off limits

to strangers, however, so few have laid eyes upon them.
However, in stark contrast to this policy, the Autumn City
of Mithrendain welcomes all travelers from across the
planes to its forest-halls.

Long ago, the Court of Spring held as much influence
as the others, but their leader found the bickering and
infighting among the archfey to be more and more
distasteful. King Oberon wished to open up the Plane of
Faerie to more trade and exchange ideas with the other
powerful races of the multiverse. This view was not shared
by any other archfey, so Oberon broke with tradition and
disbanded the Court of Spring and opened the gates of his
fair city of Mithrendain to the world. In doing so, the City
of Spring transformed overnight into the Autumn City, and
Oberon has ruled it ever since.

Mithrendain is built in the boughs of the treetops within
the Sunset Forest. Like most ancient elven cities, it is a
beauty to behold, but unlike others King Oberon welcomes
travelers to Mithrendain. One quirk of the city is its
timeless nature — Oberon has a deep hatred for time, and
does everything he can to ensure no one notices and sees
the passage of time within the Autumn City. Magical wards
ensure time keeping devices and methods simply do not
function.

In recent years, King Oberon’s forces have been
occupied with a growing connection beneath the Sunset
Forest to the Feydark. He has sent numerous expeditions
to cleanse the tunnels of goblins and fomorians in order
to keep Mithrendain safe, and so far his efforts have kept
travelers and his people safe. Oberon is loathe to ask for
help from the other archfey, most of whom have shunned
him and his ways, so he often turns to outside help to deal
with threats.

MURKENDRAW

The largest swamp on the Plane of Faerie is the
Murkendraw by far. As large as any sea, it stretches out

for miles, filled with weeping willows and gnarled roots

of the dead or dying plants. Night holds permanent sway
over the entire swamp, where unprepared travelers can
easily get lost or swallowed by patches of broad quicksand.
Numerous beasts prowl the Murkendraw as well, including
swarms of bloodthirsty insects and alligators the size of
dragons.

The Murkendraw is the home of the hags, and many
dwell in the dank sodden swamp, living in magically
enchanted huts and hovels. The most feared hags are
the Blighted Mothers, who dwell in the darkest heart of
the Murkendraw, but it is rumored that the witch Baba
Yaga keeps a chicken-legged hut in the swamp on the
rare occasion of her visit. The Blighted Mothers do a
good enough job of keeping tabs on creatures coming
and going into the vast swamp, so travelers that wish to
remain unseen by the powerful hags had best take extra
precautions against their potent divination abilities.



SCEPTER OF STARLIGHT

The symbol of Cendriane’s ruler is a potent relic known
as the Scepter of Starlight. It is a thin silver rod, roughly 2
feet long, topped with a scintillating blue and white crystal
shaped like a flaring star. The handle is decorated with
delicate golden runes that glow under detection spell with
abjuration and enchantment magic. The Queen of Air and
Darkness held the Scepter of Starlight when Cendriane
was at its height, but when she and her kind were banished
from the archfey courts the scepter was lost. Rumors
persist about its possession in the hands of the drow of
House Vrammyr who seek to occupy the City of Fallen
Stars and claim it as their own, but so far none have come
forth with the relic.

Whomever possesses the Scepter of Starlight is said
to control the magical wards in and around Cendriane
itself, as well as command powerful bolts of star light that
can burn foes. It is also said that there are secret vaults
beneath the ruined Palace of Twilight that can only be
opened by the possessor of the scepter, and considering
how much the drow have controlled the city districts
around the palace and have not claimed such treasures
there seems to be truth to that rumor. Other tales say that
the possessor of the Scepter of Starlight can also ascend
to the status of archfey and rule a new court, thus making
it an attractive object for ambitious fey seeking to ascend
to higher heights.

SILKEN STEEL FOREST

The strongest fibers and ropes found in the Plane of Faerie
originate from the spiders that call the Silken Steel Forest
home. Spiders of all kind can be found in the dark forest,
from giant spiders to puppet spiders, but the true gem

are the steel spiders that weave delicate yet immensely
strong webs. With the appropriately skilled craftsman,
such webbing can be turned into armor that is a light as
leather but as strong as plate, making it a valuable item for
fashion-minded fey seeking protection. A gnome armorer
in Mithrendain is said to be the only known artisan capable
of such a feat, and she works for King Oberon himself as
his personal crafter.

TEARS OF ENDINGS AND BEGINNINGS

Few sites in the Plane of Faerie are as breathtaking as

the coming together of the Azure and Crimson Rivers

over a near mile-high cliff face, creating a spectacular
waterfall of deep blue and bright red waters. Known as the
Tears of Endings and Beginnings, the mixing of the two
water sources cascading down over the cliff face creates

a magical place where memories can be cleansed or
returned. The stories about the waterfall say that anyone
that sheds tears at the top and then tumbles over the edge
with the water will have ancient memories restored or
painful memories erased. Unfortunately, there’s no way

to guarantee one or the other, and some creatures that
choose to take the plunge do not survive the fall to the lake
below.



Behind the Tears of Endings and Beginnings lay a series
of caves carved into the cliff. Some say these caves hold
portals that lead through time itself, allowing travelers to
walk back to the days when the Plane of Faerie was young
and more wild. Shadowy guardian creatures stalk those
caves, however, and some magic of the waterfall prevents
straight transportation through the curtain of blue and red
waters.

TREASURE-HOARD OF QUEEN
TASMIIRA

The faerie dragons of the Plane of Faerie are playful and
enjoy cavorting around with no real purpose or direction.
They are carefree and truly belong in the Feywild, and few
things seem to bother them. Some owe fealty to one of
the archfey courts, but they all honor Tasmiira, the queen
of the faerie dragons, as their one and true sovereign.
Tasmiira doesn’t ask much of her subjects, except for one
thing — to never reveal the secret location of the treasure-
hoard of their people. Few faerie dragons know the exact
location of the vast treasure, but most are aware that it
exists and that it holds wonders and splendors of all kind.

Queen Tasmiira’s greatest charge is ensuring that their
treasure hoard does not fall into the wrong hands. Its
location is truly a secret, with some say that it exists in a
pocket dimension only accessible by faerie dragons, while
others whisper it has been shrunk down to miniscule size
and carried around in the stomach of the faerie dragon
queen herself. Many creatures have tried to pry the secrets
of the treasure out of Tasmiira and her loyal faerie dragon
knights, but to date none have successfully prevailed. And
with each passing year, the treasure of Queen Tasmiira
grows as faerie dragons across the multiverse send back a
portion of their own treasure to join the collective.

What wonders does this massive treasure contain?
The rumors are beyond counting, but include powerful
magical items, ancient relics, and gold and silver beyond
counting. Queen Tasmiira knows all of the contents of
the faerie dragon hoard, down to the last copper, so if
there is an item that someone seeks that happens to be in
the treasure, the good-natured queen can sometimes be
inspired to part with it — for a good cause and under the
right circumstances.

ADVENTURE HOOKS

The Plane of Faerie holds adventure opportunity aplenty
for heroes of all experience levels. Its relative ease of
access allows even inexperienced adventurers to traverse
its wonders and deal with its dangers, while higher level
heroes contend with commensurately higher stakes.

Fate of Old Tomarr. Nobody has heard from Old Tomarr
in a few months. He’s a hermit who spends most of his
days in a cave in the nearby hills, tending to a small flock
and coming into town once every month or so to trade
stories and restock his meager supplies. A local family is
worried and asks the characters to investigate, where they
find Old Tomarr’s cave empty save for strange oily puddles.
Investigating reveals a boggle, a small fey creature
attracted to loneliness, who torments the characters before
revealing that Old Tomarr angered a nearby warlock
who served the archfey. The boggle, Old Tomarr’s only
companion, asks to accompany the group to the warlock’s
cavernous abode nearby to help rescue his friend.

Blood Mushrooms. The characters race to stop a
deranged cult in the forest, but arrive at the ritual site
too late to prevent all the sacrifices. The shed blood
and murderous intent summons a field of blood-red
mushrooms that sprout into redcap faeries. The characters
must deal with the cultists and the redcaps before the
murderous fey escape the area to wreak more havoc and
death. The mushrooms themselves are the key to stopping
these redcap as their summoning mingled with the cultist's
plans.

Turn of the Leaf. A curious oak leaf is offered for sale to
the party from a vendor with no knowledge of its qualities.
The item is a Leaf of All Seasons, having been passed
through collector to collector, and eventually came to the
merchant by way of a large auction lot. Taking the leaf,
the characters find themselves visited by a heavily cloaked
stranger who tries to steal the leaf. The darkling elder
and his darkling followers are agents of an exiled archfey
trying to get back in the graces of the Gloaming Court by
collecting the Leaves of All Seasons. Keeping the leaf leads
the characters on a path to stop the greedy archfey from
using the leaves with ill intent.

Hag of Murkendraw. Local legends say that the nearby
swamp is haunted by the spirit of a powerful crone, but
it's also the only place where a special herb grows that
can cure a burning fever running through the region. The
characters enter the swamp and find that the haunting is
actually a permanent fey crossing to the Murkendraw, and
that monstrous insects and other creatures pass through
regularly to feed. The herb the party seeks is in the garden
of a hag, who desires something from the characters
before she gives it up. There’s another hag that she wishes
to be destroyed in exchange for the herb, leading the party
deeper into the vast Feywild swamp.

Vault of Fallen Stars. An object sought by the party is
determined to be in an ancient elven vault below one of the
libraries of Cendriane, City of Fallen Stars. The characters
travel to the Plane of Faerie and hunt down the ruined city,
where they must contend with drow and a host of giant
spiders and ettercaps in order to find the vault they need.



RANDOM ENCOUNTER TABLES

The below tables can be used by the Dungeon Master

as a source of inspiration when a party of characters is
traveling through the Plane of Shadow. Look at each one
as a springboard for new adventure ideas, or as a means of
highlighting the nature of the plane for the players.

PLANE OF FAERIE WILDERNESS

1D100 PLANE OF FAERIE WILDERNESS
01-10 1d6 faerie dragons
11-20 1 triath
21-30 2d6 nightlocks
31-40 1d4 gremlins
41-50 1d8 satyrs
51-60 1d4 korred
61-70 Befuddling rain
71-80 Oblivion moss
81-90 1d6 clawrgs
91-99 1d4 fomorians
00 An archfey and retinue

MITHRENDAIN THE AUTUMN CITY

ENCOUNTERS

1D100 MITHRENDAIN ENCOUNTER

01-05 An autumn eladrin working for King
Oberon on a mission

06-10 A gang of satyrs playing music

11-15 A pixie taking three blink dogs out on a
walk

16-20 Two dryads arguing over philosophy

21-25 A faerie dragon drunk on wine

26-30 A group of adventurers seeking employment

31-35 A band of elven knights protecting a box

36-40 A green hag and a sea hag haggling with a
merchant

41-45 A gnome archmage looking for spell
components

46-50 A winter eladrin agent of the Prince of
Frost

51-55 A grig fiddler enchanting everyone with a
song

56-60 An elven druid selling honey from her
personal bee hives

61-65 Several sprites playing games

66-70 A darkling elder spying on King Oberon

71-75 A warlock of the archfey being mysterious

76-80 Goblin pickpockets looking for their next
mark

81-85 A sprite champion in service to King
Oberon

86-90 A curious feystag hiding in an alcove

91-95 A quickling on a dire mission

96-00

King Oberon and personal bodyguards



PLANE OF DREAMS

“Most creatures dream, some more intensely than others, but
few realize the true reach that their dreams can achieve. There is
a unique echo of the Material Plane we call the Plane of Dreams,
also known as the Dreamland, where sleepers touch upon in
their deepest slumbers. It is a place that can be visited by those
with the means and knowledge, however, and it's so much more
than just the imaginings of the sleeping. Nightmares, beauties,
wonders, and more all wait in the Dreamland, in a place where
prophecy and divination can take real and terrifying form.”

Lillandri the Moon Mage

What happens when people dream? Most people assume
their dreams are simply the product of their imaginings,
and this is partially true. But they can also tap into a much
broader realm, where sense is expanded and the world

is similar but not quite the same. This is the Plane of
Dreams, also known as the Dreamland, and it sits like a
mirror over the Material Plane — and beyond.

Most dreams exist in tiny fragments of the Plane of
Dreams known as dreamscapes. These are small bubbles
that form around the dreamer specifically, and from the
Dreamland they appear as hazy incomplete shadows and
forms for those that know where to look. Interacting with
a dreamscape is a dangerous prospect, but some gods and
powerful entities do it to send messages and warnings
to their followers. Nightmarish creatures can sometimes
do it as well, producing sweat-soaking terrors capable of
sending the most hardened warrior into shrieking fits.

But the Plane of Dreams can be visited, through portals
and gates similar to the Plane of Shadows and the Plane
of Faerie. The Dreamland shares fewer traits with the
Material Plane than the other echo planes, perhaps
owing to the malleable nature of dreams themselves,
but sometimes dream crossings can appear when the
landscapes line up close enough. Everything is heightened
in the Plane of Dreams — shadows loom larger, light
shines brighter, sounds echo further, and emotions are
felt stronger. Incidents and events in the Dreamland can
trigger powerful emotional responses in visitors.

Powerful entities have crawled, slithered, or awoken
within the Dreamland as well, so travelers should be wary
of them as well as the natural elements of the plane. In
places where the Plane of Dreams touch the Plane of
Shadow, Nightmare Lands are created, and though no one
being presides over them the sinister and enigmatic figure
known as the Nightmare Man always seems to be present
in them. Creatures that generate and feed on fear are
known to dwell in Nightmare Lands as well.

One curious aspect of the Plane of Dreams is the moon
that appears at night. It is large and singular, regardless
of the number of moons on the corresponding Material
Plane, and can actually be visited through magical or flying
transportation. The Moonscape is a strange land where
moon-beasts howl in service to their dark god, who is said
to dwell in the center of the Dreamland moon.

Incursions from the Far Realm are an altogether too
common occurrence in the Plane of Dreams, where the
crawling unfathomable entities of that outer place have
found the terrain more suited to their forms. The Dweller
in Darkness is the greatest and most feared among the
things that have slithered out of the Far Realm to take
residence in the Dreamland, and on the Plateau of Leng
horrendous spiders and goat-like folk worship the foul god-
like being with abhorrent savagery and sacrifice.

Not all of the Plane of Dreams is dismay and evil,
however. The port city of Dylath-Leen sits as a beacon of
trade for travelers of all kind across the multiverse, though
its docks are dry as the adjoining Sea of Mists hold silvery
fog for as far as the eye can see. The dream cats of the city
of Ulthar are known to befriend lost wanderers from time
to time, assuming one doesn't offend or attack one of their
own, and a host of other strange beings — some hostile,
most not — populate the forests, mountains, and valleys of
the Dreamland.

HiGHLIGHTS & IMPRESSIONS

The below listings include notes on highlighting the
nature of the Plane of Dreams as characters explore

and travel through it. These are suggestions of elements
that can be used in descriptions of the landscap